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e The goal of a virtual space
designer has become more
and more about the imitation of
living systems so other people

can visualize, evaluate, play, and create. Mapping
internal states, mental desires, and perceptions
seems to be the final frontier of virtual spaces
and raises exciting issues of representation.

Notes about virtual worlds The medieval monk
who contemplates the fire ravaging the books
of the library of his monastery understands that
he is about to start something new without any
help from the books. | feel sometimes like this
monk who is forced to move away from the old
manuscripts and to rediscover the evidence of
his shadow on the ground. An ephemeral shaded
area helping him to define his presence before
any new space is built again. | need to undo some-
thing or to let go in order to build a new space.
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MANHATTAN, A VIRTUAL WORLD

2006-2008

Research on virtual world and interactive interface design

Credits: Jean-Marc Gauthier. The spherical projection system is using virtual cameras cre-
ated in collaboration with Guillaume Langlois.

Status: The zoomable 3-D map of Manhattan’s 6000 blocks is an example of using 3-D inter-
active technology, chiely for displaying data in a small space in order to show its relationship
to surrounding data. This project is an example of virtual ecosystem opening the possibility of
smart 3D browsing and intuitive research in large data sets.







MANHATTAN, A VIRTUAL WORLD

2006-2008

Research on virtual world and interactive interface design

Credits: Jean-Marc Gauthier
Status: Interactive installation for spherical projection inside a dome. This part of the

installation focuses on interactive rendering of urban environments and of street experiences.
On this page, 42nd Street, on the next page Central Park







CROSSING THE STREET

Low Vision Mobility Rehabilitation in Virtual Reality: An Efecacy Study
2006

Research on immersive environments and interactive interface design.
Credits: Lei Liu, Kent Higgins, Jean-Marc Gauthier, Jianna Cho, Hillary Gauthier

Status: National Institute of Health grant proposal / under review

(Images include schematics of the immersive system and possible street scenarios.)
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dual video cards
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3 virtual cameras

What they wrote:

Lei Liu, Phd, vision research scientist

“Standing at the curb before crossing the street
is a multi-sensorial and multi-layered spatial experience
that is complex to visualize. The huge amount of infor-
mation coming fast at the viewer can be recreated inside
a VR simulator by combining multiple dynamic three-
dimensional stimuli. In a VR simulator visual and audio
stimuli can confuse the viewer and provide crucial infor-
mation at the same time. This is similar to a real world
situation when a viewer needs to process a wide range
of visual and audio stimuli and to assign various levels
of priority for each stimulus.

Creating a VR simulator presents several psycho-
logical and technical challenges. In some cases simula-
tions may convey to the viewer a pleasing but unreal «
wow » effect, where realistic scenes « look too good to
be true ». We are aware of the possibility of underper-
formance of hyper-realistic displays. Sallman and Wow.
Our design process takes several steps in order to steer
away from misplaced faith put in realistic 3D displays,
naive realism and poor performance of realistic display
- Sallman and Wow.

This research provides a tracking system for er-
rors of perception, dissimilarities and for situations that
have a lower degree of relevance than the real world.
The VR simulator uses an extensive database to track
down imprecisions of perception and the parameters of
case studies where they occur. This database can feed
back into the VR simulator in order to correct and im-
prove scenes and scenarios, to supplement perception
in case studies deemed to be ambiguous or to rule out
the use of the VR simulator in some cases case that are
not recreated in a satisfactory way. Delning a us-
ability comfort zone for the user is an impor-
tant contribution to the evaluations made
inside a virtual world. It will also improve the
evaluation of usability in computer human
Interaction.”













































