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B XD T2 BB DBEAEE 2. BREHERK
(Diminished Reality) & IZELEREFORERYEEZ Y T
B A NTHEREICID RS EiTcH Y, BIEREIZNK
Bk % BEET 2 ILRBILE (Augmented Reality) @
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ABI=T Ry r—0Ry 7% U THEBAIE AT 5 2
LT, TERICEET 2, T A 21, TREL 2D
OIFEEOERMN =T =7 M EFEELT-.
AETRHENENOTT =27 MZOWTHHTS. 2k,
BR¥&IZIT VisualStudio2013 C++ & A—7 > YV —RA 54 T 5
U Td b OpenCV %A L7-.
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Wb~ A7 BB EAERT D, FOR, Ny RHEEIC
FEHIENIC AN D T2 DI~ A7 B OYEREFTH. LT,
LT~ A 7 Wi & RHEmEEE & L, Teleal5] O Fik%
ANWTRy 7 OBREEZITOVEREFLSES.
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BICEGRTT DL Ty 7 28T
33 KEHB

32 LFERIC/Ny 7 DB —Z4T\V, /Ny 7 OELNIHL
KUy VR EERTITHI LTy 72 REL TS,
Fo, VAT LORTEXLITR LT

4. LA T D5

BT A — 2RO HMD X, h A TR Ba—H
DRUENZ LY VAT UV BRETDH. FZ TRV AT LD
LA T YO MEI T T

1 BRI C RS E72 LED % HMD OF A T T L
TOWMGENTT 4 ATV AICRRSED. ET-2R Ok
FHENAAE— R AT T L, EEED LED & HMD @
HATEBLTHRZD LED OXDH XA I T 0ENS L
AT v EFRILE.

FHF= 7 =7 FEMEH LWVl R &R LR
b9, BEIHEx 5, KE< 277 FEEALE
L EO AT LTEREN 10 [TV, EREE
M7z, RERLIIFRT.

TRy = IR R VIEEET 5720, LA T
L0 7L AYVITRORREEAE T D, 22T, Ny s AY
— FOHIREL HMD (2N A A — R A Z B0 11T 5 7
LT, REEBDIEIMNERHD.

Augmented Air Hockey 1d/%y 7 A &°— REFEDH TV DD
T, EEOZT Ry r—L0 b LA T U OFEHMBILA
{Ipgo T3,
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1 LATUIDHER
B AT AT
EHEEE (ms) 90.1 90.7
el Al (ms) 105.1 103.4
BT % 5 (ms) 101.7 103.4
KExL72D (ms) 106.7 101.9
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AHFTETIE, ITT/# kxRN 7 = 7 b
TIRRZITH 2 &ICk Y, A= KK bDH B 7
WLUA SR THZ L EZHME L7 Augmented Air
Hockey D%, FEIEZITo7.
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