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Work Supporting with Virtual Display using Augmented

MasAHIRO KANEKOT! and JiIrRo TANAKAT2

With the spread of online storage services and web applications, we can per-
form various tasks using mobile terminals. If we can use large screens or multiple
screens in the mobile computing environment, we will work more efficiently.

This research is aimed at working efficiently by providing the display environ-
ment which can be used at a mobile terminal. As our approach, we proposed
work supporting a virtual display with augmented reality, and we developed
a prototype system. The user can manipulate the virtual display, performing
operations such as moving it or writing in it. We obtained knowledge from a
trial of the prototype system and we investigated it.
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