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Goals

I Middleware for high
performance interactive
applications

Focus on

I Modularity: hierarchical
components

I Clusters, grids
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Application Skeleton

Outlines

1. External Libraries
Integration: Physics
Simulation

2. Hierarchical
Component:
Rendering

3. Advanced
Hierarchical
Component: Video
Acquisition
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External Libraries Integration: Physics Simulation

Coupling with

I multi-threaded,
CUDA (GPGPU),
etc ...
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Hierarchical Component: Rendering

I High level
representation

I Architecture
independant
implementation

I Hosts list as a
parameter

I A 4-tiles display walls
implementation with
swaplock and datalock.
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Complex Hierarchical Component: Video

Acquisition

I High level
component

I Specify
cameras list

I Compilation

I Acquisition
component
implementa-
tion
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FlowVR Summary

Components Available

I VTK (visualization toolkit)
I FlowVR-Render (distributed

rendering)
I VRPN library (VR devices)
I Sofa (physics simulation)
I Mplayer, 3ds Viewer
I External contributions

welcomed!

I Linux, Mac OSX
I March 08: 1.5 released
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