29

AL ! CHREBRTHZRIRET —LDREE

Wl 2R PR A

NSRS

=l ER AR

BIE . AT, BMOFEEOSZVFRENRE LIBE S — L4 I XAV 2RET . RV XT
AIBETEEZEHST2ER e VY LSRG U TEPRET 2 X T Ly VAF -7 T r— 1
YIZE o THRENTWS., KX T, BHFES AT 2 DEWERREKNLS X7 LK, 7©—40F

FA NZONWTIHRR B,

1. FL®IC

RN B, BRE RS 2 -0 0 EERAIEEE
TH5. —RC, PHEEFOIFEHFHORZ VL Ih
TW3., PO EHABELVE KAICR->THIRS
BRWIGEERDHD. ZDD, THOEDNS, BEOIF &5
WEHRTEZ ZeREE LW, T2, FHEIOFHIC
EoT, HXAOBHDKENT Y RAIIIEHICEHTH S 7
B, WAARBMENT VALBETZZ R RDLN
3. FHPEFEOEMZHE-> TWAIEE. HOBENITDA
T, ZOBMEENZ Eo0I 252203 #H LW en
THINE., 22T, KFETE, BFEEHRTTRELD S
F=NZVIVL—=3Iv 7T 77u—FERHATS. KA
3, TRETHREVWRREEMNCIH 2 —ANEL LOEE L
RIS, BRELBOIRO7Fad —1CESWTRENRE
BRI LT 27 v VT AT 4 eatpic 1] BIREL .
L2 L, eat2pic TR FHOBEEZMNR L L7z A7 L3ET
EAToThRW., Z ZTARMETE, THROBFEMRE L
TeREIRS AT L AT AR LE. AT 20
RESRZE 1 1R T. X7, BETHE2E#TE
e ry e Z20#MERIICC T =LA ZITHIRT
Ly MEROT7Z V) —va ry THEIATHSE. X9
I2HHT 22T, THIIFERHERLT, NFTUR
FLBREZ VO BN BREEHET S Z L HIET.

2. FEEHRE

CARBRMIZED IS BERBEBRDPEINTVEZD0, &
U —lZENL 5WVWERDOhE W B TS5 —%H 1
XHEBZHNE LTHF =220 AT ABERIRRIN

T RGBT KFBEK%, Nara Institute of Science and
Technology

2 MR, Kyushu University

©2021 Information Processing Society of Japan

Game View

Sensor-equipped
Chopstick:

m1:¢—4@&ﬁ@%

TW3 2, 3], [4]. ZheDTRTAZFZ—FORRKY T
Jy—mEzHNELTED, oL TEFORME
BREGDZEoDITIEIES Z L ITEH LW,

T, THOBEEXIET 2 X742 LT Kadomura
S5k, 74— B A— I X TTVDT —
LEHWT, FHROBEELZWET L2V R T L2HFEL
7[5, SOYRTLARZERDT =7 TR REL
T2k oTT FYVNDIREI Ry MZRFEZSE
52 TELEVWSEHAICKR S TWS., ZOMEHNTIE
REDERMBICHNTD 2 Z LARINTVWED, —HT
D E W FEUTIZ AR OME IR 2 ATREME D IR 5T
W3,

Z ZTARMETIE, MNEESRPHENIC RPG D L5 R
F=L% T4 L T0 BT nt5ic PvE (Player versus
Enemy) WO F — 2% 794 > L.

3. A—RT—RAFUF

AETE, 2—RF—RATFVAEHATI L L BHIC,
X TINBFIIED LS IR O2DDERT

T LIEF EBRADZ L, BROBREYITWO KL T
Wie, B THC D02 D TREBRLIBFERED ATV
AXK BRIV LEBELTERNIETW:. L,

197



29

Sensor-embedded
Chopsticks

Local network Digital canvas

;
(C—

) -~y
aaaaa O

Web Server
deal damage

X 2: ¥ 25 AR

SELITEDE DR R» o7, ZZTRBEIXS S
IEZBEOBIMERALE. A I7TEBFEET 522 TH
ERBETEXLPVETr—L0TH3. T2, BMIITHE
TAEPRRDT DTS-V TTEDINTTEIE
B E BRIV RN, X2 7 2R HH LEBDTH
Bik, 2 LiEr—2o% 2707 T 570 RE L THER
OB EBNDS XD o 7k

4. S RTLEEE

XTI IDYRAT LERER 2 1RT. YRAT LI, B
Bler¥, = Uz TNA R, Ty ol ER
TW3. Fole Y HiciE IMU £ >3 (MetaMotionR+4*!:
sensors — 100 Hz 3®INHEE L > ¥/ vy f v Ra—7;
dimensions — L29x W18 xH6 mm; weight — 5.7 g) &,
ECTHALEMOBEGEZRE T 200/ NIA X5 (N
IR ER B X *2: resolution — 640x480 px; frame
rate — 4-5 fps) ZHEH L TV 3. EFHL U H DR
3BDCAD &> TTF¥ 4L, 3D TV XTHILA.
IMU > HES X5 7% (RBRIIEHG) 1%, £02
4 Bluetooth Low Energy (BLE) & &igE N L TH — b
Tz A TN, RZKEEFEENRD. FLT, F—Frvz A TN
4 2%, IMU & > ¥ D — 27 B & EIREERIC L D 22—
D2 NORNRThZRB#M L, #REXTLy b Eosr—
L7 TVICHEET 5.

AT TE TV A — AV Ea—XDMTRAICHE
ZTWVES PVE X —4TH3. =20 Ul ZE 3125
T, TLAY—3E O VY THROEMERNS Z L
THEREST S, TLAVY—DOREPKT T LMD X—
VIR DIHEELTL 5. Bk r — ot —
N=r 3. TNEFNOHIIZTEAND D, BXRI-EBM
) W&o THRAONE X AU DRI E. Fiz, H#fiiL
THEUCITEZ 2 (ACEXYZEND) LHICGR X
A=Y DPBET L. ZHUIBARBEYENRT VRELE
N3t (ZABRN) ZRETLDTHS. £, REHZ
FHOBENREMIC L 2MOTFRPLEZA I XA -V R R
ZEHETE 5. ZhLoTHIZR, BT HO5E
BEHKDOXRA -V RESHEL, BREZAENSIELEZ 5
PUIEED Z e TE S,

*1 MbientLabs: https://mbientlab.com/metamotionr/
*2 KKmoon: https://www.kkmoon.com/
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