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VelvetPath: Layout Design System
with Sketch and Paint Manipulations

Hiroak1 ToBITA,t DAISUKE Isoft and JUN REKIMOTOf

We describe the VelvetPath system, a system that allows users to design layouts for vi-
sualized information by using sketch and paint manipulations. Many systems enable users
to visually search and browse through information by treating the data as visualized nodes.
While these layouts are pre-defined and useful for the applications considered by the designers,
users cannot freely change or redesign the layouts. In contrast, users of the VelvetPath system
can freely design and change layouts by simply drawing strokes. Since the information layouts
are defined automatically according to the user’s strokes, the user can create layouts based
on his/her own needs and retrieve information using these layouts. Moreover, because all the
manipulations in the system are based on simple sketching and painting interactions, the sys-
tem is easy to use. These simple manipulations are useful not only for information retrieval,
but also for a wide variety of applications such as creation, presentation, and communication.
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Fig.1 Stroke and paint area.
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Fig.2 VelvetPath system overview.
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03 0DOoooooo
Fig.3 Normal stroke.
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Fig.4 Shadow stroke.
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Fig.5 Relation stroke.
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Fig.6 Mouse interactions.
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Fig.7 Shift animation.

gooooooooooooboooobooooooboon

oboooooooooboooobooooooooao
gooooooooobooooobooboooooo
gooooooooooooooooboobooooooo
oooooooooooooooobooooo 70
gooooooooooobooooooooooa
goooooocooboooOoOoobOboooooon
gooOoobooo 1oooobooooocobooooo
oooQ7(0)mooooooooooooooo
ooooooooooooooooboobooobooo
0000o0oooUooooo 7(0)moooooo
gooooooooooooooooooooooo

3. O O

oboboo3goooboooooooooog 20
gobooooooooooboobooooooobooon
02000000000000000 8(0)m

gobooooooooobooboobooobooooon
uboooooooboobooboobooboooobooooo
ooboooooboooboooooooooo 200
ooooooooo 3sobcboobooboooooooo
goooooboobobobOobOoooooDbboOooo
gobooooobbooboooobooboboooobboobooon

VelvetPathD 0000000000000 O0O0OOCOCOOOOOOOOO 2531

Screen

L _ Stroke
Screen

. R 4

Front ™. Side | Users view
Ground

Projected stroke

08 O00O00ooo
Fig.8 Calculation of sketch manipulation.
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Fig.9 Calculation to set data.
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Fig.10 Cross layout.
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Fig.11 Implementation of shadow stroke.
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Fig.12 Implementation of relation stroke.
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Fig. 13 Examples of layout design.
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Fig.14 Graph layout.
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Fig.15 Texture mapping.
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Fig. 16 Scene layout.
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Fig.17 Presentation with VelvetPath.
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Fig. 18 Communication with VelvetPath.
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Fig.19 Folder.
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Fig.20 Results of user experiments.
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Fig.21 Layout design in user experiments.
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