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Draw-to-Map: Mapping Techniques between Physical Controller and GUI

1,2) 2 2

Tarsunrro OE BunTAROU SHIZUKI®  JIRO TANAKA

Abstract: In some applications, a user can manipulate GUI elements simultaneously and rapidly using a physical con-
troller. However, GUI manipulations which one can define mapping with the physical controller are limited. In our
research, we introduce a technique where one can define the mapping flexibly between the physical controller and GUI
manipulation. In the technique, one can define the mapping by drawing a stroke on a GUI element using a pointer.
Because one can draw in various ways, one can perform mapping to various GUI elements in various ways. In this

paper, we show our interaction techniques, implementation, and application examples.
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Fig. 1 A user defines the mapping between the GUI and the physical

controller using Draw-to-Map.
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Fig.2 An interaction flow using Draw-to-Map.
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Fig. 3 A mapping technique using free-form curve.
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Fig. 4 A mapping technique using rectangle.
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Fig.5 A mapping technique using circle.
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Fig. 6 A mapping technique in a lump.
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Fig.7 A function to edit mapping.

4. ODO00OO0OO0OODOOOO

gboooooooboooOoOoOoOoGuIooooooooo
gooooooboooooboooooooooboooo
gooooooboooooboooooooooobooooo
goooooobooooooocooooooooboooon
goooooobooooooboooooooooboooo
oooooooood

5. 00O

0000 Draw-to-Map 000000000000 DOO
00 Ubuntu Linux®*0 00000000000 Python™O
0000000000000 DOOD BEHRINGER O O
BCF2000°0 0000

Draw-to-Map D 00000000 8000000000
00000000000 0000D0D0D00000DDOO0
00000000000 0000D0DO0000DDOOO0
000000000000 00000DD00000
0000000000 DO00DO00O0D00DOCTRL+

00000000000 0000D0DD000000D0

*3  http://www.ubuntu.com/

http://www.python.org/
*5 http://www.behringer.com/EN/Products/BCF2000.aspx

x4



gooobooooon
IPSJ SIG Technical Report

a
OWindow Information:
position, size, application name,
window ID
OMouse Points
OScreenshot
Append* Refer 4 Update

Move
&

= Resize
)( 1 Yw) . (o y) h o \

(Xo, Yo

Pvess Draq Release

‘ Hook
key and mouse .

©

Update
. window information

Input
controller

08 00000 0000000000 0000000000
oobo0OO0g0OO0O0O0O000O0O0O0O0O0O000OC0OO00O0O0

Fig. 8 Implementaiton overview.
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Fig. 9 Processing of mapping in a lump.
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Fig. 10 A principle to recognize slider’s start and end point.
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Fig. 11 An example of mapping to tone curve GUIs using Draw-to-Map.
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Fig. 12 An example of mapping to color selection GUIs using Draw-to-

Map.
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