T B2 28 88 [l 2 [E R =

oU-03

JFZILT—IL KA B N—RDERIZEITT-
HOARN—R *T5y b T+—LDHEE4)
—TFNIDEFMNBELRBHEE—

(L —pEt R St
SCAVEE KRR BT T TR se et
1. IFL&HIC

WA, BEMREZEBICT VAL ERELEE
THHEEHE (MR) BREEOREEICLE, BLEZER
DT VHE N A EIER Uiz e @ e R
HEHENTW5. Niantic 4E3 428425 T 7L
T —)b R AZR—2 ] %, BLEMROMEAFE
WIS W IRBRER G2 B L, BEZER LK
T2 DT K DR et 2/ 2 T 7
varoERAFEHEIHMETHL]. 2oLz
TR L, KR V—7Ti38i (MR %2
M) le— LR (VR Z2R) = —H 23 F—
DEMEHXFGLENDbAI 2=/ —v a3V TX
HITHAN—R « T Ty N7 — MO &
DTWD. BRIICIE, KREX v 23R
L35 MR v o 825, BEOx v
WNADTHE VY A % VR ZEM EICHHT % 2
& T, BB &EBESINE D A AFTERK
o TR ATRER S D ERZ B4 (1) .

DX EBHEICBWT, TAAX DA
S0 G (R H AT 00 W] AR [ 00 7B AN AL S B AR AR IR T
WESLZERREINTEY[2], MR %t
RAZBNT SR T & HH O EEMER R
hb.

AFaTix, HEOHEFNTEL T IR
WMaitmp A THRAe L, F—EBERETT X
DEINE - BEZIRET DL TFEERETD.
R AT A%, HMD #E5# LIRSS O TT
WL, *y hY—JREHATHEESZNE O2
BT REZRYT5H52 LT, MR v 322k
JAOHMW R aIa=r—va B RETD.

2. REVAT L
21 VRTLIEH

RV AT HIE, A& IAHE, AR
Toward a Real-World Metaverse: Development of a Cross-
Verse Platform, Part 4 - A Method for Full-Body Avatar Pose
and Position Sharing -
tGraduate School of Information Sci. and Eng., Ritsumeikan

University
}College of Information Sci. and Eng., Ritsumeikan University

4-31

ARE B+ S AR
SEARRRORT: T T

EHFD 3 EENOHRIND (B2) .

ABE : 2—VRIZEH NN T v F T
FERIZE--THRELEERIERZ, 7 XF0D
A=K, B2 T yF T E1TS.
HEE : ATV THOLNTZAR— > ONLE - 7]
WRE M %2, FmICERLEZRry U= T \H
R, Ry b U — 7 R TIEE - R 5.
FEERBEENIE . HEORRM TR —2eM 42 Lf
THIDITJEERZE — S D.

22 ADEBDO LS vFUT

K AT7 LT, HMD 5% & IEHEEE CH
MFREZR N T v XV FENRER D Z L Al
2, TRENOH N ZILBERIA~EHRL TRy
N =T NRE~FHTHZ LT, 2BMED
PEH R RV ZERIC BT 5.

HMD %% : Meta Movement SDK @ Inside-
Out Body Tracking IOBT) % Jij\»%. IOBT %
AT E-TEfEz#E L, TF&iE Meta tL23
B ¥ L 7= Generative Legs 7 /L3 X A% ffH
LHfi5EdT 5.

HMD JEZ#EE - BiHciRkE L7 RGB U A Tk
BuE NJ1E LT, Google ® MediaPipe Pose
Estimation |2 X O AR EZHET 5.

23 HEMOAR—HBEARK

Bppr b o7vxrr7FAMcHEBICHRZDE

== [(oa55
7

LIy
;

Copyright ©2026 Information Processing Society of Japan.

All Rights Reserved.



T B2 28 88 [l 2 [E R =

WAEH DD, K 27 A Tt Unity
Humanoid OAR— &L B 7 +—~ v &
LT 5. HMD FREE# O LREHEEIC W
% MediaPipe @ t{ /7 & Unity 2% ff] & T
Humanoid ## & ~Z# T HE CThH 5 7= 0,
Humanoid (23517 % F 272 20 A — 2 & @4tk
Axg e L.

X 52, HMD #EEICOWTIE, FHROEM
REMEAERT 5720, HER— Mz TFE
DR —NEREILEMICHEE TS, FHEOR—
VNI 5 fEE RIS L LR 30 A— &8N
THETS.

W15 354121 Photon Fusion 2 # vy, @3
7 — 4% Photon 7 7 7 K& L CHESIHA ~
g S5,

24 EEREBESWE
BHORRE CR— =M%z LG T 57201217,
S RO —BAARARTH L. Bt MR £
INE R OFEE R B2 1E, Mixed Reality Utility
Kit MRUK) O ZEHILGHELZ AW L. IS
ML 7 MR Sk (Host) 23[R % FiAeiA #,
IRT 71— DALE - M E &2 RKEL T IG5 M
7L —AEAR L TR ~EET S, 2 ABEL
2> MR ¥k (Guest) 1%, ZfE LM T7L—
LZHESWTHHOZEMEREISEHZ LT,

Al —W)BZE N TR R & — B S/ 5.

1 [E VR S8 X BRZE ] D R % v o R0Z2 [H 3k
HHFITTERW=, Host MRl E L=k
HEWR 7 L—2 (K7 > H—0 Pose) %5 L,
VR UV 7 DJFRIHdT 247y b& LTHEMT
52 LT, VR IOMERZILAZIT L— L~
B SHD., 2k, MR &2 & VR 20
FPLICR — DS RPEIER ETT AN 78]
REIC72 5.

3. EMEREEE & ETMM
3.1 EEREH
PR AT AOENEMRR & PERERI 21T © 7=

AHER HAEE
Fusion 2
Lese
- EH5EE oE Network .
Meta Quest 3 B HE avatar
‘ iz 9 [
- ‘-“f—u - "—Y.N Player
HMD3E 7% & N w
gl
1 Anchor Point L
! . T - Player2
RGBHAS ||Media Pipe| [E%ERTH—) :
[edia o :
2 BEL AT LD

4-32

¥, MR Z2f13 LN VR 288 O N )7 THEER % Ll
L7, FRE4EEE 1L, 7% O8R4 I
IFy T —TPIETHY, MR F v 3R 128
ARl a=r—varElET LD,
HIE{E % 250ms A & a%® L7=[8]. EBH
HMD (21X Meta Quest 3 Z H\, F#gSHixLL
To@Ey ThH 5.

AR — 5

Q) FER20R—r DI

Gi) FE 20 R—r+FH 30 R—

SIMANESA

1 ASMEB L2 ASN
32 HERLEEE
WEFMETE, 2540 TCEEMEERELT
Blof-. FE 20 R—r DLt LI-RE0F
YJRAET 84.54ms, FHED 30 A—r %5 D4
A1E 86.8Tms TH Y, ZIMAEKBHIML TH,
EIEOH I I VBEREICE 72, kbR
FEMN K& Dvo 72 5:401%, MR ZZRICBIT S 2 A
me FHEAR—r 250845 T 87.8ms Th oz,

4. LTIV

AKFTIE, 72O E - KE% RV ZE
MA~EET D FEARE L. BBV AT AT,
HMD #5355 & IERAEH OV T A5 -
7 v X 7 HAOHE %, Unity Humanoid @
@D R — UK S W TFHEE L=, Photon
Fusion 2 # MW= %> MU — 27 5 OFHE T,
FRA— 2 EZ D55 10K 2~4ms FRE DIEIE
BMAAZ NS DD, WFRDEMETE
FEIEIE 100ms K THY, MR F v /3R I2H
FB YT INEA LI EAER %2 LB AT RE 72 MERE
EHLTWDZ En R S,

A, (1) IMABOEENNAE S EEEREED
MM, Q) AT LDA—F VT 1 DFE
fii, (8) = —WIKERFHlA D, MR F v /XA
21T DR 2R B R BE DRSS 2 H R 9.

S XHk

[1] Niantic, “The Metaverse is a Dystopian Nightmare. Let's
Build a Better Reality.” https://nianticlabs.com/news/real-
world-metaverse?hl=en, 2021. Accessed: 2025-12-26.

[2] B. Yoon, H. Kim, G. A. Lee, M. Billinghurst, and W.
Woo: “The Effect of Avatar Appearance on Social
Presence in an Augmented Reality Remote Collaboration,”
2019 IEEE Conference on Virtual Reality and 3D User
Interfaces (VR 2019), pp. 547-556, 2019.

[3] F. Zaman, C. Anslow, A. Chalmers, and T. Rhee:
“MRMAC: Mixed Reality Multi-user Asymmetric
Collaboration”, International Symposium on Mixed and
Augmented Reality (ISMAR 2023), pp. 591-600, 2023

Copyright ©2026 Information Processing Society of Japan.

All Rights Reserved.



