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The goal of this bachelor project is to create immersive, augmented experiences in e.g. 
living rooms using the RoomAlive toolkit by Microsoft Research. The Bachelor Project 
aims at taking the RoomAlive Toolkit a step further to enable immersive augmented 
experiences in whole / multiple rooms. Using the toolkit the students should developed 
novel interactive experiences in different contexts. The students should define and pick a 
certain context for their final application(s).  

IllumiRoom, presented byMicrosoft Research in 2013, was a project that augments a TV 
screen with images projected onto the wall and surrounding objects used a single Kinect 
sensor and projector. The Kinect sensor captures the geometry and colours of the area of 
the room that surrounds the TV, and the projector displays video around the TV that 
corresponds to a video source on the TV, such as a video game or movie. This project 
was further developed and extended and now comes as an open source SDK named 
RoomAlive Toolkit. The system enables new interactive projection mapping experiences 
that dynamically adapts content to any room. 

The RoomAlive Toolkit is now  provided as open source under the MIT License. The code 
is available at GithHub: https://github.com/Kinect/RoomAliveToolkit. It enables developers 
to calibrate a network of multiple Kinect sensors and projectors. The toolkit also provides a 
simple projection mapping exsamples that can be used as a basis to develop new 
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immersive augmented reality experiences similar to those of the IllumiRoom and 
RoomAlive research projects.  
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