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OVERVIEW

A new study of investigating how hard the tasks are when

- visually impaired people walk around
+ they have a support from intelligent navigation system

A preliminary study towards
“Development of new and practical navigation system”

(the final goal of our research project)

In a shape of a game - AR Shogi
Shogi = Japanese chess
Each cell in the board is in human size

TSUME-SHOGI

Opening movie in 3D CG (to get the idea of the game)

SHOGI in Augmented Reality




Tsumeshogi
From Wikipedia, the free encyclopedia

Tsumeshogi (3854 or iR tsumeshogi™) or tsume (§88) is the

Japanese term for a shogi problem in which the goal is to checkmate the |9

opponent's King. Tsume problems present a situation that might occur in |

a shogi game, and

is similar 1o a ches:

shogl as it essentially does not occur.!'52 Thus, . gi problems

are strictly mate problems Alghvcis s hanc 89
A dlassic tsumeshogi problem
Contents [ide] whose composer is unknown. The
solution is 1. +B-5b 2. Sdax5b 3.
S*4b or 1. +B-5b 2. SBax5b 3.
S*6b.I®
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BACKGROUND

Nagivation system for visually impaired
= Our research in progress for system building
= Design of user interface — HOW?

“Trekker Breeze" : An example of conventional GPS based
navigation system for visually impaired
(provided by Prof. Ishikawa, one of our research members)

MOTIVATION

To infroduce a navigation system ...

*Behavior analysis

Which task is critical for visually impaired?

We want to see actual behaviors ...
*Game play !

Shogi game in human size
Players have to walk, build a map, and map yourself
— Similar tasks in actual navigation

GAME PLAYERS

Visually impaired

Ranging from 20s to 70s

Male and Female

Members of a Shogi club

¢ Knows board and pieces very well

¢ Good at remembering pieces on the board

They were serious on game plays.
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TASKS
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e Listen to the voice from the system
Piece name at the position
Landmark / orientation instruction

¢ Position the information on the map
Pieces on the board
Landmarks in the map

* Locate himself/herself on the map
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Doing them simultaneously

- Same in Game and Navigation A L s
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INSIDE THE SYSTEM LOCATION IDENTIFICATION
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Software : Unity 3D

Sensor  :RF-ID
Reader : Tecco (GOV)
TAG : Big antenna (30cm

Reverse side (black) of lawn

| Big RFID antenna | Nelifingleicltel]
- (same size)

Voice : Same voice used in N B
conventional navigation system B ‘ m
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Game server i,_..40cm | Game server




VIDEOS

Starting point

§ Standalon

Standalone (no guide)

CONTACT
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