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3.  

3.1  
VR

Oculus 
Touch

Alps N
RS60N11M9A0E 3D

10cm 1024
256

100N
50N

Arduino VR

 
VR PC CPU Intel 

Core i5-8400 16GB GPU NVIDIA GeForce GTX1080 
TI / 11GB GDDR5X Windows 10 pro PC

VR Unity ver. 5.6.2f1 (64bit) VR
Oculus Rift CV 1 VR

90
 

3.2  

 

d v

v (1) (2)  

ݒ = ߙ ∙ ୑୅ଡ଼ݒ + (1 − (ߙ ∙  ୑୍୒ (1)ݒ

ߙ = ݈݀୑୅ଡ଼ (2) 

୑୅ଡ଼ݒ ୑୍୒ݒ  ݈୑୅ଡ଼ d  
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