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BIE : VR (Virtual Reality) [} HMD (Head Mounted Display) &, M. HBRH35, HBWIEPED 23
SOOI TRL, BRPLMEHTZ2ZNARETHS. ETWAHELREAT VRHMD 2FHT 22N TE
HE, BEPIVWETELEDOAEEEEZ APREIC VR ary T oY R o3 X 51Xk 5720 TRYL,
VRHMD # 2% — b+ 74 YD XS ED I I REBATHHHATE 2 H0R 7T NNM A L iEbEE 3. VR
A&7 aryFEe LTHRERTOIHFIHEBATIND 5. BEED VRAIGA Y X537 a v
FEREZYASOFHEZEE L TR I TV I DI TIERWVA, AN EZH»THERTE
T RHERRNZ L ICOREADH D, BRPLOMEHIGEHL TWA ALY H 5. £ 2 TARIFKTI,
VRHMD IZHHXN27 4 7 v h—FHOTT O HBANFERINL, 2—F0OZEP5 2 38O
WTOFAERITo 7. ZOFEHE, VRHMD TOMRMANFRE, BozKEe L TERP SHH L
BE, ZONRT7 3= Y RAIAEDZVIENTVE L 2R T RN TER

1. ELHIC

VR RXEZAN—ZR B DA YT 0T 3G ED
BLTw3., zHfEw, VRary 7oV itz =260
TNARXTH% HMD OEKRBH#EATED, VRHMD #
D —D2TH % Oculus Quest 2 1%, 2022 £ 6 HIZiZ 1500
HEEED EIFTWs 2w FEE 25 5.

St%, HMD O —FDHZ 2 2 2ickh, fiEkTidd %
DM IEEZRVHARCTHAT 22— WI 2T
Haxhs., BRIZIZ, HMD 34 REBCTHHET 2
ENTESD, BRELMEHT 2 Z b — BRI
EENB XS BHEELDHS. T TIZ, VRSNS &M
Eh3 VREMATOaIa=r—>arieFEr LY —
PATIE, BEOENPSLHZVEERELAHELTVS 12—
YHBEELTEY, BEHOBI X2 X - T VR Bl oA E
7 R IET 2 PillowVR WO BIZE [1) B T 5.
72, ICUREICABRLTWS, KEEHICE» T8
MTERWEEZICH LT, VRHMD 12 X 2 tHRE 1) 22005
BV Iy I AMRBRERDDEHTSH 2 Z LRI NTY
% [2. 2D&IIZ, BTWAHEETO VRHMD FIHE
Hxfhioobhbh, Z07=0DA4 VR0 a yFEIKRD

LSRR

2 NTT ko=

2)  ma22009@shibaura-it.ac.jp

b)  manabe@shibaura-it.ac.jp

*1 https://uploadvr.com/quest-2-sold-almost-15-million-idc/
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BTV, LaL, HE-BNMCHWShTWS, £—
Yavarro—SsEHAWEVRATGAYES 7> arF
HBiZ, VL o7dH 3 WEE- EATONAMIEEEINTE
D, BREBSTIRHENDSWE WS BENFEET 5. —8
@D VRHMD TE7 A4 + 7 v A= hTsh, VRIA
FANFEO—DIHBANID D . ZOT7A4 VT v h—
ERWELEFEEZ, 2—FOEBC X THHMIETDH
rEZLN, BRLS VR IKEREITSBORENRTFRE
D ZB. FITAWIETIE, FEolzRErERIREICE
3%, VRHMD O 74 + 7 v h—% AW HRA T DR
74— Y ARET B HBRERITS.

2. [FEMRSE

21 TALSIYFIITFEETNA ZERG

T7A NIy XU TRTIFRIE, V—FaA ik (3
X EOG i [4][5]) 72 ¥ DREA JHREA D M E R HESR
B HE [6) NEAET 20, By LTERbIhTY
2D DIIFIEREAD IR H X TR I —FFHWT
WEHDNBIELAETHSE. ZOHIZE, TAIZRECE
WTHHATZHRBRDT AL 2L, XFFD XS ITHIK
WERLTHERT2EABD T AL ADBELET S, BiE
% Tobii Eye Tracker*?, %% & Pupil Invisible*3% VIVE

*2 Tobii Eye Tracker 5 — Tobii Gaming
https://gaming.tobii.com/product/eye-tracker-5/

*3 Pupil Invisible — Pupil Labs
https://pupil-labs.com/products/invisible/
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Pro Eye™ iz ¥ ZEFoh 5.

HMD iZ7 4 +J v ¥ ¥ ZHEE 2 AAATE S DL
DOWTFEFET 5. Hixb L7z VIVE Pro Eye %, Hololens 2*572
COEEMFIE LTHETONE. Ik, REROT A
Moo A—ERRY, FHEDT A RAT LA T4 b
S h—M—krhoTn5. %/, EBEMDFTNLRT
HYH, T4 RATLA LIREROEIRNIED L LI W
FD, FREHDOFAL ZL L THFY UV T L— g
VIROIREEHER LT WD, Fr )T L —2a YO
EHROTIeMnTE, FAOFHb RN, 74 Ty
=% AT XR 7TN4 2%, oo e g L TEfiit
HBeWSMBIIIFEET 505, TAHMHE T EIUIBHRA
HNEXRIZBWTERBANFEL R Z 5.

2.2 GERBLERFEZAVERIEGASN
TAMNIOFVITTANLARZHOA VYRS 7 ay
FEOMFIIEDP O BE KFEL TWS. Thomas 5 [7]
¥, Erica &MHINZHIIEEA VR =T = —RZAH R 72
AV 2 —X—=IZOWVWTHMNMLTWAS. Erica CIXHEE L
WEHEBRTI DDA =2 —Ky FARKRINTWS., *
DFRENTVWBERX=a—KRy 7 2%, 2~3HOMEEFEH
THILICEDEREITS. ZOLSREIRDAE AN
W27 g 2T, ERIC K DEREITS 2 e 23—l
TH5. LH»LIZDOFEX, Midas Touch I [8] & FEIX
N3, 7ENEYERTWEET 500, BEREITS 729
WHERLTW2 0005l TE R WHENEET 5. 22
T Pallavi & [9] 1%, H#RATI DA T Z D Midas Touch
Bx @RS 5 DualGaze ZHEL TWVW5. ZOFHETI,
“75 07 LMHENLERMEERO/NI AR V%, BUE
RTWB3RXOBICERT S, ZO777REZE, K
KRORZ D ENEGNThO—EINCRRIENS., 20
B, HEDBRZ VCRALLARBIZT 77 RE Y PERRE
N30, 2 —F—ZFBEOFROBEE 1A & 1D 51
WKYIDEZTRERD D, ZOEEINERDIEMHM %\ E
TETVWD. Fi, FHBE L ERBIT-oTED,
ATTREE X FEERL T 21O TR X D DualGaze
DPRGERTES XS5 12RD, ANBERZR2KCE
WT DualGaze MBERTWB EHELTWVWS. ZRICH,
Y A — NHEB NS, RERDSBRRFICH) K X 5 2]
ZIEH L, Midas Touch % @R H & U= FiEbEE
9 %. Thammathip 51X, FHEOEZICTERIENET S L
7427 (ER) ¥, ZAUCW L D EBRTZLT 4 7L
(IR) D=2DVL T 4 ZNVEEH LT [10] ZHREL T

*4 VIVE Pro Eye Overview — VIVE United States
https://wuw.vive.com/us/product/vive-pro-eye/
overview/

Microsoft HoloLens — Mixed Reality Technology for Busi-
ness

https://wuw.microsoft.com/en-us/hololens

*5
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W53, Z—PRERL 2R EBRRIC R, ER 138
FRCHRIANEBEIL, IR AZHISBRET 2T - <
DERRYIANCERS. ZLT, EEoTWAIRED—E
REHERF STV 2 R DEIR SN 5. EHRELEIRTF
FIFETA U7z X 50, EREMRSEWESIEER LW
WERY 2 EMR LW X 5 I —F — [ ERE AT 5 HE
MHY, FADBT Ly vy —1ZRDWVWIHMEY, FHRR
MARWEAIZZI—F —DRA ML RAICKEZ WS HEEE
ZATW3., ZhoDfE%, Thammathip & DFETIIH
BHHIEIC I DR LTS, £/, #5101, VRIAIIH
FRAJIFHE & LT Kuiper Belt Z122R LTW5 [11]. His
AR R WS 2 ¥ T, Midas Touch B2 R LT
Wwa3.

2.3 YIZADANLRRANZREICAVWICFE
138 U 7z Midas Touch i Z Rk 3 % 7= D D FB D —
DY LT, aryiru—sZ0RoANTY —2A%EHWT
fRRFTEDFAET 5. Shumin 5%, HFRICE2 AL,
R YRR EDFIHANEEZHH L FIETDH 5 MAGIC
(Manual and gaze input cascaded) Z#RE L7 [12]. 2D
FHEEZ, HEANEZY Y h— NHEENC X 2 KREDPLREA >~
T4 YT DEETV, REDPBREL VT4 VT RITo 1%
DHRA ¥ XOWFHRIT~ Y 22 L OATIEEEZ VS 2w
SFIETHS. MAGICILIE, M7 af AT 4971
E2KRA 2 OBEHETS FIEID BENHETHRA &~
TAYTRATIZENTERLILDPRINTVS.

24 VRIOYFO-SOANECHRBEANZREICAVE
FiE

B, FFC VR ary e —SDMERX v F 3y K
DANEHAEDET, KA V74 7 %175 FiEOFEER
FRIZOWTIERT WS [13]. HFRAIC VR a ¥ br—
SERFHTZ2ZET, RAVT 4 Y7 #HEIZ VR a2V b
00— 7 DADRERCAKIFAERHEZHFRFLDODB, HiFE
RAEMAT B L CTENC S RZ 2 2RELTWL
5. ¥/, PUH—FREVERLTWEHDA, ANFE
PREASI2 S VR 2> b r—JoAfgEE vz Acy]
DEDD LS LFE 14 bRRLTWS. LrL, avh
B—SD M) HT—REVEHLENSaY bua—F ZHh
L7zbh, AT 4 v 7 REDENMEELRD L Z 01X, BIF
DEHEMNEZ FIFTLES. AW, £0 X5 REHERE
X, FBOEHREE EFTLEY, A VX572 a Y FIED
MHREE R EZHWTLE S 2 WS BEEER L T3 [15].

3. 32ER

AWFZETIE, VR IKBRF D2 —H DEBAMBEIRAS DR
T —<VAREGZAHEERET . EBTIE, HRD
BERWIERA VT 4 Y IOFEE, BIIREL - 7 IREE
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K1 7797 —a > OBffEim. ANINBFEERE, 25Tk
WEFIZE TR RTINS (VY Z7adifiET Ny ZFHDOERT
HbH, HMD ATIZRZTWARW).

D2EBICBWTHE T 2. B, KA VT4 YT D
FBZWEary e -0 I —RXEFHHTS. #Ek
FHiZ 20 ROKR¥EAE S ANTH D, FEIZIZ VIVE Pro Eye
¥ VIVE Controller 2 L7=. #gicix, EBRDZHIZ
Unity TR L 7, LNORTHEBHO7? 7V r—>a v
PHWT, ZAZD5ETETIZrr3RME 22780 32
ZANDEEEFHIL, ZOF—XEHW. £, %5
MR X BHERANOHELER L, WEZ L ICEIRE
L PE - JIRBE D EERDNER & A 2 /2.

HH EICFRREINTZ S X L7 Ao %, EE ki
FRENZ LD IDRE Y EHWTANT 3R 27 21T
5. MEEANT R, RINTWS AN OBFEH—Hi
FORREIEITLTOVE, 4HOBFEANLKZ S X
DRTANERITT 5. kB, ANINLBFEIHE->TL
BIEEBROWTHITL, ZRRAZHFNIIZRZLEONE S0
ZHRTERVWESICLTWS., ZOXRZE2EFE &
ZENTB VT 50 B30T L 7=,

EKEEDOFIEE LT, ¥ Vive Pro Eye IZHEHE T X
NTW3, ¥ V7L —raryyY 7 b7 2HWT, &
LA OFE Y 74 PSS v h—DF v Y TL—Yar%k
fTotz. TR, 74 I v h—%FVERL YT 4V
FREOBRETIERHRT 272012, HEHO & 2 27 %230
fib¥r., ZOLET, 2 00FBICBWTIHICERZT-
To. Fie, BBEYIDEZ 2 X4 207 Tl 1 HHEOKE
AL

3.1 BRT7IVT—>aroRiE

A 7 7V & — 2 a »1& Unity2019 4.31f1 & FWTE
FL7 HEEKZ1256 9 OBERELNZREZ VN
KRINTVS. AHOEFL 9 ODRX I HMD 205
EEHATNC 1.5 X — MABH LMBICRREh, FRK
YES5EYFRA-MLOBBETEELTWS. K& VIiE
10ty FX=PUWIUHDIERETH S, HifHI ViveSR D
SRanipal Eye Framework % i\ T, HMD IZ A X 7z
TANT D= ODT =228 T 5. £7—2TIEIH
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B3 b (Sit), 8 (Lay) O 2 O0DREICHITEXA7HIZA
HEEOFYS GRENZELE, 5 —N—I3HEHERE)

ROBEIRFICKE L 7L TL 5729, RotateTowards B
Boe W TR TERA 67.5° £ TOABEIT % & 5 1CHIR
LTW3. %72, SOV T LI X o THBRERIIC AR &
VOBIRDBRREINTLES 2 ZBHIET 272012, KA
VER—IMRR U LEEN T S BRI ERRICER I NS £
TIZ 0.5 BOBIEZFIF TV 5.

3.2 ERER

BIIRBEL FE 5 72 IRBED 2 DDLEBITT, RE AT D5E
TR 2REOEIER L7 70K 2 TH 5. Hibk
HA, WEBHE B, $ERE EI3Eo2IREX D bEIREIC
BOWTRRAZETRENEL eolz. iz, #ila#E C 28
B DB - 72 IRBED & 2 758 TR D S5 230350 B D
D, BlKEBDOXR 7R TREE OFREZMET LI L
BTEhhol. K31E, 220088 T, BERAIZDS
HLOANNI A% LIRBOEERR LI/ F77THE. 2
5 OIIMERE A L ERE C DARBBOEEALD D, fib
DWRECIAREZMRT 2N TERr o7 Lk
DIERD S, BLRRATORRAN, EolBBTDZ
NEFAZEDHZNNIFNULED AR T+ —< 22 FHHET B L
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7, I REEDPZEERE L, R I7ETRERRV
BWEREIWIIFBL T, L5 ZS5 L TWVWERE VDTE
ELTWE Fle LT, 20RXVEFRLTHWREED
AIERHD LT T LV, REX UHBERE D BN
TERVEI RN BT 5N 3. EETIX, Eo2RKE
I D BELIREBICBT 3 X 2758 TR WIS EICIZE
BADPHERTE, WOBETHOERARMEETE R o7
Bl-RERTIE, 74 Mo F BT TRL, avin—
SOAEFEHLTANTZ2ZdTES. LHL, BLZE
BTiFary tun—s0E0HAIHIRIN S0, av
PO —F W EBANRT 3 =< Y ADETIRBEEEIN 3.
ZDlzH, aviu—S0AEERTIFELEN, 74
b v EFYTERWEFRIERS S OFHICBWTER
THHARENEDD 5. 5, X525 HMEFEFRET> TV
SREDRD 5.

4ENX, RotateTowards BI¥EFWTHRA ¥ 7 1 ¥ 7%
WHHIEBEDR L= Y TPIEEIT > T\, ZNTD
RA V2P VW T UDTFEE L T Wz, FENREET
BH2b0D, BEGECBIAFAHTIZZORS V&0
TUM, ol R ERTIMZ 5N TWD K5I L S
Nz, b, ERGEICBWORA VT 4 v Z7FEOME
W T EAEXE, R LTXRI5ETRBOEM
DR o TAIREND D 5. SRIOFERTIZ 10 Y F X —
MU DIEATEDR R Y2 WA, ZhEeEIz/hEL
TR TA Vv F T2 HOWEFEDATIERA
VT4 Y IPRECR B HERIEANE. Ko T, MERK
AT 4 IRy VERAWESERIL, 747 Fy
ZDAERWETHEE, arvirao—SRhEEHFALEFE
DREEDOLB R ERITOMENDH L. Fiz, FHEITKRE Y
% HMD D IEEICHE LT\ =23, HEADmcH 23 L57%
RENHTS, 7427y F U TRAWEFEDORAL
T4 Y ITHRRICOWT S, BMTHREL T2 0ENDH 5.

5. BHOHIC

AHIZECIE, VR IKBRHO 2 —FDZESA, VRHMD I
BHENTTA VT =TT ATI AT 3 —<
252 2 EBOREBERIT->72. EFTIX, BREETO
FRRATNR, BoZeZB e HBLTIDRWAT 3 —<
AEFRETIEENDHDE I BRI DN TER. X
512, VRHMD TO7 A 5 v % ¥ 71T 2 B o
THEm L7z,

BEXH
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Lee, and Gerard Kim. Pillowvr: Virtual reality in bed.
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