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HYPERREAL — Designing Physical Objects As If They Were Digital

KEIKO YAMAMOTO," MASARU HISADA,* ICHIROH KANAYAT it
and KOSUKE SATO!

The “HYPERREAL” is a new computer aided design system that allows users to virtually
modify phisical objects as if they were digital objects like ones on conventional CAD systems.
The HYPERREAL controls the virtual shape of real objects with shading-pattern projection.
Users eyes preserve the spatial and stereoscopic effect when seeing the real objects which are
projected by special modulated light. An intuitive input device is introduced for trimming
the object’s 3-D surface appearance. The reality of the objects is not degraded while users
are trimming the shape of the surface during virtual shape designing. A prototype system

demonstrated its naturalness of computer controlled mixed reality appearance.
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