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Task supporting system in the real world

by a projector-camera system for billiards

Yusuke Ogatal, Daisaku Arita’, Rin-ichiro Taniguchif
Department of Intelligent Systems
Kyushu University'
6—1 Kasuga-koen, Kasuga, Fukuoka, 816-8580 Japan
E-mail: {ogata,arita,rin}@limu.is.kyushu-u.ac.jp

Abstract We propose a task supporting system which shows beginners information to plan and to
execute their task processes. As an example task, we employ ball-pocketing tasks of billiards. The
support system recognizes the current task states, i.e., ball and cue stick positions, from camera
images using computer vision techniques and shows support information directly on a billiard table
by a projector. The system is implemented to projecting target lines of four kinds of shots, cue
stick orientation and position, and shot strength information. We have confirmed effectiveness of
the system by making preliminary experiments.

Key words Image Understanding, Augmented Reality, Action to physical world, Task Support-
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