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[Abstract]

As single-person households increase, demands for self interior design has been also increasing. The furniture arrangement takes big part
of interior design. But sometimes people need professional helps for the proper and effective arrangement of furniture which makes
self-interior design harder. Often, people share information and advices about interior design through Social Network Service. Experts
could help directly but this approach would have several issues: First, the detailed and accurate advice would be difficult because experts
have to examine the space through 2D pictures or video. Second, they have to make an appointment which would cause inconvenience to
both customer and expert. In this paper, the furniture arrangement application for real-time sharing of interior design based on virtual reality
is proposed to make up for the weak points. People can precisely share information and advice about self-interior design through this
application in realtime, reducing waste of time and energy.
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E 1. UESIT M2 XM siZS fIEt mAlEE
Table. 1. Pseudo code to address network delays
Algorithm: callback algorithm to reconcile

network delays between users.

(o | Z 0]
ot 3201 g

Al = EELECY Input: user interaction and

. ' delayed movement for Slave Client

beforePosition : the before position received by
the slave client from network

currentPosition : the current position received by

the slave client from the network

O3 11, 2 ME 51 currentTime : the current time

Fig. 11. Room Selection Screen syncDelay : the time between
currentPosition and beforePosition

Output: interpolated movement considering

network delay

procedure Update 60 times for a second

{

if executed in the Master Client
move furniture in a general way

else
{
a3 12, gt QIR shod Executed in the Slave Client
Fig. 12. Entering of the Room Screen linearly interpolate movements
Update currentTime
t < (1-currentTime / syncDelay)
Funiture.position
= (1-t)*beforePosition + t*currentPosition
}
}
a8 13. 71 22 HE
13 ke 5SS 5 UERa 713
Fig. 13. Button for Furniture List
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