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Construction of Presence Providing System for English Learning
Using Binaural Reproduction

SUMIKA OSHIROT! MASATAKA IMURAT!

Abstract: In recent years, ability of conversation in English is important in companies and education sites. Also, since Japanese
people go abroad and the number of foreign visitors come to Japan more frequently and international exchange is prosperous, the
motivation for learning English conversation is increasing year by year in Japan. There are English conversation classes and
e-learning to respond to this demand, but the English conversation class has time constraints, e-learning cannot afford a realistic
feeling as much as the English conversation classroom. There is also an English learning system using VR technology to improve
the presence, but there are lacking elements to encourage users in respect of auditory stimuli or subjects involved in learning
subjectively. Therefore, in this research, we focus on binaural reproduction in order to improve the realism. This is a technology
that can reproduce the realistic feeling as if it existed on the spot when listening to the sound source reproducing the acoustic
effect of the head obtained by binaural recording. We construct a system capable of auditory stimulation linked with information
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from the vision and realize subjective learning.
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Figure 1 Components of contents
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Figure 2 Components of System
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Figure 3 Example of visual presence
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Figure 4 Experience setting
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ﬁ Hello. May | visit the laboratory? }

[ Yes. ]7

Thank you.

| heard that the laboratory here is
researching brain science, but is it
true?

[ No. ]7

T Oh, I'm sorry. | made a mistake. }
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Figure 5 Example of conversation
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