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HyperMirror Pointing Accepted Easily

OsAMU MORIKAWA,t YUKIO FUkul,t JULI YAMASHITAt
and SHIGERU SATOf

People often use pointing while talking. In video conversation, pointing is difficult to trans-
mit correctly. People tend to talk without body language. In our HyperMirror system all
participants and all objects have relative positional relationships with each other regardless
of physical location. They can take advantage this relationship during conversation. For
example, by pointing to an object on the HyperMirror screen. But, if it is difficult for them
to learn and use pointing, they will not use the action. In this paper we confirm that people
accept and use pointing in HyperMirror. In the experiment, we gave subjects the task of
instructing their partner to move to 4 predefined objects using the HyperMirror system, and
we observed the process of their learning and accepting HyperMirror pointing. We found that
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93% of subjects execute the task using HyperMirror pointing by the forth object.
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Fig.1 An example of HyperMirror conversation.
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Fig.2 A HyperMirror image by optical synthesis.
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Fig.4 A desktop type of HyperMirror system. A 14in.

LCD and a small camera. A seen teaching how to

use a remote controller.
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included speaker were used.
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Fig.6 A connection of a HyperMirror-II system.
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Fig.7 An example of tasks
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Fig.8 Five kinds of instructions and their transition.
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Fig.9 Distributions of instruction types. 93% of subjects executed the task
using HyperMirror pointing (VF or V — VH) by the forth object.
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Fig.10 Stages of learning the HyperMirror pointing.

ooooobooooooooobooooooonooo
goooooocooooooooooooooooon
oooooooooobOOb0OO0O0oOoOooboooboOoOon

ooooboooooooooboobooooooooo

oooooooooooooboOooooboooooo
0000000000000 ooooog WISIWYSO
oo0oooo0O0O0000000 WISIWYSO O
gooooboboobobooooooooooboooon
goooooboooooboooobooooobooobooo
ghboocoobOoobocuobooooobooOooooooobooo
goooooooooooobocoooboonowobooon
goboooobooooooobooboo 203000
ooocoooooboooooOoOoooboboboooooboog
ooooo



1296 goooooooo

uobooooooooboobooooboooooo
gbooobooooobooooobobooboboOobooo
gooooooooobooboooooobooboooo
goobooooooooooooobooooooboo
goobooboooooooooboooooooooboon
oooboooooooobobbooooooooobo
Oo0O00ooO0oooooooooowisiwysono
goooooooooobobooooooboooooo
goooobooooooooooooboooooon
gooooooooooooooooo
ooooooooooooo7%bovooo FV
gboobooooooooobobobooooobooon
gboooooobooooooboooooooooo
gooobooooooobobooooooooooooon
gboooooocoobooooooooooobooognn
goooooOoooooooooooboobobooo
gboooboooo0oooobDooooboDboOoo
goboooooooooooooooooo

7. 0000

oooooooooooooooobooooooo
goboboooooooboboobooboooboooooo

ooboooooooooooooooobooobooo
goboooooocooooboobo400000000
oooobbooooooooooooboooooboooDo
00000040000000000000 93%00
goooooooooooooooo
gobooboooboooboooobooobooooooon
o000 7'Oo0o00o0o0ooO0oo0oooOoooooo
goooooooooboobooooOooboobOoobo
gboooobooobooooobooo0oooooobooon
gooobobooooooboooooooooooboo
gooooooooo

gobooboooooboooobooooooboooon
goboooooooooooboboooooooon
gooooOoooooooooboooooobooo
gooboooooOoOo0obOoO0ooooDbOogD40o0
goooooooooooboooooooboobooon
gboobooooboonooooooooboooon
gooooboobooooooocoooocooooooon
gboobooooooboooooooboobooo
oobooooboooooboooooooooooo
goooooooooooooobooooooobooo
oboooooooobooooooboooooooboo
gobooooooo

May 2000

Tl |

011 0000000000000
Fig.11 An example of HyperMirror dialogue of

a customer and a carpenter.
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