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Design and Implementation of Wide-view Electronic Working Space
“Minority Report”-Style User Interface and Its Extensions

Asako Kimura, Takeshi Tsuruta, Toshio Sakai, Makiko Oniyanagi,
Fumihisa Shibata, and Hideyuki Tamura

College of Information Science and Engineering, Ritsumeikan University

Abstract This paper describes a design and an implementation of a wide-view display controlled with a gesture
interface system, such as appearing in the SF-movie “Minority Report.” Firstly, we categorized the tasks at
wide-view electronic working space, proposed the level, and type of gesture commands. Then, we designed “MR
cube” as a mixed-reality working space oriented real world by a stereoscopic vision and use of tangible objects.
This paper proposed two prototype systems; the video editing system and the medical image management
system for. The results show the usability and operability of interface by gestures.
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