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We showed that a mobile personal space has the potential to reduce social
anxiety and facilitate communication. In addition, we found that the VR room can be used at the time
of practice as a tool for reducing the psychological barrier just before the presenter®s
performance without the assistance of a real human. We also proposed a method to reduce the tension
of the presenter by presenting an agent that expresses emotion. Also, in human reasoning, we
investigated the relationship between the capability of reasoning and social relation in problems
that are more difficult than previous studies, and showed the versatility and strength of social
relation in reasoning. We also showed that gamification using AR improves the motivation for the

task achievement.
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