50 BARN—=F v ILUTY T 2EFFECEE 152001 5F6H8

EfE - HE - BESHERSE

[ - &6 - BRSBERE]

X - HE - EIERS

€ ISMR 2001 % (1)

Ve —
R KFE A FE BT RT
(Newsletter Vol. 6, No. 4 & 0 #5#)

MAEBERIZETAEES RV L (The Second In-
ternational Symposium onMixed Reality, ISMR2001) %2001
F3AMBEISHOMH, 7327 4 IHEIZBWTHIE
SM7zo 1999 4 3 A UK SN/ZISMR™ 99 (25| &#t &
g20H L %5 I ORFETIE, IEEE VR2001 & OfffEIC
LBFFME D H o Th, BMOTFEE KM L[R5
F16 NEDS 280 B EBR LB H ) KEER THo
2o TNR—8— & LTORMERMBIL 1 L2720
FOE SN TV ELLTERNDL 2D L) IZZHD
BIELRZ LI ENTELIEND D, B 2mEB I
L CARHEVEABEREMICE T2 EERH#E LT
LRSI T WA E W) IR Z5R {172,

MBFHIFIZIE, R—a 2 7HICBITS AR VAT L%
T T TN AT LT AR A TR CHEL N
% David Mizell t#+ (3R#E Desana Systems, Inc.) (249
"Tools vs. Clothing: Competing Visions of the Future of Aug-
mented Realityand Wearable Computers” & #9 % Z 34
AT Tze BUIEERIEIHED 5N TV AIRIE
B, T IV a8 FAUBERRERLLED
DB —BED T — L Tld % HEE A58 & LT
TENBLDOIIZE)TRED, F2OBREIZBTH
NRTVEIIANE W) ZEIZELT, L ETAAD
T %2 T ARKLRS TIIORBIZE CHETH - 72,
EFEE IS | & & TRy D3 v TR &
BBRERIIBII ALY Ly IR EOBRBM A HICHE
5 F TR VT — < I L TEOBWIIEN S (RS
N, BREGOEEILE BN THRREOBISEREZ
B SN, ZORDY HIATONINY Ty T
|2 "Bridge Between Actual Space and Virtual Space” &8 L T
TENE EBHUE GRRER AT LXVAT1TT—-hE
BABREROE IOV TB N 2 EEI T b,

—HEFai 55 Y 2 3 ~ "Final Report of the MR
Project” Tld, ARiFELILE L7 MR ¥ A7 LHIZEFT &
LMIEDHNTE/MR 70V 27 P ORI LITFERR
DRE SNz, FRFHRICE, BE (DRSS —RRPT
JZHNFECAML =Y a3 IilIz, MR 703 27
Mgy — - Ya—Fr—RAIBITL KB TER
Ty ATAT - T—=bF - FxF7)—IBFEA 957 F
177 = MERODRIR, [BEREZRDORK~T7 5T
=77 r—var] LUK IVERR ED DD IE
HFIHKELENETH -7,

CDEIITKERED EAT) & RE72ISMR2001 T3
272798, 41413 IEEE&ACMInternational Symposium on Aug-
(ISAR) & &L 2002 45X ISMAR
(International Symposium on Mixed and Augmented Reality)
ELUTHIESNAS Z EABRICHE LT b, RRIFER
EHEABREROMDEIZBI 2 EFRLRERSHEIH— S
N2 828D ROOMRSEIZBIT HEENS R &
D—BERILINE I LIIRA) .

mented Reality

€ ISMR 2001 % (2)
Somsak Walairacht

Tokyo institute of technology

The Second International Symposium on Mixed Reality
(ISMR 2001) was held at the Pacifico Yokohama Conference
Center during March 14-15, 2001. In conjunction with ISMR
2001, the IEEE Virtual Reality 2001 was being held at the same
location during the same period. Researchers from many different
countries around the world and the participants benefited by tak-
ing advantage on this opportunity to share their experiences, ex-
changing ideas and discussing among themselves over various as-
pects of both MR and VR technologies.

ISMR 2001 had claimed a great success much more than its

first symposium held in 1999. For the papers, the organizer re-
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ported that the submissions had received far more than expected.
The submissions by the authors from nine different countries
were selected as full paper for presentation 11 papers and 25 pa-
pers were accepted as poster presentation. In the opening keynote
speech given by Dr. David Mizell from Desana System Inc., he
had given a presentation on Competing Visions of the Future of
Augmented Reality and Wearable Computers. The same day
during the evening plenary, not only the participants could enjoy
a great dinner, Prof. Masaki Fujihata from Tokyo National Uni-
versity for Fine Arts and Music made a talk about the Interac-
tiveArts and presented many pieces of his very interesting works.

On the second day, the Technical Demonstrations gave very
good chances to the participants to expetience various applica-
tions on MR technologies. The Mixed Reality Systems Labora-
tory Inc., a co-sponsor of this symposium, had made the Final Re-
port of MR Project and demonstrated the MR Technology
Showcase that showed the feasibilities of applying MR tech-
nologies to today's technologies. Apart from that the MR System
Laboratory Inc. had also delighted the participants by the de-
lightful interactive MR in the Media Art Gallery.

Finally, the Panel Discussion on the topic of the future of
Mixed Reality could draw full attention from the audiences. The
panelists raised up and discussed on many significant issues about
MR technologies especially in the television and movie industries,
which would become closer and closer to our every day life. At
the end Dr. Hideyuki Tamura, ISMR 2001 Vice-Chair, made the
Closing Remarks. As one of the participants of ISMR 2001, I
would like to express my thank the organizing committee and

staffs on their great efforts for such a valuable symposium.
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sions of the Future of Augmented
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A provocative keynote address was offered by David Mizell,
recently moved to Desana Systems (a network router start-up
company) after a long stint at Boeing where he initiated several
pioneering R&D projects in VR, augmented reality, wearable

computers, and pervasive computing. Mizell began by noting

that VR and AR share some issues with parallel computing (VR
is a "customer of parallel computing"). Parallel computing, when
it was at its peak of research activity and public interest, seemed
inevitable. Academic and research interest reflect and stimulate
general publicity from the press, commercial interest, and, espe-
cially in Germany and Japan, government investment. Parallel
computers now seem not as inevitable as was once thought. Ex-
cepting a few large parallel supercomputers at government labs
running nuclear simulations, etc., and companies like Tera
notwithstanding, there is little use of general-purpose parallel
processor supercomputers. Cray was sold (to aforementioned
Tera) by SGI at a 90% discount. Thinking Machines is gone.

"Killer micros" preempted such applications of parallel pro-
cessors, since a modern 1GHz uniprocessor beats 1000 1MHz
processors, regarding simplicity of deployment and actual
throughput. The set of problems that require supercomputing got
smaller and smaller. The US government ignored open problems
and technical issues, played favorites, and misinvested (in projects
like the Strategic Computing Initiative). Researchers emphasized
the wrong problems- software development (languages, compil-
ers, CASE tools, etc.)- like a drunk looking for his keys under a
lamppost instead of where he lost them because the light was bet-
ter.

The critical problem was hardware-related: interprocessor
communication latency. The time to execute a floating-point op-
eration is significantly shorter than the time to move floating-point
operands between processors. Parallel processors are not inher-
ently difficult to program, but the basic difficulty lies in over-
coming this latency. The Cray 1, released in 1976, was (only) a
proof of concept prototype. Parallel computers are fast on medi-
um-sized vector problems of interest to some researchers. Sales-
people suppressed interprocessor communication development
within computers, opting instead for "Macho-flops," so investors
ran out of patience.

VR can be said to be in the same situation of confounding such
optimism. Not many VR facilities at large industries and research
labs are running expensive CAVE facilities. VPL is gone. SGI is
in "free fall." In the US, there is little commercial or government
investment. Part of the unreasonably raised expectations were
the result of media hype about virtual sex (by people like the
Whole-Earth Catalog's and WELL's Howard Rheingold, who
coined term "Teledildonics") and virtual drugs (by people like the
late Timothy Leary) and virtual everything (by people like VPL's
Jaron Lanier), causing massive loss of credibility. Current HMDs

(head-mounted displays) tend to be like "brain buckets" - large,
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