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The Trends of Mixed Reality based Groupware

Yuichi BANNAI, Hiroyuki YAMAMOTO, Hiroaki SATO

Mixed Reality (MR) technology, which enables to merge virtual environment and real
environment seamlessly, is recognized as a breakthrough of the limitations of traditional
Virtual Reality technology. It is possible to create variety of collaborative space using MR
technology. We review previous groupware researches from the viewpoint of MR, and
describe the future groupware based on MR.
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