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Abstract: In some applications, a user can manipulate GUI elements simultaneously and rapidly using a physical con-
troller. However, GUI manipulations which one can define mapping with the physical controller are limited. In our
research, we introduce a technique where one can define the mapping flexibly between the physical controller and GUI
manipulation. In the technique, one can define the mapping by drawing a stroke on a GUI element using a pointer.
Because one can draw in various ways, one can perform mapping to various GUI elements in various ways. In this
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Draw-to-Map: Mapping Techniques between Physical Controller and GUI

paper, we show our interaction techniques, implementation, and application examples.
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Fig. 1 A user defines the mapping between the GUI and the physical

controller using Draw-to-Map.
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Fig.2 An interaction flow using Draw-to-Map.
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Fig. 3 A mapping technique using free-form curve.

coooboboooooooooooooooooooa
oo0OGeuIODO0OoooobOO0o0o0ooooOoo0o0o0oooo
oo000ooooO0O0o000ob0 3c00oooooo
coobooooooooooooooooooooa
cooboooobooooboooooooa
oooood Ooooooocoooooooboooo
oooOGcuioDoOoOoO0o0o0oOoooooOooOOo0oooooo
coooboboooooocooobooooooOooooa
odoooooooooooooooo 40000

star
T ® EIE= Injical S
Ay i N nllEa] Lot
_CAEE
= & sl
Ch =R B I
g S EH]
— = = =lcy

Hold Mouse Drag
+ Mouse Press

04 0000000 O000000D0000b CTRLOOOOO0O
goooo0oo0O0O0000000c¢ 000000000000
00o0oo0o0oo0o0o0ocO0oO0oOOoOo0oOoO0booOoOO0o0O0n0n
oooo

Fig. 4 A mapping technique using rectangle.
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Fig.5 A mapping technique using circle.
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Fig. 6 A mapping technique in a lump.
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Fig.7 A function to edit mapping.
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Fig. 8 Implementaiton overview.
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Fig. 9 Processing of mapping in a lump.
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Fig. 10 A principle to recognize slider’s start and end point.
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Fig. 11 An example of mapping to tone curve GUIs using Draw-to-Map.
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Fig. 12 An example of mapping to color selection GUIs using Draw-to-

Map.
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