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FREME (FED) :

The VR technology is expected to be applied to the educational site from the
effect such as presence and immersion, and in fact it is being adopted.
However, using head-mounted displays in lessons has challenges.

The teacher can not read the facial expression of the students and it is
difficult to grasp the degree of comprehension and concentration.
Therefore, we are collaborating with Meiji University and the company to
develop algorithms that enable us to check the expression on Avatar by
grasping emotions from the student’s movements, body temperature, pulse
rate and other data.
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