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1. FLHIC

COVID-19 DRV F 3 v 712 & D video il 20EIC—
AL L7228, BT A\WERINEOAL Y X572 a v eise
WWRET2bDTIIELS, FEVIEL 2. ZoHFEDO—D
HIFEFEEMOILZETH 5. IEFHEIFRIINHTDA > &
7072 aIilBVWTEERKE RS, 2, &2
& OHFIRFEOMTREEE MR L, KFFEDET
CBWCEERGEERT (1), 2], 3. T, [@A5H0
WNEMEELA VR a TR, HELFICLVBR
ZRL, ZMEMTHERELHEET L2 L bEETDH
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nTW3 (9], [10]. X512, FEEFRBIERE O NIV &
HHMNEET 0Ry T, Ry b OWENZEE
B2 FHWT, XD EERIEFTEEROCENFIETDH
% [11], [12], [13]. 7L, HNE 3 2 IESEEMOIEE
WAE T B ARTR R RS EE T A BER DD, YR T
LORFRFELE, X VT FURICAR MBS,

A7 7 a—F¥ LT, Hololens % ® Augmented Re-
ality(AR) 784 2% FHWT CG 7 NI & H IESEENEH
RS %2 FiE (Virtual embodiment) HIER XN TWV
% [14], [15], [16]. CG 2 & 2IFEREFEERIERIZRKRY D
X5 IR R Z i i nT- e, EERREE R
KX FCEHEAETHS. 512, WHEPZHKNICE 5
OB VIR R R (F2 M3 [17], HRRF %R
RET/RT [18) %) dAJgEr b, —H T, HEEMRLT
W3 AR Ny Pty MIHIFACHIEH D [19], EIH
B CIEMPRIET 2 VI HENEL 5.

ARFFETIX, D & 5 7% Robotic embodiment ¥ Virtual
embodiment ® b L — FF 7R LT, JEIHE 2 ik L
WY — 2V —AD AR TNA Rk, YN REKRE
B¥sukRy VAT A2HMECERT 5. AIFETI,
IEFEEMDED DY Ry b2 AR Rz If
i3 2% Hybrid embodiment ¥ EF&L, D X 5 12h§
WEBRHALIAAL 7Yy R Ry PRIERT S (X 1).
NATYy PRy FTIE, AR AL ZOHFANT
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AT ATEHAINTWS [9), [10], [20], [21], [22]. ZHE®D
EEGERSINE OO LR REFEOMIBIcEF ST
32 eREND—H (9], [10], HEGESEINET 4 R
T A R X E 2 GEHMOBEENEL 5 2 L G X
nTwa 5], [6]. Alo7Fa—Fe LT, BEECHZY,
X D NFNTEWEAERA 2 W & R 7 AR E AT
% [11], [12], [23]. LA L, VRN SN % WV 2 55,
SRT LADFERELE, BIXUXAYTFYRICAR MR
5. AFETIE, TOX57%aX s 2HIRT = 2 ATRElE
EEHTANA Ty FEIoRy bOuREM RS,

2.2 Virtual Embodiment

AR Z W IESEEHERIGZEFEL LT, Sko—# (31
&8, F) ERE LS Y IARIBIRERIRT 2 F1k [24] %
ANHO2HE2HI LT CG 72 % W23 FIE [16] 251
RINTW3. ¥/, HIMCHESI N CG 7 AX TR
{, TTRAXZWZEDBBRENERA V250 FeH
WTEBROL-—VFONREEET 2 FEIREIA T
% [14], [15]. Zh&OFETHV 53 HMD I, HEFfA
Wilf953% D Human Vision Z5%8RICHN—F % Z L IR
HTHD [19. 20k, FOVAR T AR ZIND 2729
INE LTERBT2FERY, SHEFAOREIINET 57
DOREPITHOITWVS [25], [26]. FTz, FEEMFPOA T
Y b LGE, BESHREE LTSS 5. RifK
T, %@E’V&%m%%omf‘y k 75: AR ¥ ffHF 2z L

W2k, Zhsd AR Ofil#nc HEPENST 5
Hig 7.

7B, LiLo>b—Ho> 27 4 [15], [16] Y%
oRy P AR ZHHLTVWS. Z72L, ZhbDT R
7 L TlE, embodiment X AR TSEEFELTWA Z b5,
embodiment D7z DIZYHAIEK L AR ZHFH 3 % hybrid
embodiment ¥ IZXAIT 25T 5.

2.3 Hybrid Embodiment

Hybrid embodiment (283 2 BIEffF%E ¥ LT, groechel
53N % 7= 72 Social Robot (% {55 LRI % 1]
LXE2FEERE LR [27). Han HIEEANA LT T v b
73— LB E IO Ry MicBWT, WO
& AR Oz X % deictic gesture DRIR % LLlg § 2155 %
To7z [28]. %7z, FHE SIIFHATHEICE VT, FHER - BEEl
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BB R OIRER ) 7 4 DBVIHRNFERB XU
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oy b
ERIEFAPC Surface Go 3 |serial
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J09354 FotTip F093A
(Python) | (Python)
1
1
i
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1
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(Unity) wi-Fi | |[Remoting Player

4 YRATLER. (A) PRTLa07uvy 7K, (B)raRy D
S8
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R T LD Z K 4 1TRS
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THHER, BL P pan D 1 HHEZHE T2 AT 5
E, BEEB X UBEREZ T hERAEETH . Th
ZNOMENI Y —RE—XICEDEIEL, Y —KE—X
VIR 2 3% & L 7= Surface Go 3 (10.5-inch, intel Core
i3, 8GB RAM) 260> ) 7V@fFEIc X e hs. %
i M, EERIER PC 25 UDP @3 X b (3
L7l RIS 5. HEREM PC L 0i@fE, BXU
E—REDIV ZIVEEFEEZITOHIE 0 2 F 1%, python
THEEL Surface Go 3 LTHEITEINS. FlouRy b ik
B3 2B%1%, Surface Go 3 ETEFAHEiE7 7V 75— 3
> (Microsoft Teams ) ZiE#) L &A@ LTS .

Hololens 2 (0K v MZ AR HHREEHEIRRT 572D
Auwa. #Bmahs AR B#®IE, AR FEH PC LT%ET
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7u 27 L3, Dlib & FW TR A3 & CEHORHERIE
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AR il PC LTl&, UDP {5 T3 L 7=Z=RIRIEH
PC 2> 5 OifllfER%Z b 12, vRy b DHKREFMD AR
R B X IRRERTLOHE - fl#lZ175 AR flf# 7w 75
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WX 2R LONR, (C) RIEB XUFHEOME, (D) =7 =
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HELD AR 3R T, EIRIRIEAH PC 22525 L7 E3
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L 4 OF7RTIX, Unity @ LineRenderer 2 > K —% > b
FRHOWTRRY FDIEEISL LA ZIRT S (K5-B). B
Ry PADOREMNEGTIE, HFREH PC O 62ELRE
BEdmr b LI, M5 LO%ZBL 2 Unity ODF 2 — 74
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7 =27 b DIRTIX, Unity @ Particle System 22 > K —
FYPERWTHEELLLY =7 MICXDEIERRTEE
3 5 (K5-D). B, FERANTERREIER PC TR
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F—EC XD FHTIRRT 2RE LS 5.
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AL TlE, WHERYE AREREZHATZ A 7
Yy RIn Ry MBI 2IRIESFERBEIREL, 20
THAL VAR=ZABIUVBERD T b XA T RT LD
WTHAZIT - 7. 5%, THA Y AR—ZAD S BRKE
EDOHP7E LT, KAV 27U REAWEFRR 7T A5
TERESR, MEENRICIE U727 F A b REGEROIERE
fIoOBEDRERED 2. 2Dk, 1BET HIRIESHE
HOEMEEWGES 52720, VHENEe Ry s 20HET
2TOEREZ AR R T 25402, MHNZa Ry FDOA
ZRWB &M OB TR RS 5.
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