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Communication among multiple CAVE sites using Video Avatar Technology
Mitsutaka Sakai™1, Tetsuro Ogi*2, Yoshisuke Tateyama™3, Yasuo Ebara™ and Hideo Miyachi™

Abstract - Video avatar is technology that represents a person’s image in the virtud world. In late years,
immersive projection technology, such as CAVE, CABIN had become very popular as athree-dimensional visua
display. In this study, video avatar technology was applied to the communication in three-dimensiona immersive
virtual world. We can perform, in particular, the mutual communication that shared the three-dimensional virtual
world through a high performance network.
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Fig.2 example of compoasition.
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Fig.3 network composition.
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Table 1 Average frame rate of video transfer in 2 Sites.

14.9 4.22
fps
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Table 2 Average frame rate of video transfer in 3 Sites.

-1 3.28 3.29
3.42 - 3.42
3.21 3.21 -

fps

3 CAVE
Table 3 Average frame rate of CAVE drawing.

15.3 7.15 9.97

15.3 7.15 9.92

15.3 7.15 9.92
fps
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Fig.4 drawing of CAVE.
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