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Design and Implementation of a UX—based GUI development tool for
3D graphics programming

Jun—Young Jeon

Dept. of IT Convergence and Application Engineering, Graduate School
Pukyong National University

Abstract

Recently,” three dimensional graphics technologies are
widely required in the fields of 3D games, 3D simulations to test
the movement of general mechanical products, training to control
the very expensive equipment, and so son. These three
dimensional systems have mnot given the user interface that is in
harmony with three dimensional displays. Many researchers have
tried to develop the user  interface which shows the adequate
harmony i1n three dimensional programming environments.
However, since users have directly drawn each graphical user
interfaces on the three dimensional rendering region, it is difficult
to implement the message processing and the event detection. It
makes the big jump 1in the developing cost and also the
processing time.

Therefore, in order to solve this problem, we propose a GUI

development tool to design the user interface which can be



intuitive expression with three dimensional. We implement a GUI
in the course of development of three dimensional graphics
programs. We also enhance the portability and developing speed
through the usage of view—handler design patterns. We separate
the rendering part and the event data processing part and thus
make the  multi—processing possible. Non—synchronization
employing triple buffers gives the rapid responds time. Through
the employment of our developing tools, we can develop the
natural user interface that gives a harmony with the application
and three dimensional simulators. The user. interface i1s possible
to adopt the wvarious graphical effects and alse give a natural

interaction with users.
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