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VISTouch - Dynamic Three-dimensional Connection
between Mobile Devices

MASASUKE YASUMOTO' TAKEHIRO TERAOKAT!

Abstract: In this study, we have constructed a new system that achieves a new operational capability and increases user interest in
portable devices by enabling multiple devices to be used in combination dynamically and spatially. We call the system “VISTouch”.
We focused on developing a mobile device attribute that would enable the user to easily move the position of the device. We
implemented a new approach with intuitive handling in three-dimensional (3D) virtual space. When a smart-phone is spatially
connected to a horizontally positioned tablet that is displaying a map as viewed from above, these devices dynamically obtain the
correct relative position by using VISTouch. The smart-phone displays images viewed from its position, direction, and angle in
real time as a window to show the virtual 3D space. In addition to the old way of recognizing directions, which depends on virtual
3D images, we employed real space information to improve the user’s spatial perception by superimposing real space and virtual
space. Thus, we constructed VISTouch, which conveys a new operational feeling by moving or inclining the smart-phone on the
tablet display and uses detailed information of the relative position in real space.
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Figure 3 Process flow of VISTouch System
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Figure 3  Five connection patterns (P1-P2 and P3-P4 have
different distances between connection points. All patterns have

different rates between connection points.)
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Figure 7  Dimensions of the protuberances
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Application for accuracy measurement
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