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Synchronous Turntables with Overlay Video Produces a Feeling of
Sitting together with a Remote Person

XING GENG™ KAZUAKI TANAKA' HIDEYUKI NAKANISHI™

Abstract: In order to reproduce a situation in which the user and the remote conversation partner are in the same place on video
chat, Overlay Video System which both the user’s and the partner’s image are shown on a display that plays the role of mirror is
proposed. However, it is still improvable in the presence of the remote partner by using the Overlay Video System which can’t do
physical interaction like objects delivery. In this study, we developed a synchronous turntable system for presenting the remote’s
physical movement and extended the Overlay Video System. It is expected that the expanded system produce a feeling to the user
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that the table is rotated by the remote partner and enhance the presence of the remote partner.
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