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Toolkits

= Designed to help users deal
with VR systems

= Specialized hardware
= Specialized devices
= Unique environments

« Examples

"= FreeVR

= VR Juggler

= Virtual reality user interface (Vrui)
= Hydra
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This was done by taking Toirt-
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= Functional

The program shall be able to load GPR
datain SEGY revision 1 format.

The program shall allow the user to turn
the data visualization on and off.

The program shall allow the user to
change the orientation and position of
the data.

The program shall allow the user to take
dip and strike measurements.

The program shall allow the user to take
distance and angle measurements.
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= Nonfunctional

The program shall maintain interactive
frame rates.

The program shall written in C/C++.
The program shall use a hardware
accelerated, texture mapping DVR
algorithm for its rendering.

The program shall use VRUI and Toirt-
Sambhlaigh for its prototype application.
The program's rendering algorithm shall
use OpenGL.

The program shall be implemented on
the Linux platform.
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. fr:igr?ﬁ:aiirggess = x-coordinate, y-coordinate, elevation

> Results Samples taken at reqular intervals, plus at
» Conclusion the peaks

> Future Work

= Performed linear interpolation
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Brunton Compass Tool
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Results

» Background - VIdEOS

» The Project
» Software Specification

Volume orientation and position

and Design Process = Directional lighting
» Implementation = Color I\/Iaps
> Results = Slice Tool
» Conclusion ICE 100
> Future Work = 1D Transfer Function

= Surface Visualization
= Distance Measurement Tool
= Brunton Compass Tool
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Conclusion

» Background - BaCkg round
» The Project

> Software Specification - The PrOJECt

and Design Process
» Implementation

= Software Specification and

> Results. )esign Process

> Conclusion :

» Future Work * Implementation
= Results

= Conclusion
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Future Work

- Background = Improve User Friendliness

> e Project . :

> SoftwarJe Specification File selection menu

 and Design Process = Change the scale of the data
plementation

- Results = Change the loaded data set
n on

> Future Work = TOOlS

Custom shaped viewing tool
Layer peeling tool
Auto subsurface generating tool

= Load more GPR file formats
and different types of data



Future Work

~ Background = Have more than one volume
» The Project :
> Software Specification OadEd at a time
and Design Process . .
B = Perform automatic or semi-
> Results . .
> Conclusion automatic Segmentat|0n Ofthe

> Future Work

data into layers
= Clipping Plane issue
= Replace Toirt-Samhlaigh

Implements newer DVR algorithms
Takes better advantage of graphics
hardware

Not integrated with a VR toolkit
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