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Space Instrument
: Prototype of Interactive Audiovisual System in
Full-Body Immersive Wireless VR Environment

RyU NakaGawa'!  Naova Matsumoro’'  Kivosur FURUKAWA 2

Abstract: In this paper we introduce the prototype of interactive audiovisual system “Space Instrument” that provides interactive
audiovisual experience in VR space, and suggest new possibilities of audiovisual expression in full-body immersive wireless VR
environment. The implementation of the VR environment, using Kinect v2 and wireless HMD configured by Android
smartphone and smartphone holder, makes it possible to improve and evolve “SpaceWalk” , full-body immersive wireless VR
environment for a small space, published by Greuter & Roberts (2014) """,
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Figure 1.  “Small Fish”, Installation version, ICC, Tokyo

Source: http://hosting.zkm.de/wmuench/m_sf floor_il,
accessed December 15, 2015.
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December 15, 2015.
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Figure 2. “SpaceWalk”, Equipment
Source: Greuter & Roberts (2014) p.3
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Figure 3. “Space Instrument”, Image of the VR space
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Figure 4.  “Space Instrument”, Overview of the system
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Figure 6. “Space Instrument”, Full-body immersive wireless

VR environment
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Figure 7. “Space Instrument”, Configuration of the system
4. BR
ARfEZ@ LT, MBS 2, ZhETICRVWA—T

AFET 2T NVERE LD T FREEEZ A L TND Z LM
Phole. Fd THECHEREOL LGS, ERPES) L

GO B BEER TIXERBRTE WD X A T
:y?&ﬁ—7%TEV:7WW%@ﬂ M) Thb.
DOEBR T, BATT A EMEHNbH LVERERE L TR
Zé:&#?%é.%@t@%%%@:@VXTA%Fg
MZER) ATz,

EEREITHE AR D EE A L LT TR, I T22R

© 2016 Information Processing Society of Japan

163B18
2016/3/4

an) ITBbY, ERXRFHEBE I AT 2 mE R0 iR
DS, 2, ATWa A7 =7 bz 2 T]
LT LEREBRTS. BT, BRI L LTAHTY
=7 FEBOMNTEY, ZOHBIZLeNATET P27 b
R ETNOHNZ0 55, 2D LD %M E O
FWMLC, TREMENELL TN ZEE2H5EZLTHMY,
T ORREMEE MO DITAHEITRD.

(725808 ) 1%, AL LCORBD, BIEH, BEZ
ﬁwé’&?é%&éﬁ*ﬁﬁ%#ﬂé#%bn&wﬁ

WCHBURD S TN A BT 7 g T L BRI 7
Wé%ﬁ%ﬁ%@,a%%@ﬁ%%%mﬁéioﬁyxf
LERAIL TN ZEIZRDEAD.

5. RE

LSBT R - b Ty TBEREEBINL, A7V
N T Tk s TR TB#hT5) lE< ] HFoA
VAT a CERERBI LN, TZEMRER ] DRBLOD
AREMEE Z DB LA IRBREZIRY T T <.

BEE  AKRFSEO—Ei%, JSPS B 15H03175 DR % 5%
J7-boTY. RLTHEHEEARLET.

S5 XH

(11 HEME (T4 PaT7r 32—y T—ary - -r7
74 w7 A] Artwords (77— h U — ),
http://artscape.jp/artword/index.php/ ™V 4 ¥ 2T )b+ I a—T v

7 %EF%BCY%8F £ —3 a3 « 777 4 v 7 A , accessed December
15, 2015.

[2] Furukawa, Kiyoshi., Fujihata, Masaki., & Miinch, Wolfgang.,
Small Fish, http://zkm.de/en/publication/small-fish

[3] Nakagawa, Ryu., & Furukawa, Kiyoshi., “ garden with cognitive
dissonance ” - “GBAFI R B DORE”
http://www?2.kb2-unet.ocn.ne.jp/ask/2014/nakagawa_furukawa.html

[4] Nakagawa, Ryu., vertigo™ (AKI Gallery version),
https://www.artsy.net/artwork/ryu-nakagawa-vertigo-aki-gallery-version
[S] Furukawa, Kiyoshi., Hamano, Takayuki., Nakagawa, Ryu.,
Kawamura, Tsuyoshi., & Higo, Sayumi., MUCCA,
http://mucca.town/ja/index.html

[6] »~=x A= http://hacosco.com

[7]1 Google Cardboard https://www.google.com/get/cardboard/

[8] Durovis Dive5S https://www.durovis.com/product.html?id=1

[9] Oculus Rift DK1 https://www1.oculus.com/order/dk1/

[10] Kinect https://dev.windows.com/en-us/kinect/tools

[11] Greuter, Stefan., & Roberts, J. David. (2014). SpaceWalk:
Movement and Interaction in Virtual Space with Commodity Hardware.
IE2014 Proceedings of the 2014 Conference on Interactive
Entertainment, 1-7.

[12] #1158 (2005). [ K4 > &FL & 5%, [D/J Brand the burning
point of the artists who studied in Germanyl , 60-61.

[13] OSC(Open Sound Control) http://opensoundcontrol.org

[14] Unity5 (Personal Edition) http://unity3d.com/

[15] Cardboard SDK for Unity
https://developers.google.com/cardboard/unity/?hl=ja

[16] Kinect v2 Examples with MS-SDK
https://www.assetstore.unity3d.com/jp/#!/content/18708

[17] Ableton Live https://www.ableton.com

1103





