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A Proposal of Interaction through a Party Horn

TosHIKI ASAT! TAKUMI SAKAKIBARA!  SHINJI Mizunot+®)

Abstract: We propose a method to interact with a digital space through a party horn. The proposed method
uses a depth image and joints positions acquired with a Kinect, and it could calculate the length and the
direction of the party horn a user hold in one’s mouth. We confirmed that interactive digital contents with
party horns were realized using the proposed method.
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Fig. 1 A party horn
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Fig. 2 An image of using a content with the proposed method
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Fig. 3 Decision of the length and the direction of the party

horn using depth images and joints data
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Fig. 4 Playing the chameleon game

05 ODO0OO0O0O0ODOObODbObDObDOobDO
Fig. 5 Blowing virtual soap bubbles
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