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*1 https://www.meta.com/ja-jp/experiences/5605166159514983 /

*2 https://github.com/Unity-Technologies/XR-Interaction-
Toolkit-Examples
https://www.microsoft.com/ja-jp/p/mrtk-examples-
hub/9mv8c3912sj4

*3

© 2024InformationProcessingocietyof Japan

K1 YryRVEEXXT 7 ICHWRZEM UL 27 4

FF24 7Y 27 VERERR STV, [2],[3], [4].
#l 2% Song & [4] I& A handle bar metaphor Z#2% L T
W3, ZOFETIEEFRZHESIIROY 72 b HEZHW
TAT7Y =27 b eiAh, BIELITORTFEZANAY FLDX X
77 TERLTWS. 7z Benko 5 [2] ZEHRE XX 7 71
AWEFEZEZLTWS. ZOFETIIH TR o
AL T3D A—YNLDOEIEEET . ZOKTER
DFZEXREe LTHEMOMZFIK X X7 7 TRLTWVS.
LoL, XR77OFHD—F OEEP UL DZEEE)IC
FLTICEEE->TED, ARNRRIIIFMHASTATY
W, FD78, IO TED ULIHN 2 2 —FHEEs
HREL XV ZVETNVEMET 2 FTIEMS222 &0
IREDDH 5.

A TE NS OREZRRT 272012, ¥RV E
BART 72 LEHT UL S 25 4 TBubble-Uly %422
L, ZAZEEHLE 2 00REFIZOVWTE D B,

340



TGRS A 2572 g > 2024
IPSJInteraction2024

1B-35
2024/2/2¢

Gre -

X 2 Bubble-Button Z{#H L TW2 kT

2. Bubble-Ul

Bubble-ULlZ, % Ry EEXRT7 7 ¥ LTHWIZEMH
UILYRA74TH23 (A1) VEIEROS »y RO RI2HZ”
FFilES 27 27 BT 27 2w BRI, 7B
EPREDPESD L WO HBENRIE X X7 7> 2 LT
A5 5.

Ty RYEL VI XLLASLNTWAYWE R HREINICEHE
LTW3, ZAUT X D BEROZEFNICINT 2 XV ZLE
TFUEBRLLTVRHELRH 2. £, XVXLETILY
Ul OXEIHR T 5 2 & THRIFD ERMEMER LG T X
% [1].

2.1 EE

AR AT L% Unity £ Meta SDK ZFHWTIERK L 7=,

Y RVERBDY 2 - X - LT, HEMNIDIDL
BT 2 —X—%ER L7, THET =X — 3 VTl
World ZEfi]% UV & LTX A U > L7z Gradient Noise 7
I AF ¥ DEEH V. TI7RAF ¥ BHEIZAZ0— L34
G AT R B L7z, World 22/% UV & L THW
T, EHEROE TS T == arT 5.

¥, Yy RVEPWHT ST T 22 % VFX Graph
ERHWTHER L. &Y Ry EDHBET % & FARHCRED
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Bubble-Holder ® L 4 ¥ ¥ & b % F\W T & E e H)
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[1] John M. Carroll and Judith Reitman Olson. Chapter
2 - mental models in human-computer interactionllthis
chapter appeared in its entirety and is reprinted from
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mental models in human computer interaction: Research
issues about what the user of software knows, j.m. carroll
and j.r. olson, editors,-the report of the workshop on soft-
ware human factors: Users mental models, nancy ander-
son, chair, sponsored by the committee on human factors,
commission on behavioral and social sciences and educa-
tion, national research council, published by the national
academy press, 1987. In MARTIN HELANDER, editor,
Handbook of Human-Computer Interaction, pp. 45-65.
North-Holland, Amsterdam, 1988.

Hrvoje Benko and Steven Feiner. Balloon selection: A
multi-finger technique for accurate low-fatigue 3d selec-
tion. In 2007 IEEE Symposium on 3D User Interfaces,
2007.

Florian Daiber, Eric Falk, and Antonio Kriiger. Balloon
selection revisited: Multi-touch selection techniques for
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Working Conference on Advanced Visual Interfaces, AVI
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for Computing Machinery.

Peng Song, Wooi Boon Goh, William Hutama, Chi-Wing
Fu, and Xiaopei Liu. A handle bar metaphor for virtual
object manipulation with mid-air interaction. In Proceed-
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Computing Systems, CHI '12, p. 1297-1306, New York,
NY, USA, 2012. Association for Computing Machinery.
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