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This year, the IEEE VR 2018 will hold the 9th annual 3DUI Contest. It is open to 
anyone interested in 3D User Interfaces (3DUIs) and Virtual Reality, from 
researchers to students, enthusiasts, and professionals. The purpose of the contest 
is to stimulate innovative and creative solutions to challenging 3DUI problems. The 
theme of this year is “E-League”. Selected contestants will be required to provide a 
live demonstration of their solutions onsite AND to compete in a real-time 
tournament, which is new to this year’s edition of the 3DUI contest. For the 
tournament track, we will provide two identical hardware setups onsite, which 
contestants must use for participating in the tournament. Each hardware setup will 
encompass a computer and a consumer head-mounted display with two 6DOF hand-
held controllers (e.g., HTC Vive or Oculus Rift). For the demonstration track, 
contestants must bring their own hardware, but can choose to use other and 
additional types of hardware. For both contest tracks—the demonstration track and 
the tournament track—a grand winner will be selected from each. 
	

Eligibility 
The 3DUI Contest is open to anyone interested in 3DUIs—researchers, students, 
hobbyists, and professionals, or anyone else. Contestants are required to use the 
Unity game engine (version 5.6.3) to develop their solutions, given the base contest 
scene (see Materials). Hardware requirements are specified below. 
	

Problem Description and Task 
Develop a 3DUI, which solves all of the tasks listed below. The tasks must be 
developed using the provided Unity contest scene. 

1. Ladder Climbing: The goal is to climb up and down a ladder in the virtual 
environment. The ladder climbing task should require three points of contact at 
all the time (e.g., the user must have the left foot, right foot, and left hand on 
the ladder rungs while the right hand moves). If the user does not maintain 
three points of contact, the user will fall. 

2. First-Person View Flying: This task will have players flying through a pre-
defined route with different types rings. The maximum speed of flying and the 
sensitive of the turning (rotation) will be the same for everyone and cannot be 
modified. The 3DUI implemented for this task needs to include controlling 
flying speed, altitude, making turns, flipping, etc. The key aspect is to fly as 
precise and fast as possible through the rings without touching them.  

3. Tower Stacking: The task involves stacking objects of various shapes, sizes, 
and materials to create a tower with a specific height. The stacked tower must 
remain standing for 10 seconds on the provided base in the contest scene. 
The number of objects should be limited to the number originally provided in 



the contest scene. The materials of each object or any physics-related 
parameters cannot be modified. The 3DUI for this task requires precise 
manipulations like selecting, translating, rotating, and dropping.   

 

Rules 
The submitted solutions have to fulfill the following rules to be considered for 
acceptance and presentation during IEEE VR 2018:  

• Submissions have to present a 3DUI solution for the above tasks 
o The submitted material should show the 3DUI and how this 3DUI solves 

the 3 tasks specified above.  
• The developed 3DUI should 

o … require spatial interaction, 
o ... be innovative, 
o ... provide high usability, and 
o ... be aesthetically pleasing. 

• The provided scene has to be used and must not be modified to keep the 
tournament track fair. 

o An exception is that contestants are allowed to enrich the scene as they 
like as long as the tasks are not affected by these modifications. 

• For the demonstration track, contestants are free to modify the provided 
contest scene in any manner, as long as the three tasks remain. 

 

Teams 
Teams of up to ten people may submit solutions. 
	

Paper 
Teams must submit a short paper of two pages, with a description of the solution, 
details about software developed, a brief description of the closest related work and 
how your system is novel, and a description of how you iterated upon the design. If 
your submission is accepted, this paper will be included in the IEEE VR Conference 
proceedings as two-page extended abstract describing the contest solution, and 
therefore must be formatted using the IEEE Computer Society format as specified for 
VR conference papers [http://junctionpublishing.org/vgtc/Tasks/camera.html]. 
 
Video 
Teams will also submit a video that presents the solution to the public, including an 
explanation of the equipment, software, and interaction techniques used to solve the 
problem. Additionally, the video should include representative footage of example 
users as they perform the task. If your submission is accepted, the video will be 
made publicly available. Videos should have a length of 60-90 seconds and should 
include the title along with the names and affiliations of the contestants. The 
submitted file should be a high quality compressed video with a size of no more than 
50 MB. We will accept videos in MPEG (.mpg), Quicktime (.mov), and MP4 (.mp4). 
	

Demonstration Track 
If your submission is accepted, you will participate in a live demo session at the 
conference, where you will showcase your work to the IEEE VR community and have 
a chance to win awards. Since this year's contest will be judged live at IEEE VR, we 
will invite various judges from the community to judge your solution. The judging 



criteria are novelty, usability, and aesthetics. We will further offer on-site judging 
for all conference attendees. Contestants are asked to bring their own equipment for 
demoing their individual solutions during the 3DUI session as part of IEEE VR. 
	

The final score will be the combination of the expert judges’ score (60%) plus the 
audience scores (40%). A winning team with the highest score will be awarded. 
	

Tournament Track 
New to 3DUI Contest 2018 is that we ask participating teams to submit the code for 
their solution before the conference (refer to the Important Dates section). This is for 
two reasons. Firstly, we will test the code whether it has been modified from the given 
Unity contest scene and manipulates the underlying code, such that a contestant has 
an advantage in the tournament. Secondly, the code will be deployed and tested on 
the two identical systems, which will be provided for the tournament onsite. This will 
speed up setup times for the tournament. Still, the contestants are asked to bring 
their own equipment for the demonstration track (see above). 
	

Onsite, the tournament will be conducted in a single-elimination style, in which the 
losing team is knocked out of the tournament and the winning team moves forward. 
Teams will be randomly selected for matching in the first round. A round ends once a 
team finishes the third task of stacking the tower to the required height and the tower 
remains standing for 10 seconds. The finals will decide the grand winner of the 
tournament. 
	

Contest Registration - due December 1, 2017 
Teams should register for the contest by December 1, 2017 via email to 
3duicontest2018@ieeevr.org with the following information (different to last 
years): team name, team members with name and affiliation, one contact email, 
and the used hardware setup (the used consumer HMD system). 
	

Important Dates 
Contest registration - December 1, 2017 
Submission of two-page abstract and video - January 5, 2018 
Notification of which entries are accepted - January 15, 2018 
Camera ready version - January 31, 2018 
Code submission - March 9, 2018 
Contest presentation (Demo + Tournament) - during VR 2018, 18-22 March, 2018 
 
Materials 
Will be provided soon. 
 


