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I nfor mation Presentation System with an Agent “BReA”
Transferable between Real and Virtual Communication.

YUSUKE KANAI"' HIROTAKA OHSAWA™ MICHITA IMAI'™?

‘We propose an information presentation system using an agent “BReA”, whose body presents and transferring itself between real
and virtual environment. Previous studies confirmed that Humans more agrees with the recommendation with regard to real
world object from real agents (e.g. robots) than from virtual agents (e.g. CG characters), and more agrees with the
recommendation with regard to images on a display from virtual agent than real agent. Although some information presentation,
for example digital signage, needs to refer real objects and to refer images, which is the copy of real objects, on display at the
same time. BReA can present information effectively because of its body transferring real and virtual world smoothly. We
conducted a field test to confirm the effect of BReA’s presentation in a supermarket in Keio University. BReA made its present in
a supermarket, and we observed the customers reaction. This paper sums up the result of customers reaction.
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WL <, FREFEREAT A FIZI &M< ey 9 KA
W5 &L, W N2 Witx=—Y x> MIATA KO
TR 2 B CIE T 2 &N TEC, BRE A T4 Rigs| &
HIHNEVSHERH L] EFHHLTWDH[12]. BLED
Lo BERIFIRE A/ INThOT—V =0 FEBEAT D
DERET D) A CTEERLEL D, Fi2, 2 Kooz —
Cxr e33R FOWFEEAL, FHARIC
NEeA U ET I arTHVATABBEEINTND.

Ogawa HlE PDA X°u Ry M LI 2K o/lco—Y =
VIERBIK L CRHE AR EXET D5 AT A [ITACO) %
BAZE L72[13]. ==Y v MNEBEA R AT 4 TROT /XA A
WCIRIETE 5720, 2—FOMKPEFLEETE, 21—

669



PICE S TZBREOHEL IR TE L. Dok sics
ZUvar0aryFrVilhbE T 2R LT Y=y bR
3T =Y = bOBERTHZ L0, MHEDT—T =

FEZHEIZHWDZET, B CTHERHAL L 2D B R
bhd. LnLRns, LEOX SR AT AT 2Rkt
T—V = FOFERPFEET DEERE L, 3 Roem—Y
= MOFEPFET D FEIFREN DB S TEY, i
BREL ) & FH TR~ DR 0. FI 2L, 7920
VAR—V DL R AT 4 T VAT LFFEMR Lok
ZRPBETHDICHLEDLT, T4 2T AT OWk
LR—OEBEHABEL, TOmGELB L ERIERET
7.
FFBREE L AR A BT 2 8IF TV A L L
T "Blended Reality” & W\ 9 EF 2 X E KL TW5D
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B 1BReA DM#lL 2 X 2=/ —v a3 VORT
Figure 1 Communicating with BReA
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22D OHEFEIZIE NS0T <, EHRZEH Lokl 3 ot=
—Vx v OBV WEAEIZH D, LD e T
HD. Fo, IRBEFAR2RIEE—V 2 FEDA X
FIvaYICHLTIRTZ—V 2 beDAUET T
3 D& D RIRD I & FEBT D72 OEE O 2 3K 7
72[17]. /IMA S OWFFETIE CG @ PaPeRo & FEF%D PaPeRo
EROWTEREZIT> T D, EBROBE, 2 koto—Y =
VMIXLT3IRTE—V 2 NIRRT DL YA & T
7 varERETLHL RRT=—To FERUAR
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2.2 Blended Realiy
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5. ZOX ST OEMBP M ~D 2RI T 5 Z &
NAIETHY 2 DOEMTHETONATHARNRL D
face-to-face DA ¥ 77 T a UIRW[EEEL IR B
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VAT A
3.1 Blended Reality Agent: BReA ®D ¥ 27 AR

BReA (X7 4 A7 LA NORIBZERM & T 4 AT LA 5D
FHREMOMEITERT D, Z2TT 4 A7 LA NILHF
£9 585 D BReA % vitual BReA, T 4 A7 L A SMTIFELE
T 584 0 BReA % real BReA LfHE FIESZ LT 5.
real BReA O/ — R = TIZIZFADBF-TWnb K97 TH)
L i) OEAMET A ZAREDI TS, THET < T
OEENMET AN AET 4 ATV AIZHEETHZ LT BReA
ERBTH. TH] OFTNSA AT AEBELT 4 A7 LA N
SN, A EL T «+ A7 LA _EIZEO pixel & HO pixel
FHBEDETCHERTDH I & CHRIECELZER L, Rk
EERMEVHT. £72 T OF A 23K~ —20/
F—RE—FNAESNTEY, Zhick>THE EL 7
4 AT VANBENTZOENRTZ0 95, T OF 31 T4
DO/NYP—RE—F THREINTEBY, WiEERA T
4T THIENRMKDL. FEK L LT Sony @
LMD-1751W (15 & 28cm, #ilE 43.5cm) OF 4 A7 LA %
FAVN7=. virtual BReA X real BReA 2B TF ¥ 1 o Eni-
agent Th Y. HOB)E KO H X 1 real BReA & W% D H
HELZFFoBENRITE L L ITHFH L.

AW TIEBReA N T 4 A7 LA DN EITERTE
agent THDH I LEERBTDHLEDROFNEIZHE > TITo 72
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(Fig.2 ). BReA T 4 AT LA WICHFET D Z & &%
2 BReA 23 E MR 22 & ARARZEH O] 2 BB S 8F-.
@25 (DNEIZ BReA MRARZER > b FH A FZEH ~D
BaRIL, (D5 (@DNEIZ FEHER 22/ 2> & AR 22 ~
DBEZRIL TWVD.

Figure 2. Transference from virtual word BReA to Real world BReA

(From (a) to (d))

BT 5855 1 real BReA DHBEEL 7 4 A7 LA FRL, 7
4 A7 LA WIZ BReA #7795 (Fig. 2(a)). & LT BReA
DARZE R 70 b E R A~B L 2 L 2REAT 5561
virtual BReA M{RARZEMAND B 2 T R A > M-S & (Fig.
2(b)), virtual BReA DF 4 A S L A DHNPER SN L X
(Fig. 2(c))IT real BReA OFHE EL 7 4 A7 LA N8N D
(Fig.2 (d)). 12 BReA 23 E R 22 M bR ZEMA~B 5 =
LERBRTLBEITE EL T4 A LA RFURESH,
virtual BReA (37 A TR A > b bl & 5 X 5 Iclin
5.

32 BReA o7V r—a ol

0 FHTHOALErTF—g
DEERETEMER D KO RT VBT —va vk
T5HBAIC BReA Z WD Z LITEMTHDL L E X
LD, EEOMEGESZRT 54554, BReA IR
FRIZBENBEZ LT, BBICEFORELESR LA ¥
T varyEARICTS. — 5T, 2F0SMEICTS
LT —varDATA RAEHLTIELWVL E &
I% BReA 13 A T A FNOARZER~BET 5 Z & T,
DHOBMEFICAT A NICHER SERT B,

®  BYDEEN R T A
WD TREN D BN T H B~ 5 B, NI H
LMK ESRUN A ONMEZHRL, FFHOZE
R 72 B D BOTE BEAR A & #1[X] & B O AT AR RS IS %
WMo LAabEENMOBITZM8E L, Biyti~md).
DK D722 2 WL FREDOHDIEHR TIELL LD KL S
ICEHER R 21T 72 T e 57, RRIZIRELE
A< . BReA [XffHzef] & EMRZEMEBEIT L &
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Figure 3. The test environment of BReA's

presenting products

FLwbH. BReA &% 8 A TAND 9 AOHAITHIT TE
JEZRBKRFR EX v U N ARNOEHD A OITFHRE L

BReA [ZHMFIFN—RF 4 27 DT LB TF—3 a3 &l
BOFIAEITHHE 2. BReA IFEEHIN SHBIESNTE D,
BEE LT CIC BB SN FEFENA 48 AL T BReA IZFFE
SHD. 74—/ T A NTILBReA DI IZT 47— b
Az ERAE L. 77— NROBRE LT % 5% b0
TITHIT S 7 by RREPND~ T Ty 7 L L.
L L2 6 ERBHIMO®F 7 v r— hi#k%E BReA O
BRUCBE L. EBRBAMGFFORRT & FZBREREIIN 3 0
DNTH5D.

4.2 BReA & customer DOXIEEDIEN

BReA ([CE B LBy T—va i3l 1| D¥drnoi-.
BReA (%1 U ®IZ virtual BReA & L TR L TV 5.
Customer 233J5 L 72212 BReA (3 real BReA & 73 V) SE 5
EMTOA BT I varvERAIIET D TIZ
customer & BReA 2 FE S22 LR ARZE M OB = B8 5
GFETHD L HHGN T E2ERLE. SB1
customer 75 real BReA EH LN UDA X T 7 arT D
Z & T, virtual BReA IZxf L T HFEM{ER T 2T

varI bl RROIBNETDLLOIC D EHIFFCTED.

BReA 7' LB T —a VBIBRHIZ TWH o LW EH,
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ZAHBIE) LB L. £ L, customer DIEE % BReA
~BI < Z LDk & BRI AV HIET L 72 D BReA IZ)5 Ol
BMEETHDLEVWS BERNMET LBV T —va VD
AR LI REEEITOE. ZOMEEICL Y, BReA 28
AW RIFETH D LWV D HIR % customer (12115325 2 &
ZEMLTWA. b L customer 2XFR L7 FEEIZH LEHE
M7 EECITEI AT o 72356, BReA (X [ BRE D) &
RaEL, Vv T—va &M L. —J5 T customer
75 BReA DHMEOERZELR T 258554 L7 & &, BReA
1 TR&TYd ) EREFELZ. BReA DT LBV T —v 3
1Z%F L C customer D R < EEAMNIE 7o & BEZ DA L 72
5, AT VHOYHYr—LOF T &=L, BReA X [Z
DF T VIR ASNTWET ] ERIELE. ZOHRGHT
BReA MNEMROMEEBIRT 52 LBHRLFEETH D
TEERHIBNT AT DICHE LI, ELTE—ANETH
DA EIT 512, BReA 137 4 A7 LA NICBE) L 7=,
T4 AT VA NIZIESMT T HDD &8 a v BABE ST
Wz PR — L OFB 0%, BReA (35MT1F HDD O EZE
PICETA TV BryT—va VERMBLEE. oS LEy
T—1a Y TIEBReAIZE DNV~ — %o TV ar%
BEIEENMTDNL., Ry arynER L EE &R
BReA [I4MFF HDD I LB 7 7 A VDN 7T v T OHE
YIS T B REEA T o 72, XY a v NI EHEAThN
lx, "yarvENSERFEINEZ. Z0XH 7Y
PN DRRTFILFERR DN 3 2 TIEE BT O Ik =
A NP> TLE I PMRABZERTIEZ A RN HTIT
KHTAZENRHERL. LB F—a v’ ikbor-1%,
BReA (I{RAEZEM O NG T 7 — FAKOIE > ITfEEL
ELTCTyr—MIBEZTHL ) LOICERT DR EAT
o7z,

43 74—V FT R FOBENR

Customer DX D%  |LBEERBARFI T O %4E
LRIFHOHBE CTHHo7-. Test T—HX L LT 58 AD
BReA LD a3 a=fr—a BT 58T —22HED
72. TLTS8 ANDTF =X %3 5087 3Y —IZHHELE.
1 DHOH 7Y —% BReA LREEARDLIER, TLE
VT—=va DR TESTEANY, 2 DEOB T I =T
TLEBrT—va VORAEET AL E, F%D BReA
WCEBT v — b ~DERETEEZAY, 3 DOHOIT A
U—i3REE2 b L TrbREOT v — FOERETRE
TEANITHD., TNENOAT IV —F 13 A, 4 A, 41
ANTHoT-.

Test data & L TIR®D 3 D& EFHxGL Liz. 1 DAL
BReA BT 4 AT L A OHFNLRNEHL~BE LIz L X
customer (X7 4 AT VAICH, 113 REZ TS T 720,
2 DRIV a BN FEICEEG L7eh. 3 DHIZ BReA
ORABZER PO DIRELET 4 AT LA ~DRA T
4T THDH I EICRDNTATENZ customer (£ & 727,
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I BReA NF 4 A7 LA DNEIZA VAT = LIk EIEpLizala=r—va URARETHD. IHIZAE
5T BReA LOBHEERO LT A AT LA IiE  PTS 2SI Ay BT OSVEITIBATY, T
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