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Human Computation Environment Embedded in Living Spaces for
Crowdsourcing Task Processing
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Abstract: Microtask-based crowdsoucing became popular with the advent of crowdsourcing services such as
Amazon Mechanical Turk, and attracts much attention as one of the means to solve problems. In microtask-
based crowdsourcing, we have many tasks that require human computation, which is the term to address
computations performed by humans to solve the problems that are difficult for machines to solve. So far, hu-
man computations required by such tasks were performed only through terminals like PCs, tablets, and smart
phones. However, if computations are simple and easy enough, we have other choices. We propose to develop
an environment that allows humans to perform computation in living spaces. This demonstration gives the
audience with an opportunity to experience an environment where they perform human computation while

they are walking on the floor that displays microtasks.
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