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Subjective Arm Extension based on Self-weight Measurement
during an Action of Hanging from Bar.

AIKO SOGABE' KOYO MORI’> KENRI KODAKAZ>¥

Abstract: Though the virtual reality contents using HMD become popular among people, the current VR system cannot enable
subjects to experience a dynamic distortion of their anatomic body-image. This paper proposes a device of giving a feeling as if
their arm is stretched longer than the original proportion with a novel approach, where length of arms created by CG (seen in the

HMD) is dynamically correlated with the self-weight measurement during an action of hanging from a bar.
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