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A Handheld Projector Interaction with Phase-Delayed Projection
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Fig.1 Phase-Delaying Projector Concept
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Fig.2 Hand Gestures for User Interface
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Fig.3 System Configuration
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Fig.4 Image Correction(Left: Default Posture, Center and Right: Postual Changes to the Right)
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Fig.5 Menu Selection using GoalCrossing
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Fig.6 A Correspondence between Hand Gesture and

Manipulation
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