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An Intuitive Programming Technique Using Tangible Robots

on Tabletop Environments

ToMmok1 Fuiita,r HAIPENG M1t and MASANORI SUGIMOTO'

We propose an intuitive robot programming technique for supporting users with less pro-
gramming knowledge or experiences. We use a tabletop environment that can recognize multi-
touch input and track physical robots simultaneously. Evaluations of the proposed technique
were conducted with nine university students who did not have programming experiences.
The results indicated that the proposed technique allowed users to create a program easily

and in an intuitive manner.
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Fig.3 Storage of recognition events
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Fig.4 Registration of robot behaviors
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