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Abstract: Close to our life, many instability form objects that position and pose is hard to fix exist such as string, cloth and paper

In robot field, recognition technique of instability form object is very important technique because robot want to make out various
objects. However, recognition technique of instability form object has many weak points, so the technique doesn't indurate. On the
other hand, Virtual Reality (VR) become close to our life to element of amusement in recent years. For example, “VR roller coaster”

is the application of amusement VR technique. When use “VR roller coaster”, we can ride on the roller coaster in virtual space.
Almost “VR roller coaster” run on the prepared rail. However, using our method, we recognize string and make the rail. Therefore,
we can get interactive and increase immersion. In this paper, get the 3D date, recognize attachment, and make the roller coaster’s
rail. Finally, user can get reassembly of the 3D shape more instinctive and easily
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Figure 1 System Summary
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Figure 2 Edge detection algorithm summary
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(EX: BH, AX: Unity L ToOHIIHER)
Figure 2 Height distance course looked from the side
(Left: Photo, Right: Output in Unity)
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(£X: 5E, HM: Unity L ToOH F#EE)
Figure 3 Height distance course looked from top
(Left: Photo, Right: Output in Unity)
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M6 IEm5HN»sR-EEEa—2
(£X: 5E, HM: Unity L ToH F#EE)
Figure 4 height distance course looked from the front
(Left: Photo, Right: Output in Unity)
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M7 mIEEI—RCBTHERT T Y XLOMBER
Figure 5 Processing result of search algorithm on height
distance course
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(EK: 58, AKX Unity LToH Dk E)
Figure 8 Loop course looked from the side

(Left: Photo, Right: Output in Unity)
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(EX: 55, AK: Unity ETOHIHER)
Figure 9 Loop course looked from top

(Left: Photo, Right: Output in Unity)

B 10 EmARrbRZL—F a3 —2
(EX: 55, AKX Unity EToOHIHER)

Figure 10 Loop course looked from the front
(Left: Photo, Right: Output in Unity)
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Figure 11 Processing result of search algorithm on loop course

K12 BEED—ADOT A T AOBH
Figure 12 Movement of the point of view of camera in height
distance course

[
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X 13 —Ta—ADH A FHROBE,
Figure 13 Movement of the point of view of camera in loop
course
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