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This report describes the development of
interactive art unit �Kotoba-Ame (Words Rain)�
for traveling exhibition by Japan water exhi-
bition network. Stable operation in various
environments and to be enough compact and
lightweight was required for this art unit.
The author developed this unit by using a
Microsoft Kinect controller, Super short focus
projector and other technologies.
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The development of interactive art unit �Kotoba-Ame�
for traveling exhibition by using a Kinect controller
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