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Physical evaluation method of exhibition space using depth image sensors

gooooooo,bboo,0ooo,oood
Shoto IWADATE and Wataru FUJIMURA and Hajime MISUMI

and Takayuki KOSAKA and Akihiko SHIRAI

goooooo
00 243-0202 0000000000 10300

Abstract : This article describes about ResBe series, our remote entertainment space recognition

systems. ResBe-T(top view) by laser range finder had tested in iTokyo2011, an actual public

demonstration event of interactive techniques.

And it reports an usage rate map by heatmap

method in this condition. It also reports about ResBe-K(Kinect) with a calibration method to

obtain estimated height of visitors and snapshot function to describe events in exhibition space.
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