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BE: HoEEI BTG U THREINSGEARBIZBEWT, &K 1000 fps DEEE2TLZ &

T, 100 ms AR DBIEA N7 + =3 VAL E X 2085 MEE L7, #8, m7V—LL— b RATFT,

BEIEIZAES 8T 4 — < v ADME FHEEANER T2 5 Z LAV U 7. S38I3RT R 2 B U St %

W MET B2 2T, MEBIRRT AN RZBIIZADNRT +—<  AMBIZBELT, 7L —AL— 235
5B O BIET.
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1. EL®IC 572z, IR D VR - AR FN1 ARIFKORE L LT
ASH, RFEBEFE (VR : virtual reality) (ZBH3 2 F/341 A DIENEE A RE A B AR G TA] D B 7 &% BREE U 72 A 9Eh3 88
ADBHEILKEERE LT, VRARER - BERMICEAT LTW5.
LZEHIZHWSNEAY KXY Y T AT LA (HMD :
head mounted display) DIE%2, Grass X1 TRy F AT 2. BEEMARVAHREOER
V=%, ZIREHTORROEEEATIE LI VR T BN 1 ms ICRETRER X Yy F AT ) —VIZHUTRT v
7Y a vEARIZT AHERIE (AR : augmented reality) XU T RATEHAW Ng 5OffRIZE 5 &, A% 10 ms B
WIS AR TN ADBIRINT W B, TOOLTHIBIER BRHET S 4. AT L —7 v
ZDEDITTNA AFFENLAKZEL —HT, 1 V& FRZAZ Y =Y AL TRRENE Ry F AT —V
T2 avEAREL T 5 VR MR T N1 2B WT, A THERENZEZBRIZB T2 T30 ABRE T TIE, 100 ms B
HEED S EICH DI N ETITBELFEELTWS T ORI RIS 31T B WG AE 12 B9 2 A AT o
ZENMERE LTEITOND. ZNIERTNA AEHED NnTwas., LML, VR ETADFZERANEL UTHW
RO EIZ L > TADUEEEDY, T4 ATV A LTHA— RAZIZBEWT, 100 ms LA DR IE IS D BIE D AANE-
FrIEINFICH T LTI N2 ETORM, o LEE RN L 72 RIE DT TH o 72,
V¥ a— X ORI EF NV AT LN THEL B WH 5k, VR 2HE LB ARESEVEREIZEWT
LDTHY, FRICHOIRS Z & iETERW (1. TN AMEAE D BERBIET AT LN —F v Ui X
FROEIBRAVRT I T 4 TRERIERT N1 AIZH NPT EH5EKBE L, EBICHRTSEZAZ Y-V
1%, BEMUZBEOREL, TN AEHZEOHE L DOBRREEBRITEIED BTN B BER % 100 ms AT OEEFE AR
BEOTNIZ L DN EEEE2ELSE, T4 —% ZHBWT, BEPT NS AMHED AT + = YV ANGZ
VADETREFTRL, AMRNCEREE RIET Z EHS LHBERELRL[6]. LHPL, ZOFHNTEIZMEELED
NTWB. BIZIE, BRI X BB e HEEBRO T WEDAZRINTHY, ERTHEAINZY AT LN
W2 D EBEAL—E TN AFHENNETEZ 2T, K DOFEIZ LD BIEEVPRKELRBIFE, 7V—LL—1OD
RRAITBITDRABMETTHZ &% 2], VR ET AR BRPEL2 (BEVSEGEEIND EEEHL, 7JL—LL—
FNAZZBVWTCEBELNETEZEAERERD, HO MZAMR D 2) FMREBIEERK ZIT> TV, Z0D
ChoE, MER, ¥, HEVWPTRERE 2 & 7=, 7V—AV—F’%Eb#EE# 25 2 B80T
T VR B\ (simulator sickness) &I ZARDEET 5 DWTEHAMBAT LTV ARV EWR S,
N3 3. TNSDOEREOTNI & BHEL RO RET $ﬁﬁfi 7LV —2AhL— D% 1000 fps (2§ E L
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A REIDT7VL—LLV— 2N UREBZIZDOWTHE
U7z & OFERRFE R & iR L, SR & AR
NHE U BRBIER ABEIZBWT, JL—AL— DA
NG ZBIEREWGES 5.

3. ERAEE
3.1 ERE

WERHE KRR B 84 (BiE44, W44, FHE
W25 L4150 OB 2 AOREFENE, 2ENEFELREN
EEOMEE, AHFAXRAV R MCEBBRNBERED)
ThHolz. RERIHARZOERGHEEZES (FE
FE : UT-IST-RE-170712-1) IZEARES Nz DTHY,
50 U O EMEERE 1T IF RO FIEREREARD TRIZO W
THRICHEZ TV, FEIITERBMOFE2E7%.
3.2 EREE

AWFZE T, PGS ORER LIRS 5720, VAT LD
B/NEERE DS DY 4.3 ms, HEHERZED 0.38 ms TH D
B LIZR U7z — DEBREEZ Wz [6]. AREIZFOH
&% 1ms Z & ITHRATEEAR EE S A 7 (MIKROTRON #
Eosens 4CXP) THRL, ZOMERIZ—%2 N LT, &
A FZRBRIZ 1 ms T X2 ARERm®E 7oy 7 & (K
TV 2 bva v FNA Atk DynaFlash) IZ& > THRRI N5,
FNA AL, HOOTF2EERMKETE WD
DIz, A2V —v RIZEBEZHFEVWEREINEH S DOFOM
Bra, M2DEIITPEITEUIZHR S Z iz & D LRI
BELEXT LY b2BETEZ LT, EREZ AT 21T57~.
VR LTV RI7Y avialfee 32 ERERT N1
AL LT, ZOYRAT LAOR/NEEIFBEMIZH5/NE
WHDTHEHLEZONS. F/z, AV a— X THET
LR 2T BT, KV AT LI 4.3 ms B EDIERE
DREXDEIEZ G525 ENABETH D720, TN A
HAEORES®RE, BE2 AT 5 RERIZTN (&
HEAICB ) 2RMNAREE) 2ELIE5.
3.3 ERBFBEB:RAVT1VI92RY

ARFETIE, 7V —LL— D% 1000 fps TRHEL,
WABRBEIZB IR BIENR ANV — Ty MIEX B8 %2 T
L7, —F, Mo 7v—A4 L0 — M2 ETREE~{ETH

Start Position

2: WERENRENH L RH.

GMDFERE L2 20 s, KRN E T 5720 ARFERIZ
BWTT7V—Lb— MUNDOERSEHEZ Z N~
AT, WBREDTFILOXTL Y b (12.91 >~ F iPad
Pro) Z#FWT, X7 Ly Mlim O & P & 3l EE X
NEZIROBAB R =Ty b2 Xy TLTHh S, FEFAN
KRINDINUABIROEER =7y N2 Xy TT LRIV
FA VT RATDERET o, WA=y MEX T
LUy ORI EE _FoRR EICFET S, X—7 v b
WD ER#EEIZ 200, 300 pixel D 2380, HEZ—7"v b DlFEIX
960, 1440, 2160 pixel D 3D ThH-o7z. ZHik MacKenzie
DEBSGMEZSEUT (7).
RREINBMEAEGDLENRZ=VIZ6EYTHD, EERD
1fTIZBWTY AT LAOBEEFEZEL, 18HEIOXAT %
fro7z. 6 Bl (4.3,24.3,44.3,64.3,84.3,104.3 ms) DIEAE
NHY, FBEE— FOIEFRILT VX LIZHEHT 2 HEL L
2. TNENDBRLEE 5 [FI4T S 720 30 T OERZIT W,
2RDEGFT 18 x30 =540 M DX A7 &7 L7, F7z,
FEEREREICIEN D 720012, HBE 1S BRI ETIZ 2~3 2%
FE, 4.3 ms OFIED FTHBIZX A7 OME %2T-7-. &
ROEBFIFIIZ 40 HTEETH D, 10372 L Tkl % 34
FREERT 72, WA B RBHE TIIR L, A7V =V EOf
HIERZTCICIEMIZTESEIFRL, HEBELAEZX =7y b
RO TERY 7T5 L5 REh, ERfrvy—<
T DRI LD EFEEW TN
3.4 B : T4y VDKAICKBNRTH—T VR
BFEERTIX, RA VT4 VT RAT BITIWEREDINT 5 —
SR VUARFMT BDIZ, =1 VR Tz — ADIEHAW
ZIZBWTHWSONEZ 2 DE W, BUTFIZL-> TEMMEE
Na7 4y Y0kl E#EHAT 5.

MT =a+bID, (1)

D = log, (1 + %) . (2)
K (1), (2) 282 MT (movement time) B XU ID (in-
dex of difficulty) 1%, TNZTh Xy FF 25 FE TIZE 72K
Mex A7 0RBREZIZETHLETEZRL, D, WIik®
nENWE =7y FEAL O, HEZ-7 Y FolEe T
5. a,b FEBHLBRBTH 5.
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F-WIE We=4.1330 2T 2 LRV EIND
[8]. We l3&RRZ =7y NOWEZEEKL, 013H5 W,D
WZBFBRAZIZBEWTD, By T UEEBER—=7Ty b
DOt DR TH S, We 2Nz ID % IDe L EH
95. TP DALl bps (bits per second) TH 5.

A—YF—DNRT7 =3 VAR RTEETHDANL—T
I TP (throughput) IZEATFO LS IZEEZI NS [8]. = i
W, D OfiAGHEOMEEERS. RERTIEIITRLZ &S
IZ6@YTHo7-.

1 IDe;;
TP =~ 2 TT; (3)
4. ERER

TU—LL— NDfE%E KK 1000 fps KOV AT L ED 7
L—AL— bDEKT2RZE LRI, BIERE & S4ER
FHDANV—=Ty b e DRRER 3ITRT. VAT LOEIE
DREIINTEAV—=Ty bOT oy b EFERE LT
U SR, BHERE D2V — Ty MZIMAAERH B T
EDHERTE, FRAT ORI EDBE L TWS L
HEhd, £72, ANEIZEY L, BRANL ZZHERE IXLER &
Thotz. M4 &b, MEEILEANET S VR BEIZE W
T, 7V—LL = DREIVANDNRT 4 —< Vv ATHE%
RAF T RIMEIL 24.3~44.3 ms TH B EZS5NS. 4.3 ms
& 24.3 ms OHEIKHEIEL TP OZLEDHRIEE R TH b,
44.3 ms REIZZLBEDOMHEPWL <AL TV 5.

X512, AEBRTHELZ7L—LL—FDETEY (79
fia s DFEER) 7L —LL— FOERAZL (RFEER, 1000 fps)
THEU 7BERR & 2V —T Y N OEEEERT. 2Ok
R& D, 1000 fps DFER GRER) &R, ZLb—AL—1}
PERU TV LM (H/) T, 24.3~44.3 ms ORI
LRI A=V APMETLTWL Z ehbhrorz. —H,
FTNTEFNDAN—=Ty vOA Ty hBRELBFERL D,
ZALOEE N E IR E AP T T 5720, BT 2BES
HoFHMMFAEDE & 2K 6 THHIILZ. TOME,
BERBIERE L BBRIZ 7 L — AL — P AME T L2 WA FEER D
FEERDOFD, ADRT 4=V ADERIBERNLTH B T
R I T,

5. ¥

AR TIE, BOEARBICIBVTHSEESEZEN
Wt UC, BEINBEETOBIENADNST 4 —< VAT
L2 58ZOWT, 7LV—AL— MDfi%Z K 1000 fps
OFFHTHET DI LI BT % ITo72. TOMER, 7
U—L L —DEWEGEIZ, BIEAE U BBDAD/T 4 —
T VADEKTRPEMING Z &AL 72, SR&ITAR
BITHESE, 51270 —A0—FORMEEMEY L TER
EITD 22T, MEBIRRT N RAIBITEADNRT =<
VAMBEIZEIL T L — AL — FAYE X B S0 LI
FETEBRLEZONS.
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