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Abstract:

Glassless pseudo 3DCG is a drawing method of computer animation from different viewpoints based
on the user's position in real world. In this paper, we introduce a 3DCG agent interaction system
corresponding to users' face positions. In addition, it is important to realize an appropriate communication

considering the dominant side between the user and the robot.

Consequently, we propose a

dominance-aware communicative design in which the agent drawn in 3DCG shows the different reactions
by the change of the user's relative direction to the CG monitor.
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