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Product Pitch

Our project serves as a way for beginners to practice and learn

System Description

Our system has 5 main Systems:

8-ball pool. We project a shot for them to make, and provide e Computer Vision System

feedback once they have made their shot. We want to give a o This will take a picture of a the pool table after the user presses a
correct shot (<2° margin of error) in an efficient manner (<3 button to signal Solids or Stripes. It will then find the balls by looking for
seconds) with accurate feedback (<0.5 m/sz)_ circular objects and calculate which balls are solids or stripes.

e Backend Shot Calculation
o It will take in the positions of all of the balls and the target (Solids or
Stripes) and calculate all possible shots. It then will calculate the
easiest shot from the possible shots and send that shot to the projector
system.
e Projector System
o This will take in the best possible shot, create an image of all of the
balls on the table, and then draw lines of the best possible shot so the
user can follow the lines for their shot. It also will take in feedback for
the user from the Pool Table System and project it onto the table.
e Pool Stick System
o This will measure the direction the pool stick is facing as well as the
acceleration of the pool stick. It will then send the data collected back

8-Ball pool is a hard game to learn. Additionally, in most places, coaching is
expensive and inaccessible. The idea behind our project is to show people
what the best shot for either a solid or a stripe is at any given game state,
help them make this shot, and give feedback about their shot. Our best
shot algorithm calculates the simplest shots to make and projects one onto
the table. We do this to make it as simple as possible for users to pocket a
ball, no matter what the game state is. We then take our collected data and
project it onto the table as feedback for the user.
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System Evaluation and Testing

User Interface Servo \-/ Buttons
System

We had two different testing methods:

] e _ 1. System Performance Test Suite. 2. User Test Suite:

Conclusions & Additional Information Over here, we measured the efficiency The User test suite compared the
and correctness of our systems. We performance of wusers with and

Through the course of these 13 weeks, we ran 5 main tests, the results of which without our system.
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