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E-Clune: a machine that enhances process of lottery

MINAKUCHI MiTsurut:?

Abstract: “Clune” is the lottery device that has flat dish shape with several holes. A ball is placed into it,
which decides the result based on the hole in which the ball enters. Because the ball keeps rotating for a
while and makes complex movements such as bouncing off a hole, it is possible to raise the anticipation of
the players from the time the ball is inserted until the result is determined. We propose a “E-Clune” system,
which enhances the excitement during the lottery process. It tracks the movement of the ball with a camera
and provides visual and auditory effects based on the movement.
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Fig. 1 Example of a clune.
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Fig. 2 Overview of the E-Clune.
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Fig. 3 Example of a thresholded image.
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Fig. 4 Trajectory of the ball.
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Fig. 6 Visual effects of the results. Left: jackpot. Right: fail.
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