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A Study on Advanced "Connected Studio"
~Advanced TV Program Generation System with Multi-player
Virtual Joining Style~

SEIKI INOUE MAM ORU DOKE HIROYUKI KANEKO

‘We have been doing r esearch on a new TV service by video content production and network technologies based on TVML (TV
program Making Language) technologies. We have already developed a virtual TV program joining system called "Connected
Studio", which enables viewers to virtually join into TV program as CG avatars through network. This time, we have considered
about improvement of this system for increase of avatars and easy production of avatars on user side.
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Figure 1 Animation by TVML player.
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Figure 2 Outline of Connected Studio.
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Figure 3 Program examples.
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Figure 4 Ability of character display.
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Figure 5 Display of characters using multiple PCs.
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movie: open(name=back, filename="Capture")
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Figure 6 Generation of CG character with user's face image.
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(a) Character production.
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Figure 7 Character production and operation on user terminal
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Figure 8 Execution on mobile terminals.
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