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A Performer Support System
for Interactive Visual Performances

JUN IKEDA, ™ YOSHINARI TAKEGAWA, 2
TsuroMu TERADAT! and MASAHIKO TSUKAMOTO'!

Recently, the interactive performances that integrate performer’ action and
projected images have attracted a great deal of attention. However, it is diffi-
cult for the performer to watch the images on a screen because he/she has to
see audiences basically. Therefore, he/she cannot perform interactive perfor-
mances in response to dynamically changing situations. The goal of our study is
to construct a performer support system using a wearable display device, which
enables performers to play interactive performances smoothly. From the eval-
uation result of our prototype system, we confirmed that the wearable display
such as HMD (Head Mounted Display) is effective for supporting interactive
performances.
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Table 1 The characteristic of each device for displaying information
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