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Background

Objective: Create an archery simulation to visualize different geometries

Path of fired arrow will follow geodesics (straight lines)

Different geometries will have different geodesics

VR headset capabilities give a more immersive experience to gain a
sense of what it would be like inside certain geometries

Multiplayer functionality where geometrical features are passed over
the network
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Background

Other Works

We were inspired by other VR projects such as Hypernom that use
techniques like ray tracing to visualize objects in different geometries
The user can explore geometries using VR by moving their head
around in every possible orientation

Figure:
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2D Geometries:E2, H2, S2

Figure: Straight lines are circles
orthogonal to the boundary

Figure: Straight lines are arcs of
great circles
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3D Geometries:E3, S3, H3

Figure:H3 Figure:S3
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More 3D Geometries:H2 � R, S2 � R

Figure:H2 � R Figure:S2 � R
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Weird Geometries: Nil, Solv, and Universal Cover ofSL2R

Figure: Solv Figure: Nil
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