ReaderTT.config = {"pagecount":18,"title":"Stöd för haptisk hårdvara i en spelmotor","author":"Henrik Aamisepp","subject":"","keywords":"","creator":"Impress","producer":"LibreOffice 7.2","creationdate":"D:20220624033044Z'","moddate":"","trapped":"","fileName":"document.pdf","bounds":[[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825],[1100,825]],"bookmarks":[{"title":"Stöd för haptisk hårdvara i en spelmotor","page":1,"zoom":"XYZ 0 825 0"},{"title":"Problem","page":2,"zoom":"XYZ 0 825 0"},{"title":"Tillvägagångssätt","page":3,"zoom":"XYZ 0 825 0"},{"title":"Vad är en spelmotor?","page":4,"zoom":"XYZ 0 825 0"},{"title":"Crystal Space","page":5,"zoom":"XYZ 0 825 0"},{"title":"Vad är haptik?","page":6,"zoom":"XYZ 0 825 0"},{"title":"PHANTOM","page":7,"zoom":"XYZ 0 825 0"},{"title":"Exempel på kraftberäkning","page":8,"zoom":"XYZ 0 825 0"},{"title":"Haptiska programmeringsgränssnitt","page":9,"zoom":"XYZ 0 825 0"},{"title":"GHOST","page":10,"zoom":"XYZ 0 825 0"},{"title":"e-Touch","page":11,"zoom":"XYZ 0 825 0"},{"title":"Lösningsidé","page":12,"zoom":"XYZ 0 825 0"},{"title":"Problem under utvecklingen","page":13,"zoom":"XYZ 0 825 0"},{"title":"Demo 1","page":14,"zoom":"XYZ 0 825 0"},{"title":"Demo 2 - Labyrintspel","page":15,"zoom":"XYZ 0 825 0"},{"title":"Resultat","page":16,"zoom":"XYZ 0 825 0"},{"title":"Slide 17","page":17,"zoom":"XYZ 0 825 0"},{"title":"Slutsatser","page":18,"zoom":"XYZ 0 825 0"}],"thumbnailType":"jpg","pageType":"html","pageLabels":[]};
