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The epidemic has led to a huge increase in the demand for remote meetings, and the interaction between
people has been greatly reduced. | hope that VR technology can be combined with remote meeting, so
that people can still interact without meeting.
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Input RGB image:

Skip connection: -
Stop gradient connection: >

Key points+visibility:

Valentin Bazarevsky Ivan Grishchenko Karthik Raveendran Tyler Zhu Fan Zhang Matthias Grundmann, BlazePose: On-device Real-time Body Pose tracking, 17 Jun 2020
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- Hand Pose Detection
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Fan Zhang Valentin Bazarevsky Andrey Vakunov Andrei Tkachenka George Sung Chuo-Ling Chang Matthias Grundmann, MediaPipe Hands: On-device Real-time Hand Tracking, 18 Jun 2020



Materials & Methods
- Mapping )
3D Model format: VRM
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Materials & Methods
- Chat Room Flow Chart ( Webrtc
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e |Itis possible to use the camera in combination with the 3d model

on the web
e The performance of the browser is not enough to support multiple

people online at the same time
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Thank you for Listening



