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Fig.1 Framework of Smart Ambient Media (SAM)
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Fig.2 Naked-eye stereoscopic imaging using orthogonally arranged

display monitors®
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Fig.3 Collaborative visualization using a tiled display and
see-through HMDs®
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Fig. 4 Puppetry taking skeletal similarity into account”
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Fig.5 Shape control of 3D fluid'”
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Fig. 6 Eye tracking-based audio interface''>
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Fig.7 Execution example of Ambient Music co-Player (AMP)!3+19
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