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Abstract: A culture that has occurred in which to enjoy the Performing and sports in the street is referred
to as ”"street culture” in this paper. it was particularly focusing on skate board in the present study.In
recent years skateboard is one of the popular sport in the street culture.Skateboarding has passed at the
primary selection of the 2020 Olympic additional events , it has attracted the attention currently.On the
other hand, skateboard from the difficulty of the traveling speed and control, is not a few people with the
dangerous impression for traveling on the road.In this study, while expansion in the light of the LED the
Performing of having a skateboard by appending a plurality of sensors and LED light to skate board, adding
the consideration of the safety function.In other words, skateboarding speed and acceleration, inclination is
detected by the acceleration sensor and the non-contact optical sensor, presents the light according to the
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state of the user.

1. O0o0Oon

oboooooobooooooooobocooooooo
coobooboobobz2e200000000000000
coobOooooocooboooOoooOooooo

gobooooooboooooooooobocooooooo
coboooooooocooobooooooOobooobooooo
coOocooobOoooOooobOooobOooobOoobOoooao
LEDOO00OO0OOO0O00O0COOO0O0O00O0O00000O0

1 pooooo
Tokyo Metropolitan University
2)  tomatoex1218@gmail.com
b)  baba@tmu.ac.jp
) kiku@no-new-folk.com
) Haimes@tmu.ac.jp

© 2016 Information Processing Society of Japan

ooocO0o0O LEDOOOOOoOooOoooooooooboon
oboobooooOoooocooooOoobocOoLEDOOOOO
oobooooboboooooboocobooooooboooo
ooboooooooooobooobooooooboooo
oobooooooooobooooboooooooa

2, OJOdgo

ooboobooboooboboobuooboboooboo
00000 Interactive video mapping for SK8[1] 0 OO O
gobodoboboobooboobooooboobooon
gobooobobobobooboobouoobobooboon
gdboodboboobooboobuoobobooboon
gdboodboboobobooboobouoobobooboon

763



2016
IPSJ Interaction 2016

01 0O000oo0oooooog

cobobobooooooooboooooooOooobooooo
ooooooooooooboooo

Reynell00O [3]00000000 BluetoothOO 900
ooooO0o0o0o00o0oooooooooO GePSOODOOO
tdoooooooooooooooooooobooooo
Pijnappel2] 000000000000 OO0OOOOOOO
cooboooooooooboocooooOobocOoobooooo
ooooOooooOoooOobooOoOobooOoooooooon

LEDOOOOOOO0O0OO0O0O0O00OO0O0OO0OOOrphe
(LuminouStep) 0 4] 0000000000000 000
coooboooooocoOobooooooOobocOoobooooo
ooooooooooOobocooobobocOooono

000000000000O000000 Bluetooth LE
oo0o0oopCcOO0OO0OO0O0ODOOOOODOOOOODOO
coooocooooooobooooooOoboooobooooo
OoO00o0o0O0OLEDOOOOOOOOOOOOOOOO
cooooooooocoobooooooOoboooobooooo
cooooooooocoobooooooOoboooobooooo
0000000 [p00o000o0o0oooooooo
OO pCOO0O0DOOOOODOOOO LEDOOODOO
ooooooooocooboooo

3. UooDOoon

3.1 000000
gobobooobooooooooboooboooooooo
coboboooooooooboooooooooboOooo
cooboooboooobooooooOoooOoboOooono
uobobooooboooooooobooOoocoooooono
cOoooOoOOoobOOoobOOoOoOOOooOobOOoooOoo
cooooooooocoobooooooocOoobooooo
coboooooooocoobooooooOoocoobooooo
cooboooooOooOooboOoobooOoOoooon

3.2 0000000

uooooooobooooobooocbooocboooo
(RPR-220)0 000000000000 DOOOOOOOO

© 2016 Information Processing Society of Japan

162C73
2016/3/3

(ATmega328) 00000000000 OOODOODODOO
000000 (KXSC7-2050)00 0000 LED(WS2812B)
gobooboooooooobooooooooooboooo
oooooooooooo LEDOOOOCOOODOOO

3.3 000000
goboooooboooooooooooobooooo
0000000 LEDODOOOOOODOOOOOOOOO
gooooooboooooboooooooooboooo
gobooboooooocoobooooooooboooo
gobooooobooooooboooooooOoooboOooo
ooboooooooooocooobooooonn

4. 00OO0o0OO

goboooooooooooooooogooaoo
gooboooobooocoooooooooooobooooo
goboooooooooooooooooooobooooon
gobooooobooooooocoooooooobooooo
goooooobooooooocoooooooooooon
goboooooooooooooooooooooooon
gboooooooooooooooooooooboooon
goooooobooooooocooooooooboooo
gooooooboooooboooooooooooooon
gooooooboooooboooooooooboooo
goooooobooooooocoooooooobooooo
gooooooooooooboooooooooboooon
gobobooooooooooboooooooooboooo
goboooooobooooboooboooooood

gooo

[1] O O 0O O O Interactive mapping for sk8 , 2014
http://www.nzu.ac.jp/blog/digital /archives/12134
[2] Sebastiaan Pijnappel and Florian ’Floyd’ Mueller.
2014. Designing interactive technology for skateboard-
ing. In Proceedings of the 8th International Confer-
ence on Tangible, Embedded and Embodied Interac-
tion (TEI ’14). ACM, New York, NY, USA, 141-148.
DOI=http://dx.doi.org/10.1145/2540930.2540950
[3] Edward Reynell and Hannah Thinyane. 2012. Hardware
and software for skateboard trick visualisation on a mobile
phone. In Proceedings of the South African Institute for
Computer Scientists and Information Technologists Con-
ference (SAICSIT ’12). ACM, New York, NY, USA, 253-
261. DOI=http://dx.doi.org/10.1145/2389836.2389866
4 00 00000 00000 0000 LuminouStep OO
00000D0O0OCO0000DOOO00 Entertainment
Computing 20140 2014
[p] D00DO0O0OO0OOODOODDODODDOO" Lighting Chore-
ographer: 000000 LEDOOOOOOODOOOOOO
0000 ODO00O0opoDoOoOocCcooOooooooo velo
160 NoO 30 ppd 517-525 (Sepd 2011)0
) o O OO0 OO0 0000 oO oo oo
http://homepage2.nifty.com/takeland /Sub_11i.htmlO]
O last accessed 2015 0 50 20 O [1J 2013

764





