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Introduction

• Motion data collection for neural

network training

• Outside-In System

• ➔ ART (Advanced Realtime 

Tracking)

– Consists of cameras and a target

– 3 Degree of Translation

– 3 Degree of Rotation
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Problem Description: Issues

• Data collection is boring 

• ➔ Gamification

– Tetris

– Created in 1984

– Very popular

– Easy to play
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Existing Solutions
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• Gamifying Stereo Camera 

Registration for Augmented 

Reality

• Games with a Purpose
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Goals of this Practical

• Collect data

• Make the data collection interactive

• Ensure 6DoF

• Engage player for longer period of time (=more data)
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Proposed Work

• Standard Tetris

• Tetris walls surrounding the player

• Virtual Reality

• 3 degree of Rotation

• 3 degree of Translation
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Discussion of Potential Issues

• ART target can be occluded by player

• Limited real-world space

• Wires

• Cybersickness

• Obstacles in real world
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Implementation So Far…

• 3D asset modeling

• Game logic

• Audio

• Basic Visual Effects

• Interaction with keyboard and mouse

• Integration with HTC Vive
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Implementation So Far…
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Project Management
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Our Webpage
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Future Implementation…

• Implementation of different effects

• HTC Vive controller integration

• ART Integration

• Efficient collection of tracking data

• Extend game modes

• Bug Fixing

• Testing
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Time Line
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Thank You
☺


