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Realization of non-medium floating image interactive system
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[ Abstract] Compared with traditional virtual reality technology, mediumless floating projection is a brand new visual experience.
Users can view " real existence" images in the air without any media with naked eyes. The technology of dielectric free float
projection is based on the secondary reflection of light in the matrix structure of micro mirror, which projects the object into the air
and forms the dielectric free float projection. Floated to meet no medium projection human—computer interaction, this paper chooses
a touch sensor array infrared, compared with the traditional virtual reality interactive devices, infrared touch sensor array to ambient
light has strong resistance to light, the gestures positioning has a higher precision and accuracy, can realize precise fast positioning,
error can be as low as millimeter level. In this paper, the floating image and interactive events are designed by Unity 3D. The
infrared array touch sensor can realize the precise positioning of the floating projection and complete the interactive operation of basic
gestures such as click, drag, zoom and rotation.
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Fig. 1 Principle diagram of optical materials
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Fig. 2 System overall block diagram
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Fig. 3 Infrared array touch sensor system block diagram
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Fig. 5 Non-medium floating image system diagram
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Fig. 7 Unit area click test result graph
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Fig. 10 Gesture interaction result chart of floating image
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