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Distributed Digital Platforms for Sharing Human
Seeing and Hearing Collectively
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Abstract: This paper presents CollectiveEars and CollectiveEyes that collectively sharing human eyes and ears.
Recently, sharing economy distributed platforms to encourage sharing personal physical belongings become popular.
Considering other types of physical resources, in particular, parts of human physical bodies offers an interesting
opportunity to develop novel services. We present overviews of these digital platforms and show some experiences

with them.
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Figure 1. Searching a View that a User Likes to See
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