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abstract

During the process of design, the artifact (architects, but also mechanical, civil, and industrial
engineers) must be revised many times in modelling process. Fortunately, advanced developments
of graphics computing technology make the process of modelling changed by Virtual Reality
Added Design (VRAD).In VRAD, designers waste less times and resource than traditional by
virtual modelling (Ouyang 1996).

Most virtual modelling programs use a Window-Indicator-Menu-Pointer (WIMP) (Gross and
Kemp, 2001) interface to control the creation, viewing and modification of 3D forms. Although
designers have become accustomed to this way of working, which derives from traditional
paper-based practice, working on a three- dimensional artifact through a two-dimensional
interface has some limitations. That is why, in traditional practice, designers often develop a
physical working model in addition to two- dimensional projections. The designer can add and
remove pieces to the physical smodel, pointto certain elements or identify directions and
dimensions by their hands in three-space.|TheSe opérations are clumsier in two dimensions, even
with an isometric or perspective projection.

For market demand (imitative reality -and=special /effect), the commands of immediate virtual
modelling programs have become more complex-and difficult to control. The average people are
no more than twelve without extra‘training programs having the amounts of natural gestures
dominated by (Liang, 1997). In evidence, the amounts of the gestures are deficient for the present
needs of VRAD programs. The modelling programs that operate in gestures develop almost
without continuity and popularity. However, without WIMP, can designs use a more naturally
and efficiently approach -the gesture system— manipulate models in virtual modelling
environment? And how do we keep the advantages of gesture systems after combining WIMP?
Therefore, the purpose of this research is to make the system that combine gesture and WIMP
properly by experiments and analysis. By using the system, designs will expend less times than
only WIMP or gestures in modelling process.

This research provides an interface that allows designers to communicate with the major virtual
modelling programs by using their most mobile devices-hands. In addition, the system proves the
part of the concept demonstration and a platform for experimentation. | have to demonstrate
several simple tests, in which particular gestures are bound to particular operations.
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