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Wearable Device Augmenting Human-Human Touch Interaction XII:

Fundamental Design of Multiplayer Video Game System

mEAELAY, BHERY
Kenta EBINA and Taku HACHISU

1) K (T 305-8573 ZKIRIRD < IEHIKER 1-1-1, ebina, hachisu@ah.iit.tsukuba.ac.jp)

B

WMESVAYEALOHBRMEIRET 2 LF LA YT —20 (MPVG) 1ZBWT, FUEANC
£E 5, HEAIPOVEDE S Vo LEBABOMENZATE GERMTED 2 AN LTERLED

DDBFATL TV DS, BAWINETRAL NOFIROEEFELLOEMEFHIL, KRB TR %
ERFETT7 4 — RN w 27337 L ALy MIFAL 2R L TE, AT, 20978 LT
T A X FELOBEREMETER L2 MPVG OBAREM T2 22 THRNKREZRET 22 % H
M35, RETIE. ZOX5% MPVG 2FEHT 272002 A7 L DFGFHIE T 2 BiEMFHc oW T
WET 5,

F—U—F I BEEM TxT7 I TNTANLRARE T 4 — RNy I wAF LAY ET AT -4

1. FL®IC

SALFFLAYETAS -4 (MPVQG) &, 8O

AXDT = LWNTEHFo72D, WHL7=2b 3522 THNEE °
L. HRMEEREIBET 2, FETE. T4 ViESE= )
RIZMEE 57213 T <. Niantic #:® Pokémon Go ® X
S IZYEINCRI CEPNCEE 572 b EREHD 1-2-Switch
D &S IKEEAI» VALY D T 2 EMEMOMEN 21T '
BTH 2 HRUTERIER L2 DOATITLT\WS, ba— ~ ‘)
vV eaAYa—&R AR a YIRS TIE, B
%0 Bk YR (BIRERD 2 A1 L7z MPVG 28
R XN TV (1, 2], BAERNIH RIS RN T )
HEWBITHZRET 2MEDHME SN TVL TV SR
fTEITH 2 [3,4 Zeh b, LA YOHINIE(EE
TARFBR LTI TE %, 2o DB REMEEH L
MPVG 2B 3 25 OSKERNERE & LT, BR72 B gl
BT GEMEMICRTFANELRY., T4 YO
BIEfHE LR WEE) SliOLAZET 6h 5,

L ZhETIRA L AOFHED K E R oM % 511l
L. KR CRHAE R 2R TI4— R Nv 7557
VAL y FRIFANL REHFELTE 5,6, 7, 8], RIERT 9. 2T LBt
BIREHISZ W27 4 — RN ZFEe LT, KEOIR
B9 e 77 ok —sa v [10] ZRIALT
BFH o ZFMOFHEOEEIME IR 2 IR T 2 Hiffi %
& L7z 1]

AT, T LA YOG EEMZIER L7z MPVG ~D
BAEER LT3 2 THRWRIMZIRET 2 2 2 HN

B 1: BikEs (BF) PO XFvEAALL. ABE
ldT —LARADAIRY FEZEFOFEIC T — KNy Y
TBEIINFETAT—L

33, BRI BEFhO - EDOY 2 xFy GRES.
FERET %) 25—~ DANE L, ANFRETF—2
NDARY M2 _EBOFIRII T4 — RNy 7T B2 RT
LEEZD (M1, ARTIE. 20X %Y RTLDHF
WS R A O W THRE T 3,

2BDTVANYEREL, KVATLE2DDT VALY
FRIFAL R, B2 BEUKRRA Parya—x X DK
ER-

© 2023 BARN—F¥ILYT)T1FE -2G-07-



© 2023 BAN—FvIILYT)T1EER

2G-07

@ Driver IC 3 Inertial measurement unit
® Lithium polymer battery

@ Microcontroller
@ Actuator
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