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A Case of IT Confusion Education: Simulation for Furniture
Placement based on Virtual Reality
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[ Abstract ]

Virtual reality is a combination of various studies, such as programming, simulation, and computer graphics. This type of new
cultural paradigm requires novel concept of contents development and information exchange. This research uses 3D virtual reality
technology in new equipment called I-Bench Mobile which let user to interact with the equipment for completing furniture disposi-
tion task. The simulation is manufactured in 3D with application of physics, and the ultimate goal of it is to increase customers’
satisfaction by allowing them to enjoy snap shot function for arranging furniture at exact desired place. This research requires not
only coding techniques but also educating process in both engineering and art, such as computer science, media art design, and vi-
sual communication; therefore, the development of software by facilitating Virtual/Augmented Reality technology in this research
is a good example of fusion IT technique education.
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Fig. 1. I-Bench Mobile.
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Fig. 2. Flow-chart of program system composition.
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Fig. 3. 3D space for furniture pacement.

\1

Z2I9E A2 HE welshd o] vebdo) w13}
Hell = wQlEfo]| E3 A& E0] EAIEH, A2 HES 7 I 4. T2 Cixfo] MA
21 H

=9 o] s AESh=(Default 3 Setting)3HA S 2 Table 4. Process of program design

of7HA dtk. 1§ 1§ 39} o] el A wiEe g B ME oA U ALK ZEd AlRle o 3o Aol 522 9

Fol A Apale] Aake YIAE St W YR= o] F5H =2z olel B IS 3 HE 2P et B2
= Ty

Heh W2 o] &dt M= 2450 s T2 A
), 7124 0 2 vk A5 T8 o[5S 51 st MENU

93z Ay
S FHSH U v A Uldl= 574 712 sio 2ex 74 AR} OlshE & YES THRLS
7 WEo] &A1, 71 A €e 913 Fumniture, 7H- A 2} 50| FA
A& A3 7] 3 Color, 7FF o] 52 913 Pointer, Bl Z & 7158 79 Zt 7159l ¢
oh& FASHE Mute/BGM HE 2 AT AF AL 9% AlZH= Cixfel St CIRQlo) ChifZSS F7t5i0 Al
=13

Snapshot HEo0] ZA|5t} 7} XE sj7f= A= Z¢]
2O F5 BH5S 1Y 49} 2}

http://dx.doi.org/10.14702/JPEE.2015.025 28



& 4. 717X st ARl

D2 A5 B

Fig. 4. The screen of furniture placement.
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