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DOACOM-AR: A Remote Communication System that can Move
Within the View of a Dialogue Partner Using a Real Frame
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Abstract: For remote communication in AR space, we have developed a method that can express three-
dimensional movement of the image which is displayed in the view of the person who interacts by using a
real frame. The system is targeted for remote communication using an optical see-through HMD and a PC.
The visual representation of the free movement in the view of a dialogue partner can be pointed directly to

an object present in a remote area.

1. EL®IC

PEROETAF ¥ v M, BRI THEHFE
EDODEEM IR Z KU T U S MEMARH D, Ll
ZOMEEWRET S0, BAEEMETAF vy MY
TOAERRFL TS, U, BEIFLETIHENLT
EEH L DB O T VD LD BRRREITOIETAF v
NATLTHD. RTEHOEHAVE T =A% HW
[R7 L] TIE, BORIERIZE Y EREHIZE T 2 FHEEE
FUORABEOM EASHERINT NS [1]. E@Eficsir s
S EERB U TR aA Z) Tlk, EBEOZERIC
B SALEBREZZEL MR 2 ER TS Z LT, HHFOD
ZERNTRA L ZZRHE ] 2525 2 EDHERINT NS [2].
o, INHDOYATATIE, RT7TOPNLEEZDIETZ

LOREILRE R Y AT AT AR
Graduate School of Systems Engineering, Wakayama Uni-
versity

2 RRRILREE Y AT AT
Faculty of Systems Engineering, Wakayama University

a)  hamaue.hiroki@g. wakayama-u.jp

© 2017 Information Processing Society of Japan

LT, HFEOZEBIZHDEDZIERTIIENAGETH 5.

UL, ZN56DY AT ATIREHROF TORRTHY,
EBOEMIFET 2R ZERERTHI LI TER
Mol Fi, B TWD &S RBMGEEREZHVTWL
72728, EREEIZITE LU TWEN> . 2T, KRB
TR ILDOREAHEZSHEL, ARBM2HWE Z L
T, EEMICFET YR ZEEERL, NEHTOER
WP RRINDETAF Y Y NV AT LRRET D,

2. BEhEMR

ETAF ¥y MIBWTEERZ A L3R5 7200, iz
FAW bR % RFEDREINT WS, Tang 5D VideoArms
TlE, HELTWDIEEMES EIZH D BOBE % W 55HEF
ICERTDZEIZ&Y, WEEHFLOEZERZHERT S
ZENHEETH D [3]. KPESD PopArm Tl, XEHFHF
OGN SR HA TERLL 20D XD IIRES Z
Lok, BEBREZLTYATLATHD [4]. ERIEIE
7BiE AW THFEEHFRIOZM %2R T D 2 L BAEETH
%. HANDY System TIEHIHE O F O % WEEHFO

336



Ho\oLE.V\S

M1 ave7h

HEHFOBOBUE L AEDESD 2 £ T, HFIEBOM L
(o7 5. THLOWEIZEY, EFAF vy MBw
T & K EFHF ORI R A X € 5 PSRBT LY
BIENPPoTVS. Linl, ZHEDFRETIEL—F
PHFOEIIC A RAIES 2 L IETERL.

3. K7L AR

3.1 ave7Sh

M1UIIREV AT LDV T N2RT. @i 5 e
AXIND D —Y D HoloLens ZfifHT 2 Z&i12kY, H
BOHROFITH L RO I FEHFENENS & 5 MG
FEEFRRTD. Y, EBIZITEEN SR R
AUTORB>TNWD LD REHEZTS. RTHUIRZRS
e DR SHERARE U TO/RE 2D, R 7 HANERD B
BIZBITEDH D 3 DML 322 LT, FHEHMAREET
A<, RT7HONIBIZZEZMAE LTS & D RRBE2T
S. WSRO R7 AL LFBRIC, RTHZEETLIMOL—
WL, RT7BRE2HEATHYY 2 EREHIALEAIEE 2L
MHRETH D. /7, EBORTHE2BHITLI Iz &
D XFEEFOMROFE ZRCHICHBICBEIT S Z A8
AHETHD. RTHEHOTEMZERTAIAY AT AD
RIFIEZHND Z T, NEFEHFORRYA X, XH:
WD E2 ERFEHTF O BB T S RN,

3.2 YRT LR

REVATLADY AT LEKER 2 IZRY. KV AT
A%, T4 ATV A, PC, Kinect, Bflf V2T x—2,
HoloLens % A\ 3. Kinect {2 & V) 775 —liffk, HE &
ZHF 9 5. Kinect 26 BELNALEHRM S, Bll1 &
7z — A% A9 5. HoloLens (2 &Y /77 — iR, 2=
15 % IfE 9 5. Kinect & HoloLens 255 6 N7z E#H %
FAWT, RT7ERTHNBOBG % ZMIZEETS. K7L
R7 WO A 7 —HEE & FEEFBHRE WS Z & T,
SIRTEEHEANE BT D, SRR G EZ KT S Z &
T, RT7OBUZEMM»EL, xR F %2 M RICRE
T2 ENAHEE R D.

© 2017 Information Processing Society of Japan

Display pc

skt TR

EX S 1

B2 YAFLREEK

3 HoloLens ffil L —¥ DO Fak

4 MDY % R RBIE

3.3 EREBICBFIAI V9S50 aY

HoloLens il L — 4 D54 % X 3 1279, HoloLens
il —HITiE, RTHTRY) SN 55HF OB R A ZE h
ERELTVWD EDICERRINS. RT7THRENI—YIX
T4 ATV AIZFKR XD HoloLens {f] 2 — 5 D457 Sk A
RS, RTHEBRETS. RTHNLFEMIETZ
ET, kD R7 oL LFBRIC, EEEFNOYIZENDS
RIIREFEFNOY 2 2T RANTRETHS. H41Z
EiEEE O & LT REMGEZRT. /2, BRAIND
A=W R 7RO hET AT 2 & WAEEIZ AR S.

4. FED

AfETld, AR Effiz W TRl 2T oR<E T
FF ¥ NATLAERELZ. AV A5 AL, HoloLens

337



2 HOWTHEMET EWFEHTFOERICH N2, 2—FD
BHFUIEHBRRT DI EBATRTHD. ZOFHEIZELY,
I FIE S MR 2 EEHRR T2 Z e ARE L B o /.

SE

(1]

2]

B3]

(4]

T BHEE  @5ERRBEETAFYY MBI
PedD 3 T LB H) & HAEDE, EMUBF 25,
Vol.54, No.1, pp.249-255(2013).

W E E S5 E BoEERY T AT Yy MBS
ANz 522 ZRuE BB R, BMALES & 5mSCGE,
Vol.57, No.1(2017).

Anthony Tang, Carman Neustaedter, Saul Greenberg:
VideoArms: Embodiments for Mixed Presence Group-
ware, Proc. of BCS HCI 2006, pp.85-102(2006).

Ko fat, B —&, il 2 : PopArm: SARBUEDHES
DEEIZE DY =V Y VT L T L ¥y A0, R
HYEA AV 8573y 2015 i, pp.38-46(2015).
Igor de Souza Almeida, Marina Atsumi Oikawa, Jordi
Polo Carres, Jun Miyazaki, Hirokazu Kato : AR-based
video-mediated communication : A social presence en-
hancing experience, SVR2012, pp.125-130(2012).

© 2017 Information Processing Society of Japan

338



