
QUICK TIPS
(--THIS SECTION DOES NOT PRINT--)

This PowerPoint template requires basic PowerPoint 
(version 2007 or newer) skills. Below is a list of 
commonly asked questions specific to this template. 
If you are using an older version of PowerPoint some 
template features may not work properly.

Using the template

Verifying the quality of your graphics
Go to the VIEW menu and click on ZOOM to set your 
preferred magnification. This template is at 100% the 
size of the final poster. All text and graphics will be 
printed at 100% their size. To see what your poster 
will look like when printed, set the zoom to 100% and 
evaluate the quality of all your graphics before you 
submit your poster for printing.

Using the placeholders
To add text to this template click inside a 
placeholder and type in or paste your text. To move 
a placeholder, click on it once (to select it), place 
your cursor on its frame and your cursor will change 
to this symbol:         Then, click once and drag it to 
its new location where you can resize it as needed. 
Additional placeholders can be found on the left side 
of this template.

Modifying the layout
This template has four different 
column layouts.   Right-click your 
mouse on the background and 
click on “Layout” to see the
 layout options.  The columns in 
the provided layouts are fixed and  cannot be moved 
but advanced users can modify any layout by going to 
VIEW and then SLIDE MASTER.

Importing text and graphics from external sources
TEXT: Paste or type your text into a pre-existing 
placeholder or drag in a new placeholder from the 
left side of the template. Move it anywhere as 
needed.
PHOTOS: Drag in a picture placeholder, size it first, 
click in it and insert a photo from the menu.
TABLES: You can copy and paste a table from an 
external document onto this poster template. To 
adjust  the way the text fits within the cells of a 
table that has been pasted, right-click on the table, 
click FORMAT SHAPE  then click on TEXT BOX and 
change the INTERNAL MARGIN values to 0.25

Modifying the color scheme
To change the color scheme of this template go to 
the “Design” menu and click on “Colors”. You can 
choose from the provide color combinations or you 
can create your own.

QUICK DESIGN GUIDE
(--THIS SECTION DOES NOT PRINT--)

This PowerPoint 2007 template produces a 30in x 
40in professional  poster. It will save you valuable 
time placing titles, subtitles, text, and graphics. 

Use it to create your presentation. Then send it to 
PosterPresentations.com for premium quality, same 
day affordable printing.

We provide a series of online tutorials that will 
guide you through the poster design process and 
answer your poster production questions. 

View our online tutorials at:
 http://bit.ly/Poster_creation_help 
(copy and paste the link into your web browser).

For assistance and to order your printed poster call 
PosterPresentations.com at 1.866.649.3004

Object Placeholders

Use the placeholders provided below to add new 
elements to your poster: Drag a placeholder onto the 
poster area, size it, and click it to edit.

Section Header placeholder
Move this preformatted section header placeholder 
to the poster area to add another section header. 
Use section headers to separate topics or concepts 
within your presentation. 

Text placeholder
Move this preformatted text placeholder to the 
poster to add a new body of text.

Picture placeholder
Move this graphic placeholder onto your poster, size 
it first, and then click it to add a picture to the 
poster.
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VR Jedi Knight

Inspired by the release of the latest Star Wars movie, and the possibilities 
of Google Cardboard, we decided to design a game that incorporates our 
fascination with space battle and further pushes the possibilities of the 
Cardboard framework.  The VR possibilities of Google Cardboard are 
limited by the existence of only 2 ways the player can interact with the 
device: by moving their head (and body) or by pressing the single button.  

Motivation

Main Design Overview

How It Works

Networking

•One device chooses to become the server -- the Google Cardboard 
viewer by default. Then, the device dynamically displays its IP/Port or 
GUID identifier.

•The second device becomes the client -- the lightsaber by default, 
and upon the user entering a valid server identifier, creates a 
connection.

•From there, both phones are ‘paired’ and share a reliable connection.

•The client continually sends its updated gyroscope input to the server 
via Remote Procedure Calls.

•The server then renders this information and updates the game state.

Movement

•We initially tried to use accelerometer data, but found that it 
measured acceleration based on gravity. This made it terribly difficult 
to reliably trace a device’s movement.

•As such, we instead resorted to using the device’s gyroscopic attitude.

•This data was much cleaner to work with in terms of tracing 
movement, but came in a Quaternion system rather than the more 
intuitive Vector3 coordinate system.

•Because Quaternion systems rely only on rotations, this implicitly 
reduced a lot of visual lag and the jittery nature of accelerometer data, 
but was very tricky to manipulate to give accurate 3D-space 
renderings. 

•Ultimately we had the client simply send its exact attitude data, and 
perform the computation and game state rendering on the server.

Difficulties

•The Quaternion coordinate system was incredibly 
difficult to work with, as it did not correspond well at 
all to a 3D spatial rendering. Manipulating rotations 
and movements were tough and subpar.

•Connecting the lightsaber physics with the 3D 
avatar’s movement was hard. The movements do not 
appear natural in accordance with human musculo-
skeletal structure (i.e. the player’s arm does not 
appear to be dragged by the saber and the arm is 
often contorted in unnatural shapes).

•Networking in unity was not the easiest endeavor. It 
is built for multi-client games, and not ideally suited 
for client-server games, where the client is talking to 
the server rather than other clients.

•Version control, specifically git large file store, 
proved to be a pain.
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We built an virtual reality game on the Unity 
Game Engine for Google Cardboard.  This 
game, "VR Jedi Knight", allows players to 
experience the thrill of lightsaber battle without 
the logistical constraints of wielding weaponry 
in a recreational setting. 

VRJK allows for 1 player gameplay, equipped 
with 2 Android phone devices.  The player will 
wear one Android phone using the Google 
Cardboard device as specified and will hold 
the second device in her dominant hand as a 
WiFi game controller.  During gameplay, the 
player will be placed in a virtual reality fighting 
ring in which they will wield a light saber from 
first-person perspective.  

The player will be able to manipulate their 
lightsaber by rotating and slashing the phone 
held in their hand.  They may kill enemy droids 
by slashing their saber, racking up points with 
each kill.  The objective of this game is to 
capture as many droid as possible before the 
player's healthbar runs out.
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By networking a 
second mobile phone 
for input, we open up a 
wider range of 
possibilities for the 
Google Cardboard 
framework and enable 
the possibilities of our 
game.
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