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Study on Non-contact Gaze Estimation During Floor Projection Type
Content Experience
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Abstract: The author expects the application of the floor projection type content to the museum exhibition. It's because the floor
projection type content can promote the movement of the users and improve the quality of the experience than the wall
projection. In order to develop and evaluate these contents, it is effective to estimate the interests of experienced users by gaze
estimation. However, current gaze estimation is mainly based on the premise that the user is facing the front. For this reason, it is
difficult to estimate the gaze during the experience of floor-projection content where the experienced person faces in any
direction. Therefore, we designed a system that estimates the line of sight without depending on the orientation of the user by

Vol1.2020-HCI-186 No.25

2020/1/16

linking multiple cameras. This paper describes the development and evaluation method of the system.
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Figure 1 Example of floor projecting contents “ASHIATO”.
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Figure 2 The concept of the system.
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