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Virtual presenc e
IS

necessary

for
Bunshin communicat 1on .

3D-Video-Alive system
to create
virtual presence
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-
— Multiple particip ants can qQwn

portion _ of a video—image as th eir own
and manipul ate owned-objects using a

variety of Input/ou __tput devices

.

r

— A participant shoul d be able to
Interact, wholly or partially, with
other participant’s by changing the

other participant’s video images

.




[ Depth enhanced vide ~ o-stream |

— 3Dimensional object s can also be
merged with 3D video—stre ams
providing a new interaction paradigm

— 3D objects  could be an avatar of a
participant and therefore under t heir
direct control, or could be self
sufficient with their own motion

algor ithms based upon mo tion capture,
dynamics, or kinematics.

— Therefore, a vari ety of  Interaction
are possible.
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— The depth enhance d video
feed could be the
surroundings of t he
participant.

.

r

— Synchronization

would allow participants
to appear to exist at the
same place at the same

time.
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— 3D input device s uch as PHANTOM(TM)
Force Feedback Devi ce to be used

to create depth enh anced video
Images.

.

-
— 3D Video—Alive sy stem can also be
used to extrude 3Dobject s from
multiple cameras im ages

.

-
— These depth—enhanced videos will be

used to create stereo—e ffectin a
virtual reality env iIronment.




(Applications of 3D Video-Alive System )

— medical,
— game playing
— Digital video 3D Interaction

—Extruding surfaces from the depth
enhanced videos

— Moving your body part from by
someone else

— Physical properties of objects can
be owned and change d
— Interactive Digi tal theater

— digital story tel ling



