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ABSTRACT
In this paper, we present a methodology to estimate a de-
tailed state of a video scene involving multiple humans and
vehicles. In order to annotate and retrieve videos containing
activities of humans and vehicles automatically, the system
must correctly identify their trajectories and relationships
even in a complex dynamic environment. Our methodol-
ogy constructs various joint 3-D models describing possible
configurations of humans and vehicles in each image frame
and performs maximum-a-posteriori tracking to obtain a se-
quence of scene states that matches the video. Reliable and
view-independent scene state analysis is performed by taking
advantage of event context. We focus on the fact that events
occurring in a video must contextually coincide with scene
states of humans and vehicles. Our experimental results
verify that our system using event context is able to analyze
and track 3-D scene states of complex human-vehicle inter-
actions more reliably and accurately than previous tracking
systems.

Categories and Subject Descriptors
H.3.1 [Information Storage and Retrieval]: Content
Analysis and Indexing; I.2.10 [Artificial Intelligence]: Vi-
sion and Scene Understanding—Video analysis

General Terms
Algorithms, Experimentation, Performance

1. INTRODUCTION
Automated and continuous estimation and analysis of hu-

mans, objects, and their relative states has long been a goal
of artificial intelligence, robotics, and computer vision. Par-
ticularly, in computer vision, detection and tracking of hu-
mans from closed-circuit television (CCTV) videos taken in
various environments have widely been studied in the last

∗These two authors contributed equally to the paper.

Permission to make digital or hard copies of all or part of this work for
personal or classroom use is granted without fee provided that copies are
not made or distributed for profit or commercial advantage and that copies
bear this notice and the full citation on the first page. To copy otherwise, to
republish, to post on servers or to redistribute to lists, requires prior specific
permission and/or a fee.
CIVR ’10, July 5-7, Xi’an, China
Copyright 2010 ACM 978-1-4503-0117-6/10/07 ...$10.00.

Figure 1: Example 3-D scene models of two different
image frames. Detailed analysis of configurations
of humans and vehicles using event context must
be performed, correctly distinguishing states of two
images with similar appearances.

several decades, proposing numerous promising approaches.
Recent works [13, 8] have shown successful results on human
detection and tracking in crowded environments.

However, tracking of humans itself is insufficient to an-
alyze complex interactions between humans and other ob-
jects, vehicles for example. In order to annotate and retrieve
videos containing activities of humans and vehicles, complex
movements of humans/vehicles and their relationships in a
dynamic environment (e.g. a crowded parking lot) must be
analyzed. The system must be able to identify detailed 3-D
states of all objects appearing in each frame. Such an analy-
sis is particularly essential for many important applications
including surveillance and military systems.

Our goal is to develop a methodology which is able to es-
timate the detailed state of a dynamic scene involving multi-
ple humans and vehicles. The system must be able to track
their configuration even when they are performing complex
interactions with severe occlusion such as when four persons
are exiting a car together. The motivation is to identify
3-D states of vehicles (e.g. status of doors) and their rela-
tions with persons, which is necessary to analyze complex
human-vehicle interactions (e.g. breaking or stealing a ve-
hicle). In addition, our methodology aims to identify the
seat of each person entering the vehicle (e.g. driver’s or pas-
senger’s), estimating his/her role and position even when
he/she is not visible. The challenges are derived from signif-



icant human-human occlusion and human-vehicle occlusion,
which previous human tracking systems had difficulties han-
dling. Figure 1 illustrates such difficulties.

Even though there have been previous attempts to process
videos of humans and vehicles, they have focused on recog-
nition of simple human-vehicle interactions. Instead of per-
forming detailed scene analysis in a complex environment,
they either assumed that the interactions are performed in
simple environments which have no (or little) occlusion [4,
9], or assumed that human-manual corrections of tracking
objects [5] are provided. The system proposed by Lee et al.
[6] was able to perform view-independent recognition of a
single person getting out of (or into) a vehicle, but it was lim-
ited in processing crowded human-vehicle interactions with
two or more people. This is due to their inability to an-
alyze states of scenes composed of multiple objects, failing
to process complex events composed of several fundamental
human-vehicle movements (e.g. ‘door open,’ ‘person get in,’
or ‘person get out’).

In order to achieve our goal, we design a probabilistic
algorithm to track humans and analyze their dynamic rela-
tionships with vehicles using event context. We focus on the
fact that many simple events can be detected based on low-
level analysis, and these detected events must contextually
coincide with human/vehicle state tracking results. That
is, simple events (e.g. a person approaching a vehicle) de-
tected during interactions can be used as key features (e.g.
it may be a sign of the person opening the door next) for
more robust tracking. Our approach updates the probabil-
ity of a person (or a vehicle) having a particular state based
on these basic events observed. The probabilistic inference
is made for the tracking process to match event-based ev-
idence. The event influences an interval of states, making
a certain set of states more probabilistically favorable then
the others for each time frame. For example, tracking a per-
son occluded by a door is difficult without any contextual
knowledge, but the detection of the event ‘a person open-
ing the door and going into the car’ may help the system
analyze his/her movements in these frames.

Our tracking problem is formulated as a Bayesian infer-
ence of finding the sequence of scene states with the maxi-
mum posterior probability. The scene state includes individ-
ual object states (humans and vehicles), object-object occlu-
sions, and specific parameters of objects, e.g. door position
and status. Our system estimates and tracks scene states
frame-by-frame using Markov Chain Monte Carlo (MCMC),
measuring the appearance similarity between hypothetical
3-D scene models and the observed image. The appearance
of the scene state is described in terms of joint 3-D models
and its projection is compared with the real image. In addi-
tion, as mentioned above, our probabilistic framework uses
event-based cues to update the prior probability of object
states, tracking highly occluded human-vehicle interactions
(e.g. a person opening a door) reliably. In order to handle
an event which is only detected ‘after’ its occurrence, we
propose an algorithm to correct past frames by traversing
past time frames.

The rest of the paper is organized as follows: Section 2
discusses previous works. Section 3 presents a detailed de-
scription of scene states. In Section 4, we formulate the
tracking problem as a dynamic Bayesian inference. Section
5 describes our 3-D human/vehicle joint models to evaluate
scene states. The concept of event context, which is required

for a reliable scene analysis, is introduced here as well. We
present how we use a MCMC algorithm to solve the formu-
lated tracking problem in Section 6. Section 7 shows our
experimental results. Section 8 concludes the paper.

2. PREVIOUS WORKS

Tracking. In previous tracking solutions following a Bayesian
framework, trajectories of objects are modeled as a sequence
of scene states describing the location of objects [11, 1, 3, 12,
13]. Zhao et al. [13] presented a model-based approach for
segmentation and tracking of humans in crowded situations
following a Bayesian framework. They computed prior prob-
abilities and joint likelihoods using 3-D human models and
calculated the posterior probability. Because of the enor-
mous complexity of solution space, they used a data-driven
MCMC for efficient sampling of the posterior probability to
search for the optimal solution.

Ryoo and Aggarwal [8] presented a new paradigm for op-
timal tracking under severe occlusion. The limitation of
most of the previous human tracking systems following the
hypothesis-and-test paradigm [1, 13] is that they are re-
quired to maintain an exponentially growing number of hy-
potheses over frames if they do not apply pruning. Under
severe occlusion, pruning can result in significant tracking
performance reduction, and the system was able to overcome
such limitations. However, the system only tracks humans
without considering any other objects or their relations. The
system was unable to analyze interactions between humans
and vehicles.

Human-Vehicle Interaction. In addition, there have been
several attempts to analyze interactions of humans and ve-
hicles. Ivanov and Bobick [4] used stochastic context-free
grammars to recognize human activities involving vehicles.
Joo and Chellappa [5] recognized activities in a parking lot
such as picking up and dropping off. Similarly, Tran and
Davis [10] proposed an approach using Markov logic net-
works to recognize vehicle-related events for surveillance.
However, the above-mentioned works have focused on the
‘detection’ of simple events rather than analyzing complex
scenes with severe occlusion. Park and Trivedi [7] presented
an approach to analyze moving-object interactions between
humans and vehicles, but scenes they analyzed were limited
to simple interactions with little occlusion as well.

Lee et al. [6] proposed a system to recognize human-
vehicle interactions such as exiting and entering. A shape-
based matching with a 3-D vehicle model is performed to
detect a vehicle, and regions-of-interest(ROIs) are extracted
from four door regions of the detected vehicle next. Under
the assumption that the interactions occur in the ROIs, their
system extracts motion and shape features in ROIs and an-
alyzes them to classify interactions. However, since they did
not consider spatial organizations (e.g. occlusion) between
door ROIs, their system was unable to process interactions
such as ‘two persons coming out of the car from doors on
the same side’. Furthermore, similar to [4, 5, 10], they did
not attempt to analyze detailed scene configurations of ob-
jects. They did not take advantage of event context and
were unable to analyze human-vehicle interactions in com-
plex environments.

The main contribution of this paper is that our method-
ology makes a detailed 3-D scene analysis for videos of dy-



namic interactions between humans and vehicles. We pro-
pose a new view-independent scene state tracking methodol-
ogy using joint 3-D models of humans and vehicles, designed
for complex scenes with severe human-vehicle occlusion. We
also believe that our paper is the first paper to take advan-
tage of event context for analyzing and tracking such scenes.

3. DEFINITION OF SCENE STATES
In this section, we define the ‘state’, S, of each scene. A

state is a complete description of objects’ locations, their
internal parameters, and relationships among them in each
scene image. The level of detail in the scene state defini-
tion directly influences the system’s level of understanding
image frames, and is important for constructing a scene anal-
ysis system. Throughout this paper, our system interprets a
video as an observation generated by a particular sequence
of scene states (Figure 2), and searches for the sequence
that best describes the dynamics of objects and their rela-
tionships in the video.

In many of the previous tracking paradigms (e.g. [11, 1]),
each state is modeled as a set of independent objects (with
particular parameters) present at each frame. Recently, the
tracking paradigm has been extended to explicitly consider
occlusion among humans [13, 8]. However, these previous
systems only consider relative depth-ordering among hu-
mans, limiting themselves on analyzing detailed states of
human-vehicle interactions such as “one car is parked in a
parking lot, its front left door is fully opened, and a person
is in the middle of getting out of the car through the door.”

In our approach, we extend the definition of the scene
state so that it can describe scene conditions more specifi-
cally. A scene state, S, is composed of the term C describing
individual object states and the term R specifying object-
object spatial relationships: S = (C, R). The object state
C is a set of cks, each describing the object class, track-
ing ID., and the class-specific parameters of the kth object:
ck = (clsk, idk, paramk) where clsk is the class of the object
and idk is its ID. Because there are two classes of objects
(i.e. a human and a vehicle) and they have different object
properties, the parameters for two classes (paramk) are de-
fined differently. R is defined as a spatial relationship of all
objects in C. R is composed of multiple rs, each describing
the spatial relationship between two different objects (i.e.
whether they are occluded, they are close to each other, or
they have any spatial relationships): R = ∪ci �=cj r(i,j) =
∪ci �=cj (type, ci, cj). For example, r(1,2) = (occ, c1, c2) illus-
trates that the object c2 is occluded by c1. As a result, our
scene state not only describes the locations of individual ob-
jects but also specifies their relative dynamics.

4. BAYESIAN FORMULATION
We formulate the tracking process of human-vehicle inter-

actions as a Bayesian inference of computing the posterior
probabilities of scene states:

Smax
(1,2,...) = argmaxS(1,...,n)P (S(1,...,n)|O(1,...,n)),

where Si is a scene state at frame i, Oi is an observation at
frame i, and n is the number of frames observed. That is, we
want to compute the optimum sequence of scene states that
matches with the observations best. P (S(1,...,n)|O(1,...,n))
can further be enumerated as the multiplication of prior

Figure 2: Example scene state transitions of ‘a per-
son entering a car’. Each Si is a scene state, and
(Ai, Ei) corresponds to an observed image frame.
The goal of our system is to identify a sequence of
states correctly describing the video.

probability and image likelihood:

P (S(1,...,n)|O(1,...,n)) = P (O(1,...,n)|S(1,...,n)) · P (S(1,...,n)).

For an efficient searching of the maximum-a-posteriori (MAP)
of a scene state in all frames, Smax

(1,...,n), we make a Markov
assumption:

P (O(1,...,n)|S(1,...,n)) · P (S(1,...,n))

= P (O1, ..., On|S1, ..., Sn) · P (S1, ...Sn)

= P (On|Sn) · P (O1, ..., On−1|S1, ..., Sn−1)

· P (Sn|Sn−1) · P (S1, ...Sn−1)

= P (On|Sn) · P (Sn|Sn−1)

· P (O(1,...,n−1)|S(1,...,n−1)) · P (S(1,...,n−1))
(1)

Therefore,

argmaxS(1,...,n)P (S(1,...,n)|O(1,...,n))

= {argmaxSnP (On|Sn) · P (Sn|Sn−1),

argmaxS(1,...,n−1)P (S(1,...,n−1)|O(1,...,n−1))

(2)

From Equation (2), P (On|Sn) ·P (Sn|Sn−1) needs to be cal-
culated to search MAP scene state in frame n. Intuitively,
P (On|Sn) is the likelihood between the observed image and
the scene state at frame n, and P (Sn|Sn−1) describes the
transition probability.

We further extend our Bayesian formulation to take ad-
vantage of ‘event context’ for reliable and detailed track-
ing of scene states. As mentioned in the previous sections,
event detection results can be treated as an important fea-
ture that benefits the tracking process greatly. The state
tracking problem must be formulated so that it takes into
account the fact that occurrences of events must meet with
the states of the scenes during the event. For example, if
the event of the person getting out of the car is clearly oc-
curring, then there is little possibility that the person was
out of the scene during this event.

While an observation O corresponds only to an image ap-
pearance A in most of the previous systems, we extend the
Bayesian tracking formula so that certain events between a
vehicle and a human change the prior probabilities of ob-
jects. Therefore, observation O is defined to include both
appearance A and event E.

P (On|Sn) · P (Sn|Sn−1) = P (An, En|Sn) · P (Sn|Sn−1)

= P (An|Sn) · P (En|Sn) · P (Sn|Sn−1)

∝ P (An|Sn) · P (Sn|En) · P (Sn|Sn−1) (3)

That is, we assume P (En) is uniformly distributed. In Equa-
tion (3), P (An|Sn) represents the similarity between an in-



Figure 3: An example appearance of a projected
3-D scene state (right image) corresponding to an
input image (left one). The 3-D scene model is con-
structed based on Sn, and is used for the appearance
likelihood computation.

put image and an object model. P (Sn|En) represents the
prior probability of an image frame n in a particular state
Sn, given an occurrence of an event E. If object states are
assumed to be independent on events as in previous sys-
tems, P (Sn|En) is the same as P (Sn). P (Sn|Sn−1) shows
the conditional probability of scene states in continuous two
frames.

By solving the formulated Bayesian inference problem, we
are able to estimate the most probable sequence of scene
states. Each of the probability terms described in this sec-
tion is modeled more explicitly in the following section.

5. PROBABILISTIC MODELING
In this section, we present the method to compute Bayesian

probability ‘given’ each scene state and image frame (e.g.
Figure 3). We present a 3-D scene (human and vehicle)
model which is used for calculating appearance likelihood,
and introduce our ‘event context’ that influences states’ prior
probabilities for contextual inference. The methodology to
search for the optimal scene state based on these models will
be discussed in Section 6.

5.1 Appearance Likelihood, P (An|Sn)

Our comprehensive definition of a scene state enables the
system to construct a virtual appearance of the scene given
its state. We use a 3-D model of a human (or a vehicle) to
represent an appearance of each individual object ck. The
motivation is to estimate the optimal appearance of an in-
dividual object ck in the scene as a 2-D projection of its
3-D model, so that it can be compared with the real im-
age to measure the appearance likelihood. Furthermore, the
appearance of multiple overlapped objects are modeled by
considering the spatial relationship of the objects R. Figure
3 shows an example 2-D projection of a 3-D scene model
consists of several 3-D human and vehicle models. We take
advantage of such appearance model to compare it with a
real image to measure the state likelihood. The camera pa-
rameters for the projection are assumed to be known.

5.1.1 3-D Vehicle Model
Our system assigns a 3-D model for each vehicle appear-

ing in the scene. Based on the parameters of the vehicle
state, a snapshot of the 3-D vehicle model is computed at
each frame to obtain its virtual appearance. A vehicle is
described with the following parameters: (x, y, size, orient,
tilt, type, door). x and y are the center xy-coordinates of
the vehicle, size is the resize factor of an 3-D template im-

Figure 4: (a) 2-D projections of 3-D vehicle models
representing door opening states. (b) 2-D projec-
tions of 3-D human models. The left four images
are from a standing model and the right four im-
ages are from a walking model.

age, orient is the orientation of the vehicle, tilt is the tilt
angle of the vehicle, type is the type of the vehicle (e.g. sedan
and sport utility vehicle), and door is the parameters of all
doors to describe how far the doors are open (closed, par-
tially opened, and fully opened). The orientation and tilt
angle of a vehicle are quantized and sampled for 5 degrees.
Sample 2-D projection images of a 3-D vehicle model with
an opened door are shown Figure 4(a).

5.1.2 3-D Human Model
Similar to our 3-D vehicle model, a 3-D model is as-

signed per person in the scene. A human is described with
the following parameters: (x, y, size, orient, tilt, type,
color histogram, velocity). x, y, size, orient, and tilt of a
human are defined similar to those of a vehicle. Two types of
human models are used: walking and standing. In addition
to the 3-D human shape model, a color histogram is used to
detect and distinguish human objects [13] in order to han-
dle non-rigid human appearances. For human objects, we
calculate color histogram on three regions of humans such
as a head, an upper body, and a lower body. The velocity
is also calculated for tracked human objects to be applied in
Kalman filtering. The orientation and tilt angle of a human
are digitized and sampled for 90 degrees and 5 degrees, re-
spectively. Each 3-D human model at a frame is generated
based on these parameters. Sample 3-D human models of
two types are presented in Figure 4(b).

5.1.3 Human-Vehicle Joint Model
A human-vehicle joint model is constructed per scene by

considering the spatial relationship (e.g. occlusion) R of hu-
mans and vehicles. We construct a complete 3-D scene
model composed of multiple 3-D object models, so that its
2-D projection may be compared with the real image. A
3-D scene model essentially is a set of 3-D human and vehi-
cle models whose relative spatial relationships are described
with R.

The process to obtain a projection of a joint scene model
(given a particular scene state) is as follows: 1) Build a
blank canvas whose size is the same as the real image for
representing a scene model. 2) Choose object ck which does
not occlude any non-chosen object, based on R. 3) Draw



Figure 5: Example occlusion types generated based
on the simulation. Representative occlusion types
describing relationships among human, door, and
vehicle body are presented.

the 2-D projection of the object ck. 4) Repeat 2) and 3)
until all objects are drawn. That is, we are essentially draw-
ing all objects into a blank image in a particular order so
that an occluded object is drawn before the object occlud-
ing it. Drawing each object can be done using the 3-D hu-
man/vehicle individual models. Note that spatial relation-
ship R specifies which object is occluded by which, enabling
the overall joint model projection process.

To construct a complete projection of a 3-D scene model,
object-object spatial relationship (R) should be calculated.
The spatial relationship between humans or between vehi-
cles can be obtained based on xy-coordinates of the objects.
Based on the following criteria, we build R for each Sn us-
ing its C value. The two criteria for deciding relations of
human-human occlusion and vehicle-vehicle occlusion are:
1) If the feet of person cp

k1 are located under the feet of per-
son cp

k2 and two people are overlapped in an image, person
cp
k1 occludes person cp

k2. 2) If the center of vehicle cv
k1 is

under the center of vehicle cv
k2, vehicle cv

k1 occludes vehicle
cv
k2. Human-vehicle occlusion is more complex to process

compared to the other two types of occlusion, due to the
existence of doors. A relation between an overlapped hu-
man and vehicle (i.e. which is occluding which) is estimated
by comparing C with several simulated occlusion types. As
shown in Figure 5, we construct several representative oc-
clusion types with a rough simulation, and compare which
occlusion type matches the given C of the scene Sn best.
The depth order of the best matching occlusion type is cho-
sen to be the relation between the human and the vehicle.

5.1.4 Joint Image Likelihood
Here, we present how we actually compute the appear-

ance likelihood based on the projection of the joint model
described above. We compare the expected appearance (i.e.
2-D projection) generated from the 3-D scene model with
a real image. We measure the distance between the image
and the model for each object ck, and sum them to compute
the state-image distance. That is, assuming conditional in-
dependence among appearances of non-occluded object re-
gions given the 3-D scene model, we can calculate P (An|Sn)
as

∏
ck

P (An|M(ck)), where M(ck) is a non-occluded region

of object ck obtained in Section 5.1.3. P (An|M(ck)) can be
measured by calculating the ratio of the number of fore-
ground pixels of M(ck) to the number of foreground pixels
on the region (P (FLk |M(ck)) and pixel-wise color distances
(P (CLk |M(ck))). Thus, P (An|Sn) can be calculated as
shown in Equation (4).

P (An|Sn) =
∏

ck

P (An|(ck, R)) =
∏

ck

P (An|M(ck))

=
∏

ck

{P (FLk |M(ck)) · P (CLk |M(ck))} (4)

5.2 Dynamics Likelihoods, P (Sn|En) ·P (Sn|Sn−1)

In this subsection, we model two probability terms that in-
fluence the posterior probability, P (Sn|En) and P (Sn|Sn−1).
Intuitively, the former corresponds to the probability of the
‘event context’ supporting the states, and the latter speci-
fies the influence of the previous frame state to the current
state. We discuss how we model each of these terms describ-
ing scene dynamics.

5.2.1 Event Context, P (Sn|En)

As we have formulated in Section 4, the probability of the
scene in a particular state Sn is highly dependent on its event
context. The occurrence of an event at a particular time
interval (i.e. a pair of a starting time and an ending time)
suggests that the states within the interval must follow a
particular distribution; the state sequence must contextually
agree with the event. Here, we model such probabilistic
distribution of the interval’s states for each event class (i.e.
type). The goal is to assign scene states that match event
detection results with higher probability values.

Let a pair (ts, te) be a time interval of an event e. Then,
we model the distribution P (Sn|En = e) for all states of ts <
n < te to have a distribution learned from training examples
of the event e. Similar to the case of appearance likelihood
computation, we assume conditional independence among
objects in the scene as follows:

P (Sn|En = e) =
∏

ci

P (ci|En = e) ·
∏

cj

P (cj |En = null)

(5)

where ci are the objects involved in the event e, and cj are
the other objects. We assume that the event time intervals
do not overlap, meaning that there’s only one (or no) event
going on at a particular time frame.

We model each P (ci|En = e) based on training data. We
assume that all states within the event’s interval show an
identical probability distribution, ignoring their temporal
order. Given a set of example state sequences corresponding
to the event intervals, P (ci|En = e) is learned by consider-
ing all observed ground truth states to be sampled from the
same distribution. More specifically, we model P (ci|En = e)
to have a 3-dimensional distribution where the first dimen-
sion specifies whether the object ci is in the scene and the
other two dimensions specify the relative XY-coordinates of
the object. As a result, the system makes certain spatial lo-
cations more probabilistically preferable than others for the
object during the event interval. Our event context has an
effect of narrowing down the state search space, making the
scene state tracking process more efficient and reliable.

In principle, our proposed methodology is able to cope
with any number of events as long as their state distributions
can be learned. However, in this paper, we have chosen the
three events which most effectively benefits the scene track-
ing process for computational efficiency. The defined events
are 1) a person gets out of a vehicle, 2) a person approaches
and opens a door of a vehicle, and 3) a person is sitting
inside a car. For example, in the case of the third event,
the distribution of the locations of the person ck during the
event’s time interval will be modeled to be centered at the
seat. Thus, our event context consideration process will up-
date all P (Sn|En) within the interval so that it penalizes the
states representing the location of the ck to be somewhere
else. All of this is done by learning the distributions based



on training examples.
We discuss more about how we actually detect events’

time intervals and take advantage of them in Section 6.

5.2.2 Previous State, P (Sn|Sn−1)

The term P (Sn|Sn−1) describes the probability of the ob-
jects (i.e. humans and vehicles) in a certain scene state Sn,
given their state at the previous frame n − 1. Our system’s
consideration on the previous state is done in a straight for-
ward fashion. Similar to previous tracking algorithms [13, 8],
our system assumes linear movements of objects. Based on
the XY velocity of the object, the distribution of P (Sn|Sn−1)
is modeled to have a Gaussian distribution centered at the
expected location using the previous state.

6. MAP SEARCHING BY MCMC
In this section, we present an algorithm to search the

scene state Smax
n providing the highest posterior probabil-

ity at time frame n. What we presented in Section 5 is a
method to compute the posterior probability of each scene
state Sn, and we now search for the optimum state among
them. A trivial approach is to perform brute force search-
ing. However, the high dimensionality of our solution space
requires a fast maximum-a-posteriori (MAP) searching al-
gorithm. Markov Chain Monte Carlo (MCMC) has been
widely used in complex tracking systems for efficient MAP
searching. We apply the following three procedures to search
MAP.

6.1 Markov Chain Monte Carlo Dynamics
Our MCMC algorithm searches for the best scene state

at each frame. It randomly applies one of the predefined
moves to Sn, iteratively updating the Sn for hundreds of
rounds while searching for the one with the highest prob-
ability. We have adopted a Metropolis-Hastings algorithm
with reversible jumps [2]. At each iteration, our Metropolis-
Hastings algorithm applies a randomly selected move to an
individual object state ck of Sn to obtain S′, which will ei-
ther be discarded or accepted as the new Sn. The initial
value for Sn is set to be Sn−1, and is iteratively updated.
The prior probability of selecting a human as ck to update is
0.9 and that of selecting a vehicle is 0.1. The list of MCMC
sampling moves are as follows:

1. Object addition hypothesis. Randomly select a
vehicle or person to be added in the scene. All pa-
rameters of an object are randomly chosen from prior
object parameter distribution, except for the position
(x, y). The center position of an object will be ran-
domly located on the foreground pixels.

2. Object update hypothesis. Change parameters of
objects based on their prior probability distributions.
For human objects, the values of x, y, size, type, and
orient are updated. The other parameters are auto-
matically calculated using the knowledge of the camera
model and the ground plane. For vehicle objects, the
values of x, y, size, orient, type, and door are updated
as well.

3. Object removal hypothesis. Randomly select a ve-
hicle or a person to be removed from the scene.

Figure 6: Example candidate scene states, S′,
obtained during our MCMC iteration. Various
MCMC sampling moves have been sequentially ap-
plied to search for an optimal scene state, Smax

n .

At every iteration of the dynamics, the system updates
object-object spatial relationship (R) from the updated in-
dividual object states (C). Therefore, the system can obtain
a new scene state (S′) and calculate P (On|S′) ·P (S′|Sn−1).
We accept the scene state S′ for Sn if the P (On|S′)·P (S′|Sn−1)
is larger than P (On|Sn) ·P (Sn|Sn−1). The experimental re-
sults are obtained after 200 iterations. Figure 6 shows an
example iteration of our MCMC process.

6.2 Event Detection
In order to search for the scene state providing the maxi-

mum posterior probability, events occurring during human-
vehicle interactions must be detected. The detected events
will enable the computation of the dynamics likelihood prob-
ability using event context (i.e. Subsection 5.2), making
our system able to track detailed scene states. In principle,
any of the existing activity recognition methodologies can be
adopted for the detection of events. In our implementation,
events are recognized using a rule-based elementary detector
with a simple criterion; our elementary detector is activated
(i.e. it detects an event) by checking whether the previous
state Sn−1 satisfies the encoded rules of the event. That is,
we say that the event is occurring if the rules are satisfied
and use this information as an event context to compute the
state probabilities.

Note that the detector is activated at a particular time
point, instead of fully providing events’ intervals. In gen-
eral, the detector is activated either at a starting time or
an ending time of the event depending on its characteris-
tics. No exact time interval is provided, and most events
are detected ‘after’ the event has occurred. This implies
that the probability computation using the event context
presented in Subsection 5.2 is difficult in a standard forward
inference process. It is not capable of recalculating the past
states even if the system later finds that an event has oc-
curred in the past frames. This situation occurs commonly
for the detectors which are difficult to compute exact occur-
ring time intervals (e.g. traditional hidden Markov models),
and hence we present a forward/backward probability up-
dating process in the following subsection. The motivation
is to dynamically update future (or past) frames that are
expected to be within the time interval until the event con-
ditions are violated.

The detailed detection criteria of our three events, “a per-
son getting out of a car,”“a person approaching and opening
a door of a vehicle,” and “a person sitting inside a car” are
as follows:

1. A person getting out of a car. The event of “a



person getting out of a car” is detected at time te,
which is the ending frame of the event’s time interval.
The detection rules are 1) a new person appears near
a door d and 2) the door d is open. That is, we assume
that the new person came out from the door.

2. A person approaching and opening a door of
a vehicle. The event of “a person approaching and
opening a door of a vehicle” is detected at time ts,
which is the starting time frame of the event’s time
interval. The detection rules are 1) a person from out-
side the scene boundary approaches a door d (i.e. their
distance becomes small) and 2) the door d was closed
at ts. The event continues until the person disappears
or the distance between the person and the vehicle be-
comes larger than a threshold.

3. A person sitting inside a car. The event of “a per-
son sitting inside a car” is detected at frame ts (i.e.
starting time), when the following conditions are sat-
isfied: 1) a person ck disappears near a door d at frame
ts and 2) the door d was opened at frame ts. The event
continues until the person reappears from the door.

6.3 Updates with Backward Tracking
As mentioned in the previous subsection, many events

tend to be detected ‘afterwards’, making the MCMC-based
MAP state computation with event context difficult. What
we present in this subsection is a methodology to support
our event context-based scene state tracking by compensat-
ing for such late detections using a backward re-tracking
process.

We say that an event has a forward characteristic if it is
detected at its starting time, and has a backward character-
istic if it is detected at its ending time. Basically, unless an
event having a backward characteristic occurs, our system
progresses the computation of MAP states in a forward di-
rection using the MCMC-based algorithm presented in Sub-
section 6.1. This process is similar to hidden Markov models
or other sequential state models. The system assumes that
no event is going on, if no forward event has been detected
(it may later correct it if an event with a backward charac-
ter is detected afterwards). If a forward event e is detected
at frame ts, the system records that the event is starting to
occur from the frame ts and considers the event context for
each frame n such that ts < n. This event context considera-
tion (i.e. En = e) is applied for future frames, as long as the
conditions of the event are satisfied, influencing P (Sn|En).

The backward probability update process is described as
follows. Once a backward event is detected, our system initi-
ates the tracking process in the backward direction, starting
from the frame te where the event is detected. That is, we
update (or re-estimate) the scene states of frame n such that
n < te. Leaving non-related objects cjs unchanged, the sys-
tem recalculates P (ci|En = e) for event related objects cis at
frame n and recomputes P (Sn|On) to search for the MAP
state. This backward traversal process is continued until
the event conditions are violated. For example, in the case
of the event ‘a person getting out of a vehicle’, the back-
ward traversal is continued until the person disappears in
the backward tracking process (i.e. until the system reaches
the frame where he/she comes out of the vehicle for the
first time). Figure 7 shows an example backward tracking
process. For computational efficiency, we concatenate the

Figure 7: An example backward tracking process
initiated by the event ‘a person exiting a car’.
The event triggers the backward tracking, success-
fully correcting previous scene states to contextually
agree with the event.

backward process for a certain amount of frames (i.e. de-
lays the initiation of the backward tracking mode), so that
the backward updates can be done at once without having
a duplicate update process.

7. EXPERIMENTAL RESULTS
We tested the system’s ability to track scene states from

videos of humans interacting with a vehicle. We generated
a dataset of 20 video sequences for our experiments. Each
video sequence includes one vehicle and one to four inter-
acting persons. Each person either enters into or gets out
of the car (or both) in a video at least once. The videos
were filmed at 12.5 frames per second with the resolution of
360 by 240 pixels. Five different actors participated in the
experiment, and a total of 2535 frames have been collected.

In each sequence, an actor interacts with a vehicle at least
once and at most twice. In the first 12 sequences, each actor
appearing in the scene (note that there can be 1 to 4 actors)
performs both ‘entering’ and ‘exiting’ interactions. In the
other 8 sequences, only one interaction is performed per ac-
tor. Among 20 sequences, 6 videos were taken with a single
actor, another 6 videos contain two actors, and the other 8
videos were taken with four actors. As a result, a total of
36 entering and 35 exiting interactions are performed. The
videos with four actors are particularly challenging, since
multiple persons participate in the interaction with the ve-
hicle body and doors, occluding each other as we can observe
from Figure 8(c).

We have measured the tracking accuracies of all persons
appearing in the videos. For each person, the system esti-
mates his/her trajectory using our approach and compares
it with its ground truth trajectory. The tracking process at
each time frame is said to be correct if the tracked bounding
box of the person overlaps more than 75% of the ground
truth bounding box. For each estimated trajectory, we find
the longest interval in which the object is correctly tracked.
We define the tracking accuracy as the length of this longest
interval divided by the length of the entire ground truth tra-
jectory. The tracking accuracies of persons are averaged to
measure the mean accuracy of our system.

We have compared our system with a baseline system sim-
ilar to [13], which considers occlusion among persons and
uses MCMC to solve the tracking problem. This system
does not take advantage of a 3-D vehicle model or event
context, and tracks objects purely in terms of human mod-
els. The objective of this implementation is to compare our
system with others to confirm the advantage of our new sys-



Figure 8: An example of tracking results on humans
interacting with a vehicle in various environments:
(a) one person exits and enters a car, (b) two people
enter a car, and (c) four people exit a car.

Table 1: Composite interaction recognition results
Scene Avg. Tracking Accuracy Number of

condition Previous system Our system Frames

1 person 85.4 % 92.0 % 852

2 persons 85.2 % 93.3 % 788

4 persons 67.5 % 81.5 % 895

Total 79.1 % 88.7% 2535

tem using event context.
Table 1 shows the overall tracking accuracies of the two

systems. Our approach clearly outperforms the baseline.
The previous method performed particularly worse for videos
with four persons. This is due to its inability to analyze de-
tailed scene states with severe human-vehicle occlusion. We
are able to observe that the use of 3-D scene state models
and event context benefits the system greatly. The tracking
accuracy of one-person scenes and that of two-person scenes
are observed to be similar. This result is because of the
fact that the occlusions in two-person scenes are not severe:
each of them usually gets in or out of the car from a differ-
ent direction. Therefore, the difficulty of tracking humans
in one-person scenes was similar to the one in two-person
scenes.

Figure 8 shows example tracking results of human-vehicle
interaction videos. Actors appearing in the videos are tracked
very accurately by our improved tracking system. Tracking
of one person in Figure 8(c) failed at the beginning of his
appearance, but the system was able to recover quickly.

8. CONCLUSIONS
We have presented a methodology for analyzing a sequence

of scene states from videos of human-vehicle interactions.
We developed a probabilistic framework for scene state track-
ing using 3-D scene models, identifying detailed configura-
tions of humans and vehicles appearing in videos. Further-
more, we introduced the concept of event context which ben-
efits the scene state analysis process greatly. Interplays be-
tween event detection and state tracking are explored prob-
abilistically, providing better results in the experiments.
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Ministry of Knowledge and Economy (MKE) and the Ko-
rea Evaluation Institute of Industrial Technology (KEIT)
[10035354 The Development of Autonomous Navigation Sys-
tems for a Robot Vehicle in Urban Environment].

9. REFERENCES
[1] I. J. Cox and S. L. Hingorani. An efficient

implementation of Reid’s multiple hypothesis tracking
algorithm and its evaluation for the purpose of visual
tracking. IEEE T PAMI, 18(2):138–150, 1996.

[2] P. J. Green. Reversible jump Markov chain Monte
Carlo computation and Bayesian model
determination. Biometrika, 82(4):711–732, 1995.

[3] I. Haritaoglu, D. Harwood, and L. S. Davis. W4:
Real-time surveillance of people and their activities.
IEEE T PAMI, 22(8):809–830, 2000.

[4] Y. Ivanov, C. Stauffer, A. Bobick, and W. Grimson.
Video surveillance of interactions. IEEE Workshop on
Visual Surveillance, 0:82, 1999.

[5] S. W. Joo and R. Chellappa. Attribute
grammar-based event recognition and anomaly
detection. In CVPRW, 2006.

[6] J. T. Lee, M. S. Ryoo, and J. K. Aggarwal. View
independent recognition of human-vehicle interactions
using 3-d models. In IEEE Workshop on Motion and
Video Computing (WMVC), 2000.

[7] S. Park and M. M. Trivedi. Analysis and query of
person-vehicle interactions in homography domain. In
ACM International Workshop on Video Surveillance
and Sensor Networks (VSSN), pages 101–110, New
York, NY, USA, 2006. ACM.

[8] M. S. Ryoo and J. K. Aggarwal. Observe-and-explain:
A new approach for multiple hypotheses tracking of
humans and objects. In CVPR, June 2008.

[9] C. Stauffer and W. Grimson. Adaptive background
mixture models for real-time tracking. CVPR, 2:2246,
1999.

[10] S. D. Tran and L. S. Davis. Event modeling and
recognition using markov logic networks. In ECCV,
pages 610–623, 2008.

[11] A. Yilmaz, O. Javed, and M. Shah. Object tracking:
A survey. ACM Computing Surveys, 38(4):13, 2006.

[12] T. Zhao and R. Nevatia. Tracking multiple humans in
complex situations. IEEE T PAMI, 26(9):1208–1221,
2004.

[13] T. Zhao, R. Nevatia, and B. Wu. Segmentation and
tracking of multiple humans in crowded environments.
IEEE T PAMI, 30(7):1198–1211, 2008.



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveEPSInfo true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /AgencyFB-Bold
    /AgencyFB-Reg
    /AmiR-HM
    /Arial-Black
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialRoundedMTBold
    /Batang
    /BatangChe
    /BlackadderITC-Regular
    /BodoniMT
    /BodoniMTBlack
    /BodoniMTBlack-Italic
    /BodoniMT-Bold
    /BodoniMT-BoldItalic
    /BodoniMTCondensed
    /BodoniMTCondensed-Bold
    /BodoniMTCondensed-BoldItalic
    /BodoniMTCondensed-Italic
    /BodoniMT-Italic
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /BradleyHandITC
    /CalisMTBol
    /CalistoMT
    /CalistoMT-BoldItalic
    /CalistoMT-Italic
    /Castellar
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /ComicSansMS
    /ComicSansMS-Bold
    /CopperplateGothic-Bold
    /CopperplateGothic-Light
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /CurlzMT
    /Dotum
    /DotumChe
    /EdwardianScriptITC
    /Elephant-Italic
    /Elephant-Regular
    /EngraversMT
    /ErasITC-Bold
    /ErasITC-Demi
    /ErasITC-Light
    /ErasITC-Medium
    /EstrangeloEdessa
    /ExpoM-HM
    /FelixTitlingMT
    /ForteMT
    /FranklinGothic-Book
    /FranklinGothic-BookItalic
    /FranklinGothic-Demi
    /FranklinGothic-DemiCond
    /FranklinGothic-DemiItalic
    /FranklinGothic-Heavy
    /FranklinGothic-HeavyItalic
    /FranklinGothic-Medium
    /FranklinGothic-MediumCond
    /FranklinGothic-MediumItalic
    /FrenchScriptMT
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Gautami
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Gigi-Regular
    /GillSansMT
    /GillSansMT-Bold
    /GillSansMT-BoldItalic
    /GillSansMT-Condensed
    /GillSansMT-ExtraCondensedBold
    /GillSansMT-Italic
    /GillSans-UltraBold
    /GillSans-UltraBoldCondensed
    /GloucesterMT-ExtraCondensed
    /GoudyOldStyleT-Bold
    /GoudyOldStyleT-Italic
    /GoudyOldStyleT-Regular
    /GoudyStout
    /Gulim
    /GulimChe
    /Gungsuh
    /GungsuhChe
    /H2gprM
    /H2gsrB
    /H2gtrE
    /H2gtrM
    /H2hdrM
    /H2mjrE
    /H2mjsM
    /H2mkpB
    /H2porL
    /H2porM
    /H2sa1M
    /Haettenschweiler
    /HeadlineR-HM
    /HYmjrE
    /Impact
    /ImprintMT-Shadow
    /Kartika
    /Latha
    /LucidaConsole
    /LucidaSans
    /LucidaSans-Demi
    /LucidaSans-DemiItalic
    /LucidaSans-Italic
    /LucidaSans-Typewriter
    /LucidaSans-TypewriterBold
    /LucidaSans-TypewriterBoldOblique
    /LucidaSans-TypewriterOblique
    /LucidaSansUnicode
    /MagicR-HM
    /MaiandraGD-Regular
    /Mangal-Regular
    /MicrosoftSansSerif
    /MingLiU
    /MoeumTR-HM
    /MonotypeCorsiva
    /MS-Gothic
    /MS-Mincho
    /MSOutlook
    /MS-PGothic
    /MS-PMincho
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /MS-UIGothic
    /MVBoli
    /NewGulim
    /NSimSun
    /OCRAExtended
    /PalaceScriptMT
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Papyrus-Regular
    /Perpetua
    /Perpetua-Bold
    /Perpetua-BoldItalic
    /Perpetua-Italic
    /PerpetuaTitlingMT-Bold
    /PerpetuaTitlingMT-Light
    /PMingLiU
    /Pristina-Regular
    /PyunjiR-HM
    /Raavi
    /RageItalic
    /Rockwell
    /Rockwell-Bold
    /Rockwell-BoldItalic
    /Rockwell-Condensed
    /Rockwell-CondensedBold
    /Rockwell-ExtraBold
    /Rockwell-Italic
    /ScriptMTBold
    /Shruti
    /SimHei
    /SimSun
    /Sylfaen
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Tunga-Regular
    /TwCenMT-Bold
    /TwCenMT-BoldItalic
    /TwCenMT-Condensed
    /TwCenMT-CondensedBold
    /TwCenMT-CondensedExtraBold
    /TwCenMT-Italic
    /TwCenMT-Regular
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /Vrinda
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /YetR-HM
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /Unknown

  /Description <<
    /FRA <>
    /JPN <FEFF3053306e8a2d5b9a306f30019ad889e350cf5ea6753b50cf3092542b308000200050004400460020658766f830924f5c62103059308b3068304d306b4f7f75283057307e30593002537052376642306e753b8cea3092670059279650306b4fdd306430533068304c3067304d307e305930023053306e8a2d5b9a30674f5c62103057305f00200050004400460020658766f8306f0020004100630072006f0062006100740020304a30883073002000520065006100640065007200200035002e003000204ee5964d30678868793a3067304d307e30593002>
    /DEU <>
    /PTB <>
    /DAN <>
    /NLD <>
    /ESP <>
    /SUO <>
    /ITA <>
    /NOR <>
    /SVE <>
    /ENU <>
  >>
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


