@ HAI ¥ VIRY D A\ 2012

OAI Human-Agent Interaction Symposium 2012

2C-2

Blended Reality Agent “BReA” D#EZ

The Proposition of Blended Reality Agent “BReA”

GIF i ORER

S k!

Yusuke KANAI', Hirotaka OSAWA', and Michita Imai'

"B RN T

'Faculty of Science and Technology Keio University

Abstract: The present paper proposes A Blended Reality Agent called "BReA" whose body presents and
interacts itself between real and virtual environment. Blended Reality is the environment design which
unify real world environment and virtual world environment, and the two environment interact each other..
BReA can communicate with people not only real world communication but also virtual communication.
In addition, the feature by which BReA communicates with people in real and virtual environments

allows users to acknowledge real world objects by the instructions from the virtual environment. We

conducted a field test to confirm whether customers engaged themselves in the communication with

BReA. BReA make its present in a supermarket. An analysis of consumers’ reactions confirmed that
customers’ definitely recognized the direction of pointing gestures that BReA perfomed in a virtual

environment were oriented outside the display.
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Figure 1. Communicating with BReA

INCHBEXLNDD, T4 AT A ETHEmOBHY
72 %47 > TV 572 On-screen agent |2 X 5 EARA
HWLTWSEEBZXOND. ZOX 5 RGEIZIEW
F D agent BAMBRIZH D e D N EXFETE D
agent NLELTR D

AWTIE, T4 AT VARNOT P HIVZER L E
RE1TEKRKT D T L3 ATHER Blended Reality Agent

BReA| Z#2%57 5. BReA OBBlL a2 =5 —
¥ a T Dk % Fig. 1 IR,

Blended Reality & [ZFEHEFR2Z2[H] & 72 & L2 [H]
EAET 5T A L FEO—D2THY, Huynh 5
IZ Blended Reality % ”Blended Reality is the Realm
where the real and virtual environments blend together
at one space, letting users and real objects interact
with virtual objects in a direct and physically natural
manner” & 3% L TV 5 [5]. Blended Reality (&
Augmented Reality > Augmented Virtuality & [FIARIZ
FEWMREM T O NVERERME LT 7/ a



CHNTHA L TIHD. LA L Augmented Reality
K> Augmented Virtuality & #2720, FEHFRZEM & T
VENEBMPELFEL, BEHROYE)ETY
XV OW(E)INESZ interaction 5 Z & THEMF
M ET A NZEMEE—DDZEM & L TEK
LTWa5.

BReA 1 [H] R i) &4 L7IcHEAET 1
AaArEa—ET A AT LA ICEFESNTH
5. BReA N7 4 A7 LA BIZFIRSNTWND &
L THI EHCTWADDR, T4 AT A Enb
TRA<7otz) Lbx, TH) X Tl #EAML
TNA ANRENZ D DH. 2D L H 2 LT On-screen
agent & L T® BReA & robot & L TP BReA # 3

B45. EAEalams—iardhE X

TH) < Thi) O#MMET A 2 E#hd 28T
interaction N XL EV, FOHT 4 AT LA NIT
BReA KT HZ L TABRT VHILZERTO
BReA LD a3 a=b— g ANZEALLT LT
HZLERAT. FUANERTOaI 2= —
Vg EEHERERTOa 2 =5 —2 g 2
EARTHEEOYIY 2 TFHR RV E 0 9 R
TIEHE 50, EMRTITHEBTE RV ENLKER
RaIa=r—Ta BNARELE RS, EHICAL
BReA & 23522/ T interaction L 721412 BReA
DT X IVZERIZAND Z LT, BReA W7 V¥ )L
Z2[E 7 B FERZEMNC B D object B TE 5 &
W KD IRT U HIVIERI B FERZE R~ D M
V72 interaction & FIREIZ/R D & EZE X HILD.
AWFFETlE BReA & BEERBAR TR Ex v X
ADEWHOANY DIZERE L, 4Mti HDD O EAx
Eiib®le. ARCIEERTHONZT —F 28]
221, BReA O EIRIZKIT 2 ANDITE)H & Blended
Reality Agent D242 51 L 7-.

ESBLIRTIS

Human-On screen agent Interaction

DEFMFSTIZ LA, On-screen agent K /RT 5 Z
LT, NeavBa— WA 257 arDREO
FHBROEEICHEDN TH L Z ENMBILTND.
S HIZ AN interaction [ZHIBKEZ R L TS NLD K 9 IT
i8BHZ L, AU a—2h Db OEMZIERIEHA AT
BRI 2 EMNMbTWD. F£, ZOLIRE
FE BAR DR EERCBLE D 5| Z A Z 1358 fh O BEARERIG 1T
BOWTHLHEETHLZ END, agent I LD ERITA
BThDLEBEZBNTVS[][6].

TETIE, ANEDala=r—varoxgsl
T robot £ ¥ % On-screen agent DX 9 23 L T\ 5
GEne 5 Z LN LN/ Y 5DH 5. Hasegawa

51X On-screen agent X° robot % 2 EEN T AT
L REICHEBRFIZANHLTL Lo /ER,
On-screen agent O 573 X 0 S\THMIAI 2 Y = AT
¥ BB Z W TGRS TON DM/ D 2 &
NHEFR ST2[7]. & 5T Takeuchi HIZ Xk 2 &
On-screen agent X°robot X7 LB T —a 355
4, On-screen agent DIFH> N LELT—T 3D
ATA FICHER SERTWEBIH LT 5(8].

Human-Robot Interaction

ARy MEIA LR CERREMICHEEZRT L2
LT, 2 a=S—v 3 IV T On-screen agent
FVHEN TN DA H D 2 L3 HRI D438 TH
LTINS OHDH. BlIZIE, AN& agent U< I
H WK% BT D85 13N IL On-screen agent &%
e ET55L0 b Robot EHHFT AT BIEMET
HDHZEPHERIN TS, £ Kidd 51X A D agent
a3 a=lr—3 3 ~D¥E A% On-screen agent
& Robot THET M7 Z1To7-. fERE LT, A
T Robot LTI 2= —alTHFINEATE
HTZEBHGMNETR ST,

ITACO 7u v =/ k

INEF SITBRBEENIC B DRk % R AT 4 TITIRIK L,
2 — P OMERME LI A D CHEE 22 21T 9
agent OBHFEITELY A TV BH9][10]. Z B i
ITACO > A7 I (InTegrated Agent for Communication)
EMEEND. ITACO ¥ AT MIBRBENICIFET 5 A
VETIT 4T VAT AOMEBET S ENTE,
Z O —H & QFRIIREE R TRV Bk E
WD TeEFRAIRA BT I T 4TV AT LED]
T e RE AN REBLATREIC 72 5

ITACO ¥ A7 AD agent |7 4 A7 LA NIZBHE)
THZ LD robot ([TIRIKTDHZLBAETHD. L
ML, agent BBENT DHDOT 4 AT LA NOT VX
VRERNIEHRZER LUV RS h TRy, TV F
227 & SRR ZEH A~ ERE TS 5 2 & AR,
Z DT, agent & DAL RO Z LITHRTND
WA a=r—va MEREG SRS 2 L ITREET
bDHLEZOLND. ZORTRMEDRET 2 FiE
LRIRD.

Blended Reality

Blended Reality |2 ZE[H & 72 Z L 22f] & T
—ODZEMERK L, TYXNEROY (&) LE
IR D 2 —, F 7213 & T interaction 1T 9
EIRTHA L THDL. ik, ANETVHL
ZZ[H~ interaction [ITEASE D Z LN AIREEL 2 5.
Robert 5% [Alphabot] & -T2 Blended Reality



Character % fifi > Tflk & 0)/1’ VRT U a s ERE
1To72[11]. FEBRTIIEEICHRE SN KT 0 AT
v%kamm#ﬁADf%éik@k%é@d%
DEREINTEY, Alphabot (F/NEEHAD T2
ECERMRET A AT LA LOMEITERT DL LD
\ZHAE% . Alphabot (Z3CFAREY 1525 Z L DIk
HITFEOFIR % LTz robot THDH. FEBRTIET Y
2 VZERRI O T O HTIEE) T % Alphabot & 73157
SEa L, TUXNEREEMREMEITERT D
Alphabot & FHEANESE A THEE L7z, EROFER,
7= 513 Alphabot 237 ¥ # JLZE ] & FE A R 22 &
1TERT 21T D DAHHTIFECITEA Lo VWMEAIS
DT ENRHLMNIR ST,

Huynh & [T Apple Yard | & FEIZ41 % Blended Reality
Game % BA%& L, Blended Reality D43 2h1k: 2 A% L 7=
[5]. Apple Yard [Z7 A7 LA OHIZER ST/
MO E D TEEDOIMIFRERH TS 20 AT
ABFIZF > TNDLTNA AT HIRT Z &2 B/
ELTEF—LTHD. ZOXIICANERR LY
KEHWCTT X NVZERNOYR L EEE interaction
THZLT, TUHNVERME FEWHRZERRORD -
TWAKENEOND Z EZHBEL TS, EEEIC
WeBRAE |2 Apple Yard TilEA TH b o 72fE R, #iRE
TRV RERHFEEELMRL, ~NVRATTITHZHT
H DR DN E o7z,

Blended Reality Agent [BReA |

BReA (X7 4 A VA KNDOT VX NVERET 4 A
T UANDEMREMOMEZITERTH. 22T
A4 AT VA NITHFIET D56
FARAT VAN HEET BEES D BReA % real
BReA CMESZ 2T 5. real BReA 1X [H ) & [
ERLIBMET NA AT 4 AT LA ZHEET D
Z L THIKD agent THDH. [H] OF A 2I2iFA
WEL T 4 A7 LARERIN, AELT 4 A7 L
A4 LICELEAEZMAGDLE CERTH I & TRESC
WARBL, REREEZEVHT. /2 TH] ©oF
PN 2NN/ —RE— 2 RHNEESNTEBY,
AU L > THM EL 7 1 A7 LA BB 0 7
DT 5. (i) OFT A AT 45DV —RE—X THE
RENTEY, MKRERA T 47352 E0H
k5. FMAAKE LT Sony @ LMD-1751W (& &
28cm, FAlE 43.5cm) DT 4 A7 LA Z M7z, virtual
BReA (3 real BReA |2 TT ¥ A o & 417z agent T
HY. HOBXCKiOB)X X real BReA L [R%DH
HMEAFF o B ENRETE D LD ITEH L7z,

AL TIL BReA T 4 AT LA DI EITE K
T& 5 agent THDHZ L Z2RETLHTORDFIAIC
BE > TIT - 7=(Fig. 2 2R). BRe AT 4 A7 LA

X LT,

@ BReA % vitual BReA,

Figure 2. Transference from virtual word BReA
to Real world BReA (From (a) to (d))
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Figure 3. The test environment of BReA's

presenting products
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