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Abstract

“Heijo-kyo Walk-through” is a system which enables users to stroll in the virtual “Heijo-kyo”, an old capital
of Japan, which is reproduced by computer graphics. The system has distributed structure suitable for
exhibition in various environments. A broad area of Heijo-kyo is procedurelly modeled based on a couple
of arrangement rules. Immersive displays are used for visualizing an old scenery of “Heijo-kyo”. Users can
walk virtually inside the scenery by body motion such as stepping. To detect stepping motion, we use a
single camera for shooting heels from behind and analize up-and-down movement and grounding location.
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