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InSphire: A Smartphone Application for Ball Entertainment

YUMI TAGUCHI"' SACHIKO KODAMA

Abstract: Ball is one of the most common gaming devices. Recent studies are actively embedding balls with digital technology.
But there has not been much research about connecting the ball play with the player’s personal characteristics. This study
concentrates on developing an ,,InSphire system that consists of a smartphone application that uses the player’s Twitter data and
connects it with the sound effects of playing the ball. The prototype of InSphire acquires the data from Twitter and based on it
plays a sound when the ball is played with. This enables every user a unique experience while playing with the ball.
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Figure I ~ Concept of InSphire
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Figure 2 iPhone in a sponge ball
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Table 1  judging state of ball by the acceleration and volume
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Table 2 State of a ball using acceleration, angular velocity,
and sound.
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3.4 Twitter & OEE)
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Figure 3 Sound generation method
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