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Evaluation on Performer Support Methods
for Interactive Visual Performances

JUN IKEDA, ™! YOSHINARI TAKEGAWA, 2
TsuroMu TERADATLT and MasaHiko TsukamoTof!

Recently, the performances combined performer’s action and projected im-
ages have attracted a great deal of attention. However, since the performer
has to see audiences basically, it is difficult for him/her to watch the images
on a screen. It means that he/she cannot perform interactive performances in
response to dynamically changing situations. Therefore, we evaluate multiple
information presenting methods using wearable/nonwearable devices. We have
developed a prototype system for information presenting and evaluated its ef-
fectiveness. We confirmed that the difference of devices and presenting images
had various influences on the quality of performances. In addition, we evaluated
the physical effects of wearable devices in performances.
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Fig.1 A performance with projected images.

goooboboooooobooooobooobooboobooooooooocoooooDbonoo
goooooooooooooooboooooooooooooooocoobooooooDoboo
gooooooooooooooooobooooboOoboooooooboooOoooooDoonoo
gooooooboooooooooboooooobooooooooocoobooooDooooo
gobooooooooooooobboooooooboobooo
goooooooooooooobooooobooooboOooooobooooooooooboo
gooooooooooooobooooooobooooooobooooboobooooDbobo
gooooooooobooooooooboobooboo0oobo0ooooooooooDobDbo
000 HMD: Head Mounted DisplayD0 0 0 0000000000000 0000O000O0O
ooooooooooooooooooooooOobobobobooboooo
ooooooooooooboooobob2000000000DDOOOD300000O0O
ooooooooobobooboob40000000000O0ODODOOOODOSOOOOO0O0O0OO
ocoebOoOOOO0OOOOOOOOO0OOOOOTOOOOODOOOOOOOOO

2. 0000

gooooboobooooooooobooooooooboooOooobooOoooOooooooo
000¥00000000000000000000000 1) 000HMDOOOOOO
O00000o0oo0oo0oo0ooooo0o0o0 HEMDOOO PCOODOOOOODO
LANODOOOODOOOoOOoOooooooooHMDOOOOOOOOODOOOOOOoOoOOo
goooboooooooooobooocoooobooOoboooobooboooOooOoOooOooOboooDoobo
gooooooooooooooooboobooooboooooooooboobooooooboo
gooooooooooooobobobOboOoOo0oooooooooonooooooooooaoa

000ooooooog Vol 51 No. 11 2112-2122 (Nov. 2010)

0090000 HMDOOOOOOOOOO0Y 0OOO0O0OO0000000 30000000
O0000000000000000000000000000000000000 16) O
0000000000000 0000000000000000000000000000
0000000000000 00000000000000000000000000000
0000000000000 00D0000000000000000000000000
000O00®O0000000000000000000000000000000000
0000000000000 00000000 19 000000000000000000
00000000000000000000000000000000000000000
0DO0000D000DO00oOn

3. 0OoOooao

lgboooooooooooobooooooooooooOoooooooboooOooooon
gboooobooboooooobooooboOoooboOooooOoOoOoboboooboOobobooDo
goooooooooooooobooboobooOoboOoooooooooooboooooooDoon.
gooooboooooooooboooooobooooobooOobooOoooooboooooDboo
gooooooboooooboooooooooooboooooobobobooDbOobobOoDbo
goooooooooooooobooooooboboooobbooooooDoob0oooDono
cooooboooobooboboooooobobObOOoOobODOoOoOoOoobobobobooboobooObooOoOooO
cooooooobooOoOooooOoOobOOOOOoODOOoObObOObOOObObObObOODOOO
ocoobooooooobooboooboOoOoOoOooooooboOobobooOoOoObDOOOoboboobooODO
goboooobooooooooooooboooooooooooboooobooaoon

3.1 ODOO0O0O0O0oOoOoooOoooooooon

goooboobooooooooooooooboooboOoboOooboooboOoOooboOboOoOooon
gooooboooooooooooooooobooooOoboo0oooooooboobOooooooboo
gboboobooooooooboooobooobodoooooooobo0ooboooOobooobo
goboooboooooboooOoooboobOOoUobOoObL 20000000000ODO
goooooboooooooobooooooooOooooobobooooboOoboOoooobooboo
gooooboooooooooooooooooobooOoboOoooooObooooooDbDbonoo
000000000000002 0000000000000000000000000
0 00000000000000000000000000000000000000
gooobooooooooooooooooboOoOooobooOoboooooobooboOoooDbooo

(© 2010 Information Processing Society of Japan



2114 0OO0O0OO0O0OO0O0OOOOOOCOOOOOCOOOOO0OOCOOOOOOCOOO

Screen

=
Performer—
02 000o0oOoooooo 05 O0000O0O00ODDODODODO 06 OD0O0O00O0OO0O0OO0OODOODODO
Fig.2 A layout of stage. Fig.5 A performance in parallel with a screen. Fig.6 A performance in contact with a screen.
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Fig.11 A performance based on a image changing.
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Table 1 The characteristics of each device for displaying information.
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Fig.12 A system structure.
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Fig.13 A snapshot of a performer.
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Fig.14 An operation device.
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Fig.15 The reading character game.
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Fig.16 The ball catch game.
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Fig.17 The rhythm game.
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Fig.18 The moving picture performance.

019 00000OD00ODOOD
Fig.19 The bowling performance.
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Fig.20 The soap bubble performance.
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Table 7 The naturalness by performances.
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HMD oooo ooo
gooooooo 4.1 4.0 oo
ooooo 4.0 3.8 oo
ooooo 4.1 3.3 0o
09 0D0oOoOoooooobODOoOoOoOoo
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Fig.21 A motion of hitting a circle.
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Fig.22 Additional movements of side steps.
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Fig. 23 Additional movements of turns.

ooooooooooobooo1bo000o0oooooooobooOooboooooooooDn
oooooooHsMDOOO0OO000000000000O0

5.3 D0OO0OOO00OoOoboOO0ooOoOoooOoo

gobooooboooooooooboooooboooOooooobooocoObooOooooDooboa
oooooooOooooooooOooOoOooos20000000000000000 HMD
ooooooooooooooooeMDOOOOOODOODODOOOOOOOOOOOO
ooooOo0oooooocooOoHMDOOOOOOOOOOOOOOOOOOOOODODOOO
gobooboooouooobobtb 2120000000000 O0O0O00OOOOODOOOOODODOOO
goooooobooo 2o00000000000DOOCOOOODOOOOOOODOOOOO
goobooooobooboo 2200000000 1000000000000000C0 230
gboboooboobl1oooooooooooooooooboooboo soboooooDo
OO0HEMDOOO0OO0O0O0000O0O0000O0O0S0000000CO0O0O0O0OOOODODODOO

000ooooooog Vol 51 No. 11 2112-2122 (Nov. 2010)

011 O0OODOODOODOODOOoboOoobda
Table 11 The effect of using device for performance movement.
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Fig.25 The action of avoiding an object from
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Fig.24 The action of using an umbrella.
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Fig. 26 The action toward audiences.
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