Vol. 46 No. 7

goooooooo

July 2005

doboooboooboobuobouobbooboobod

ot

000000000o0o0oo0oooooooooooOobOoOoOOoOOooOOoOODO0O0O0O00b00000D
gooooooooooOoOoO0oO0Ob0o0o0o0o0bobocobooO0o0ooooooooooooooooooo
gooooooooooooooOOoOOCOOCOOCOOOOOOOOOOODOoOoOoOoooooooo
gooooooooooOOoOoOoOOOOObOO0OO0O0O0000oooooOooboobooOOoboOoOoooooooo
goooooooooooooOooOoOoOOOOOO0OOOOCO ocOOOOOOODOODOOOD 20
goooooooooooooooooOoboOoOoOooooOo1030oooooooboboOoooooo
0000000 20000000 0000000000000000O000O0O0OCOCOOOOODOO
goooooooooOoOoO0oO0oO0oO0o0oO0OoobOO0 100000000 oooOoO0O0ObOO0OoOoOooboo
000o0o0o0ooooooooooboooo 20000000000000000000000000
gooooooooobobooosoooobooobo0o0ooooooooooOoOobobooOo0o00ooooooo
goo0ooooooooOoOoOoOoO0o0oO0oOoOoOoOoOoOOOOOOOOOO0OOOO0OO00O0O0O0O00o
ooooooooooood

Explanation of Togetherness in Video Communication System
Cognitive Modes

OSAMU MORIKAWA

‘We have to know how people understand and use the communication environment to use it
effectively. In this paper, we will analyze how to recognize the screens of each communication
system using synthesis image for togetherness, and explain the mechanism of togetherness
with partners. We will turn our attention to the difference of relative position among reflec-
tions, and define the cognitive mode of communication by it. Mode 0 is the condition that
participants ignore the relative position between own reflections and others on the screen at
all. Mode 1 is that they don’t ignore but understand it as 2-dimmension and use it. Mode
2 is that participants understand the screen image shows 3-dimension and positively use the
relative position among reflections for communication. In mode 0, participants feel that the
remote partner is at deferent place or just on the screen although s/he is on the screen and
can talk with. In mode 1, they feel that the remote partner is not in same space although
they are displayed in the same screen. In mode 2, they understand the image displayed the
same space and they strongly feel the togetherness with remote partner. We will take the
HyperMirror as the communication system which contains 3 modes, explain the conversation
examples in each model.
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Fig.1 HyperMirror system used to the observations for

seven years.
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Fig.2 The participants who feel togetherness act similarly

to in a same room. There is a woman in the remote

place. The man trying to tap her on the shoulder,
and the man turning around to make her notice.
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Fig.3 Two kinds of interpretations of one relative position

among reflections. Generally, it is interpreted that

“HIS 2000” and a man are in another space (left).

However, it can be interpreted that they are in a

same space when they have interaction (right).
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Fig.4 The change of the interpretations of Figure 3-

left, before and after watching Figure 3-right. After
watching the scene of the interaction between the
man and “HIS 2000”, people change thier interpri-
tations from that “HIS 2000” is in a same 2 dimen-
tianal space with the Japanese character “O007 to
that it is in a same 3 dimensitonal space with the

man.
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Fig.5 A visitor whose reflection overlaps an experi-
menter’s reflection, without consideration a relative
position of the reflections. The experimenter makes

her to stand at a suitable position.
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Fig.6 A visitor who points a TV by putting his hand for-

ward. By his friend’s advice, he puts his hand back-
ward. His interpretations changes from mode 1 to
mode 2. He enjoys talking with his friends by us-
ing a relative positions among reflections, such as
tapping on the shoulder.
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Fig.7 The visitor bends the waist, and crosses in front of

the experimenter while apologizing.
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Table 1 Three cognitive modes in HyperMirror

conversation.
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Table 2 Points to notice for setting of HyperMirror
conversation.
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