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DOACOM-Z:
The Video Chat Which can Express Touch to a Thing in Remote Space
and 3-D Movement between Remote Spaces

Hirokl HAMAUE! TAKASHI YOSHINO!

Abstract: We have developed a partial overlay-type video chat system “DOACOM” which use a movable
frame. “DOACOM” can connect between remote places virtually through the frame which exists in an ac-
tual space. A user can move three-dimensionally in another remote partner’s space in the new system. This
system can express three-dimensional movement in the remote space using a depth sensor at both places.
The system can give both expressions “hiding in the remote space” and “pointing in the remote space. ”
However, the system can not touch to a thing in remote space. The conventional system could not enough
give “the sense into which it is invaded by own space.” We propose that a new video chat which can express
touch to a thing in remote space and 3-D movement between remote spaces. This system can express “hold-
ing a thing in remote space”and “moving a thing in remote space.” Moreover, we developed the trial system
of “DOACOM-Z.” We carried out the preliminary experiment using the trial system. As the result of the
experiment shows that it can be expressed “holding a thing in remote space”and “moving a thing in remote
space.”
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