Ched in a nutshell

The functionality of the Chart Editor (Ched) can be divided into three different groups:

· Basic play editing functions

· Play simulation and creation of CAVE or VRML file

· Remote control of the CAVE

Basic play editing functions

The play is stored in a simple way.  Each player has a path, which is defined by control points.  Each control point stores the time, position, angle (viewing direction), a pose, and whether the player has the ball at this point of time.  That means each control point represents the state of a player at a certain time key frame.  All the values in-between are interpolated.

The system distinguishes between play information, player information, and control point information.  They all have separate menus.

A play can be created, loaded, and saved.  The user can change basic play properties, such as the name of the offense and defense team, the start time, the play duration, the ball position, whether the play is a passing play, and whether the play is successful for the offense team.

The user can easily navigate through the play.  He or she can move the play or zoom to a point of interest, such as a specific player or the whole play.

Player can be added or removed.  Every player has a couple of properties that can be changed like whether he is an offense or defense player, his number, and his position.  Once this information is entered, the user can define the path by just selecting the different key frames.  The time and position of each key frame can be changed by simply dragging the associated control point.  It is also possible, to determine all the times keys and angles automatically.

Once a play in entered, the user can start the animation (forward or backward), pause the animation, and skip to the beginning or the end of the animation.  This makes it easier to fine-tune the play.

It is also possible to change the general appearance.  The user can activate a yard or a foot grid and all the control points can be snapped to these grids.  Also, a representation of the field, the paths and the control point labels can be switched on or off.

Play simulation and creation of CAVE or VRML file

In order to create a CAVE animation or a VRML file, the play has to be preprocessed.  The game is divided into small time frames and the whole game is simulated.  Ched checks for each time step whether player come close and have to interact.  The buildin AI selects the right animation depending on the current play situation, the position of the involved players, and whether or not he has the ball.  The user can always overwrite the AI.

Remote control of the CAVE

Ched can also be used to control the CAVE simulation from an external computer (laptop).  This is very intuitive for the user, because he or she knows already the graphical user interface.  All this functions are combined in one menu, since they only change the CAVE environment and have no effect on the play itself.

Many commands deal with making the 3d navigation easier.  The user can go to predefined viewpoints in the stadium or can easily navigate to a player.  There are four different modes, how a user can follow a player during a game.  Is it also possible, to switch between walk and fly mode.

Other commands change the presentation style.  It is possible to activate a ball marker or make the key player transparent.

Sounds events can be started or stopped, the stadium can be chosen, and a changed play can be transferred to the CAVE (update).  A play can be started (forward and backward) with different speeds and paused.

