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Transmission of multi-camera based video avatar through the JGN2 network
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Abstract: In this study, the JGN2 network environment was constructed to transmit the video avatar data from
the University of Tsukuba to the University of Tokyo. The user’s video images were captured from many
directions using the multi-camera system at the Tsukuba site, and they were displayed on the rotary multi-view
display at the Tokyo site. This display system represents the video avatar that can be seen from many
directions in the real world. By using this system, the communication experiment was conducted and the
performance of the video avatar transmission was examined.
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