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Prototype of Onomatopoeia Displaying Indoor Environment Perception
Support System

SHi0zZAWA Tomo!-®)
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SAKUTA HirosHI!

Abstract: In this study, we propose a system that supports environmental perception by displaying envi-
ronmental sounds as onomatopoeia. There are still many people who are hearing impaired. Such people
feel inconvenience in their daily life because it is difficult to perceive the sounds around them. The system
determines which onomatopoeia to display based on the spectrum of the sound. The system uses Kinect
to display onomatopoeias as augmented reality. However, there is a need to evaluate how accurately our
system can express sounds before evaluating the use of the system by the hearing impaired. We conducted
an evaluation experiment and earned high scores about the validity of the onomatopoeia shown in response

to the emitted sound.
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Fig. 1 10 kinds of selected onomatopoeias
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Fig. 2 System configuration
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Fig. 3 Running screen of system
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Table 1 Reference table of frequency and onomatopoeia
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Table 2 Results of Experiment 1
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Table 3 Average and deviation of Experiment 2
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