All in all I think you are on a very good way!

Here some comments (not ordered by importance):

· The download and build went smoothly. To retrieve FLTK 1.1.5 I had to use the cvs-access, because I could only find zipped-packages for 1.1.6.

JJ: You can use FLTK 1.1.6. IGSTK is currently tested on the dashboard with the 1.1.6 cvs.


Doxygen produces warnings: is it a reasonable goal to have as few doxygen warnings as possible (to guarantee complete documentation)? 

· igstk::SpatialObject has a reference to a 3D itk::SpatialObject<3>. How to handle, e.g., X-ray images? Possibly as an image with the third dimension set to 1?

JJ: Yes, an IGSTK scene is only 3D so any 2D objects should be described as 3D “flat” objects.
· igstk::SpatialObject::GetMatrix and ::GetOffset return the result by value. Returning a const-reference (as done by the itk-transform) is faster.

JJ: Thanks for the report. This is now fixed in the cvs.

· Is it possible to ensure somehow during testing time that the m_SpatialObject member of igstk::SpatialObject is never NULL when GetMatrix or GetOffset is called?

JJ: Good point. This is now fixed in the cvs.
· The dark gray area as the “tracking area” and the red cylinder as the direction of the “up-movement” should be mentioned on the Wiki-pages. Maybe it would be even better to add some text to the application window itself: It was not immediately obvious for me that the mouse tracking happens when the mouse is over the dark gray area on the lower right (in full screen-mode, the words “Mouse Tracking” appear in the dark gray area).

JJ: This was a bug. Now “Mouse Tracking” appears also in normal mode. I have updated the Wiki pages.


· With “Tracking” switched on, I clicked into the View3D, kept the mouse button down (which results in spinning of the objects due to the vtkInteractorStyle) and then, unknowingly, moved the mouse over the dark gray area while still pressing the button: Suddenly the sphere started to fly off the red stick, which was very impressive, but a little confusing. Maybe you can create a nice example for the usefulness of the state-machine concept out of this: forbid “mouse tracking” in the state “camera-is-being-moved”.


· Is it safe enough within igstk to pass all mouse and key events directly to the vtkRenderWindowInteractor? E.g., if you switch to actor mode (by pressing “a”) and rotate the red cylinder, moving the mouse up in the “mouse tracking” area will no longer result in a movement parallel to the cylinder.

JJ: This is again a very good point. I have disabled keyboard interaction for the moment. If we need some sort of interaction we will add them in the future and make sure they do not interact with the IGSTK scene representation/view.
· Having a public method igstk::View::RequestAddActor (vtkProp3D *actor) suggests that it is allowed to directly add vtkProp3Ds to the igstk::View from the application (bypassing igstk::Scene::AddToView). Is this the case and it is safe enough within igstk? An alternative seems to be a method igstk::View::RequestAddScene(igstk::Scene*).

JJ: This is correct. I have modified the concept here, now the View has a function SetScene() and objects are added to the scene and the view is updated via events. This seems to work so far. Thanks again for the input. 
· I did not find the line where igstk::ObjectRepresentation::m_GeometryObserver is added via AddObserver to the itk::SpatialObject.

JJ: This was a bug and it is now fixed in the cvs. Thanks for the report.

· When/how are the properties of the igstk::ObjectRepresentation (e.g., m_Color) transferred to the vtkActors?

JJ: This was a bug and it is now fixed in the cvs repository.
· Is it planned to somehow use the property member of itk::SpatialObject (type itk::SpatialObjectProperty)? Why not storing, e.g., the color there

JJ: This would require another layer of interaction/events and we want to avoid having a lot of these in IGSTK. This is why everything is in the igstkSpatialObjectRepresentation class.

· Will igstk::ObjectRepresentation::CreateActors() create actors for the 2D and the 3D case?

JJ: Objects in IGSTK are supposed to be 3D only.

