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Create a-fun in eractlve attraction that would: .
‘ébowcase Ontarlo t&hn@gy and mnovatlop capaC|ty f

. I-hghlléht Q&ntarﬁ) to the world as a tourist destination
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‘Bwld on prior sqﬁcess W|th Spatial View (SV) .

Complement SV egmo y with Sheridan strengths in arts
: and‘anlmatlorb multi media, mult|d|SC|pI|nary experience

e Ad& mnova't‘Lon by exploring use of BB as controller,
~ multi-media receptacle
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. Us%game technology and approach to make it fun\\

and interactive t
y
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. Feature 20 top (f;:ntarlo,.tourlst destlnatlons in‘a’game
‘Nhere the att'ractl&ﬁs are buried in ice and have to

be bwft bwplayers working together using BB’s

.

. Have the atﬁ'actlons appear in 3D without the use of

. gla?gses
%

e Upon completion of an attractlor{ ﬁmultl merq ,

clip sent to the BB
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Blackberry 8300 Dedicaled Web Server (Game Rendering System Spatial View 46" Display

16 devices 1 device 3 devices 3 devices

GGame Interface Device Handles infarmation and Renders autostersoscopic Displays visual and audio
events fram both cliants using Spatial View SDK output
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" Sheridan’s 3D game features two “made-in-Ontario” technologies; Spatial

View’s autgstereoscopic display and Research In Motion’s Blackberry.
“, T{? game features 20 ‘iconic’ attractions from Ontario. & 5
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.« Each “Icicon” is divided into 5 pieces. Up to 5 players put the “Icicon” back

‘ together b?{using the trackball'on the Blackberry. 3
g, & | '
2 o

oy
.
b b e -
: .{- N \

% A ! - ]i 'E‘,

" i o i . i
..... oY - ||||n|i.,R‘- N\

r ii\ 11 i i 4 i {‘

43) Shirre Za’ﬁﬁrgr i

Sheridan



-
-

“h) S/ng Vs fr"/:ffé'f'

Shendan



O = R

nce all 5 “Icicons” have been assembled, users are treatgd to a spectacular

~ finish. There ‘“e 4 different maps with 5 “Icicons” on each. .
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For pre-rendered media, 5 cameras from slightly offset and/or rotated positions
render separate images. Spatial View's SDK interlaces the 5 images into a
smgle,stereoscoplc image. ' )
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A TV with Spatial View’s screen filter displays the image in auto stereoscopic.
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For Real Time display, models are created in a 3D application and exported
Into a render/game engine. This engine uses Spatial View's SDK'to generate 5
cameras which.allow the screen filter to éisplay the model’in realtime 3D.
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» Ontario can use the game to showcase innovation.
» Ontario can use the game as proof that industry-college
collaborations are viable.
(% + Sheridan — with Spatial View and RIM — can work
} together to train students.

\ * A new games platform can be commercialized.
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