TEHEESES A > RS 72 q > 2017
IPSJInteraction2017

3-403-4¢
2017/3/z

D756 HHENERERT/\A X SPIDAR-W D
JL—LOBEREIVFI IV 2DEB

FEACK R AR e T

FEERRRT Dt

JE T e R

BIE . AT, AT VR MDA 25 7 arv EME LT 6 AREO Y =7 57 NIRRT /NA A
“SPIDAR-W” 1Zx} L, FEEHFD LT SRBEROM LA BELT, 7r—20RElEZY R2T =7 X DG

HOWREIT-T-.

Improvement of the Frame and the End Effector of Wearable 6DOF
Haptic Device SPIDAR-W
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Abstract: In this paper, the authors aimed to improve the ease of installation and the operability of the 6DOF wearable haptic
device "SPIDAR-W" developed for the interaction with the immersive VR space, by reducing the weight of the frame and

redesigning the end effector.
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Figure 2 Conventional SPIDAR-W frame
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Figure 3 Improved SPIDAR-W frame
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Figure 4 Conventional grip
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Figure SImproved grip
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