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BGM Volume Optimize Ambient Intelligence System Based on

Estimating Input Mode

TAKEFUMI MITSUTI"® REI HAMAKAWA?

Abstract: This paper describe a BGM volume optimize system based on estimating user’s concentration
using vibration microphone and vibration speaker. We have examined the system to optimize the working
environment by playing the environmental sound playback and spraying the coffee and menthol aroma oil
based on estimating user’s concentration. However, The conventional method is a problem that complicated
to setup. Therefore, in this paper, we propose attempt to estimate user’s concentration by performing an
input mode estimation with the active acoustic sensing. Moreover, By optimizing the BGM volume from the

degree of concentration estimation results, to achieve a working efficiency.
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