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Telecommunication support system with an avatar in blended reality
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We developed a tele-communication support system on which an avatar aids to long-distance telecommunication of users

in blended reality. Blended reality is an technical design that the two spaces, real world space and virtual world space, are

blended as one spaces, and it is allowed to interact between the two spaces directory. The interaction in blended reality

enables the users to make communication with taking the advantages of real world and virtual world communication.
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2.1 Communication in blended reality
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