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(Character Floating Hologram using Detection of User’'s Height and
Motion by Depth Image)
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Abstract With the development of computer and video technology, a lot of contents are being
produced as digital media methods to provide are being diversified and the intrest in digital media
increases. Such contents are actively researched using human motion and user’s information through
camera or controller. Contents using user’s information can be exposed to various people in public places
and used as an advertisement. This paper proposes the character floating hologram system that is
implemented using detection of user’s height and motion. The purposed system detects user’s height
and motion from depth images and creates corresponding character from the detected data. Then it
is represented using a floating hologram device. This system can be used for marketing, advertising
and exhibition events using user information.
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Table 1 Kinect vl and v2 Specification
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Table 2 Recognition Rate of Each Side
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. front back left right

Object . ) . .

side side side side
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Height and Motion by Depth Image
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Table 3 Change in the ratio of the Character to the Estimated User’s Height

) Actual Estimated Height(cm) Height Character Ratio
Object Height(cm) Min Max Amplitude | correction(cm) X Y 7

1 155.2 154.1 155.8 1.7 150 15 1.0 1.0

2 164.8 164.2 166.1 19 160 1.6 1.2 1.1

3 1655 165.1 166.7 16 170 1.7 1.3 1.1

4 179.2 178.4 180.7 2.3 180 1.8 1.4 1.1

5 190.6 189.1 192.5 34 190 19 15 1.2
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