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A Recording and Visualization Method of Working Activities

in a Mixed Reality Space

KAZUHIRO MIYASA,* YUICHI BANNAL " HIROSHI SHIGENO*
and KEN-1CHI OKADA*

Mixed Reality technology, which merges virtual objects into the real world, enables to sim-
ulate several works. Though it is possible to get the video from the video-see-through HMD
that the user is wearing, it is not sufficient to analyze the work. We propose a new method
to analyze the work in Mixed Reality space visualizing information about the worker and vir-
tual objects connected with the video. We have implemented a work analysis support system
called MR Quick Analyzer, and we evaluated the usability of the system.
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Fig.7 The breakdown of the task duration.

04 0U0O00O0O0OO0OOO0OODOOOOOOOOOOOOOOOO
ooo
Table 4 The time participants were manipulating the
mouse cursor but not inputting anything into the
interface.

ooooooonD gooooo
Oo3booooon
ooooo 1.3 10.6
ooooooo
000000%0 1.2 9.7

gooooooooooooooooooooooo
goooooooooboooooooooooooon
gooooooooobooocoooboooboooooon
gobooooboooooobo 3oobooooooboooon
ooob0o0oooooooooooooooooooo
goooobooooooooooooooooooon
goooobooooooooooooooooooon
ooooooo
goboooobooooooooooooooooo
gobooooooooooooobooooooooo
ooboboooooooooooooooooooon
goooboooooooooooooooonoooo
gooobobooooooobooboobooooooo
goooooooooooo
gooboooooooooobobbooooooo
gooobobooodoooooobooooogooooon
gooobobooooooooooocoooooooon
goooooooooooooooocooooooo
O3pooooOooooooooooooDbooboOon
400000000
goooooooooooooooooooooo
O0oo0ooo12%00000000000000
gooobooooooooobobobooooooobo
000000009 7% 0000000000000

ooooooooooboooooooooooboooooo 189

gboooooooooooooboobooooooboo
gbobooooooooobooocboOoooooobooo
gro040000000000000000000
gboooooooesiooooi1booooooooboo
gboooooooooboloessoood 10.7000
goooooooooobooobooooo
goooooooooooooooooooooo
gobooooooooobooobocogoooboooa
gobooooooooboooooooooobood
goood
ooor70O0000000000003DO0O0O0O
gobooooooooooocoooooboobooooo
00 22000000000ooebs000O0OOOO
gooooooooOOo0o0o000ooooo 3booon
goboooooooooooboooocoobooobooo
goooooooooooooboooooooDboobo
ooog
oooosboOooooooooooboorooooo
gs3booooooooobobobo1booooboonont
gobooooooooooooboooooooooa
gobooooooooooooboooooooboooo
gobooooooooobooocboOoooooobooo
gboboo0O0osboooobooooooooboooooo
000o0o0o0ooosboooooooooooooo
1000205000 2000 2000000000
goooooooooboooasbobooonboooo
goooooo3spooboooooooboooooo
1000 s500000000000000O0O0O000
gooboooooooobobooboogn o.00900
otdbooooooooboooooobooo
gooooobooooo1coo 25000200
g200000000obooocooooooobooo
gobooooooooooocoooooobooooo
goboooooooboooboooooooooooo
go2b0000000000000000DODOO
gobooooooooboobooboobooooooobo
goboooooooooobooboboooooobooboboo
goooooooooooooboooooooooood
sjboboobooooooooooooooobooooboo
00000o0o00s3spboboooooooooooon
gooooooobOoOOoooOooooooo 3pon
oooooooooooooOooOoOooboosboooon
goboooooooobooooboobooooooboooo
goboooooooooobooooooooooboo
goboooooooooobooobooooooDbboo
gobooooooooooooooboooo 3apog



190 goooooooo Jan. 2006

EHEN NHE: B2 TS

07

06
)
#05
Ly
Bo4
#

D03
bd
o2

fi&
N
0

0.13

N\
N I 0.009

ao a
Ea=7|Ea=0
3L »Y

EETF

a
Ea-7
&Y

3|
Ea-D

3L

ao
Ea-D
3L

a
Ea=0
HY

ao
Ea=0
3L

an
Ea=7
HY

a
Ea1-7
&Y

3D
Ea—0
3L

Ea—
HY

2 3 6§ 7

EETR(ES)

08 OO0O0OO0OOOODOODOOOD
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Fig.10 The frequency in use of 3D Graphical Viewer per process.
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