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SMART ENVIRONMENT RESEARCH IN UTB

Smart City:
Crowd Simulation in 3D Virtual Environment
Mobile Health Monitoring
Intelligent Surveillance System
Smart Traffic Management
Smart Agriculture:
Blast Disease Screening in a Paddy Field
Smart Education
Mathematics Wall
Enhance Science education through AR/VR



ACTIVITIES RECOGNITION

Activity recognition aims to recognize human activities

e.g., location estimation, intent recognition, behaviour
recognition.

Detection - Analysis = Recognition
Two major approaches :
vision-based and sensor-based approaches.
Representative projects:
Mathematics wall
Tracking & identifying region of interest
Interactive science education
Behavioural study



MATHEMATICS WALL
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TRACKING & IDENTIFYING OBJECTS




INTERACTIVE SCIENCE EDUCATION
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CROWD BEHAVIOUR

Number of agents

Number of agents

Time required to complete a task
- T T

150 T
/
{
100 )! Task 1H
/ Task 2
Task 3
sor / Task4 ||
J
0 P 1 ! ! L
0 500 1000 1500 2000 2500 3000
150
100 Task 14
Task 2
Task 3
s0f Task 4 ]
0 il L L L
0 500 1000 1500 2000 2500 3000

Time steps (0.2 sec per step)




Q&A
CIE FLAG SHIP — AREAS FOR CONNECTED PROJECTS

Smart Environment

Smart working and living spaces
- Smart health care - Context aware applications
- Smart education - Seamless connectivity
- Smart farming - Multimodal interactions
- Smart transportation - Gamified process & content
- Smart process, etc. - Human/Machine collaboration, etc.

Virtual reality Augmented reality

Pervasive Cognitive
computing computing




