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Character-agent-based Communication System
using a Wearble device
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Abstract: In this study, we developed a system which enables interactive communication with a virtual
character using a wristwatch-type device. The system has two modes; which communicate with a virtual
character and which expresses a remote user’s mood via virtual character’s facial expressions. By using
wristwatch-type device, users can always communicate with a virtual character like being together. In this

C05
2015/3/7

Joodboodboodootdoodoodoodoodn

paper, we will describe implementation and the behavior of this system.
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