B-09 VR F XA AD/N> R NT v FTHRERZ - — REMEOZER

BV 2T NA T = — AWGEE A

1. Hx=EEW

T Cli%, VR (Virtual Reality) D7 /31
2L, N R T xR TERE AR LB D
D ZTWD. 2 K- T, =272 EDVR
arrFyYh, arha—7—%fFEPICTEE
FROB & OATEIEREE/RR b O X T 5.
L2, N R R T v 702 Ko TR
EIXTELEZNIZESZ L RV ONRBRTH 5.

EZC, AR TIINC R E T v XTIk
LT ME L LT, 1— RORE & 2B EICE
HL7Z. —RIX, b7, D=, FL—
T AT I— R =70, AR OEk 2 72
—ATHEHINTEY, I— NERIEIZLAMEDS
BWNEBZLNDINLTHD.

AWFFETIL, VR ZEZRICBIT AN RET
X U T EMEORE A 0T 20, U — FEYEIC
B3 2 Foihx 2k 2 A7 22T
HTEEHMETD.

2. PBHETH

AW TIE, T NBIDO VR T34 2 TH
% Meta Quest 2 ([HFF Oculus Quest 2) % fiff
H3 5. Meta Quest 2 (213, AR IE i U R
WA TPEREINTEBY, N R T vF
JTHEREIX, 2D A T ITH S T FOME NS F
G A e D 2 E TEBESN TS, 20
BRAIE®R S X, BT FEEZERT S 22
ORI 3 WoTERE (M 1) Thb.

Smedt H[11i%, FOFKERNPO Y RE
— 3 Y ERRT DM EITo T ZOWFET
L, N R 2 AF v ZERICKET L7201
BOBEF OB X IZHER L, FO@hEL[EEED
AR FIEERE L. FHMBIE, B 5 2NEEIC
YER% L7- DHG-14/28 £\ 9 F — % ¥ v R
WHNE, ZOTFT—%%y M, 14 FEO
RFEWR N RV = AT v OIRFE G & B
BEWMNELDOLNTND., i ORE R, 83%D
IWHEREAZER LI ERESH TV,

[ERAY/A

X 1 FEEKT D 22O 0N E

iz DHG-14/28 57— ¥ & » F &{&H L 7=#f
72+ LT, Devineau H[2lICKk 21003 H 5.
B 51X, N RV 2 2T ¥ OFBHOMERE S
W2\ LS D 72DITHIEEATVY, Smedt H &
138720, DHG-14/28 O H 5 BEHIGHR %
A HE IR AT =2 —F L b T —2 (CNN)
ZHAWTHIET 5 Z & T, 84.4%D ks %
PER LT EHE LTV 5.

3. AWFFRORE

AMFEIE, Meta Quest 2 D/ N> KR T w3
VIR ERHWT, I — REMEDO N RY = R
F X 2R THUAT LORBEEAE LTS,
Rk D — FEIEE T — R &R, Th—
RZF > TODIREE], [FICFF oo N — F&2®
%] O3O0EETHL (X2).

IS 3OO RV AF v B 45K, Rk
T 572012, Zilid v O E =R LT
BETNEAERT D. K5V = 2T ¥ OHfifiT—
2 L7 DB B RS IE A UGS D 72012,
Meta Quest 2 D/ > K kT v % FHRER ]
HALiT—X2IUERD VR 77V r—ya v
ZBA% L CRIHT 5.

Bt BN IE, BB B L e
T IV EETHD Python 235, 738
i, BRI O S W T 4 —T =
— IRy NT—ZIT Lo TTW, 1Bk L=
BHET ML VR 77V r—3 a3 o OERICHE



2 KN RV ATy DHEjX
HAT&E57—21x v ThHD Unity CTFIAH
9 %. Unity T, Barracuda &IEXL5 /Ny
=L > T ONNX JEADOFEE =T LV EF]
HTE%.

4. T—HWEVRT 7V r—va v
AWFFETIL, VR 7731 Z1X Meta Quest 2
EREH L7 B HREINET 570D VR T
7V r—3 a3 O3 Unity TiTo 7.
Meta Quest 2 CTHEI< VR 22/ &2 BT 5729,
Unity -~ Oculus Integration &5 7 & v K
ZBINT 57 EOREEIToTZ.
FOFKEREZIGT 572D121%, Meta
Quest 2 OBAFEFX v BT LN N NT
vx 7 APLBIAEH Lz, 20 APLIZ, i
FOROEFCHRL R E D 3 WILEELE Y T
JVE A BTBIFTE D,
T—HIE VR 77V r—ya o
DA %X 3 (27, VR ZZMOLEMNC & 5 R
ZAKEFTHNDE 5 OV NET
BIED. IO M35 & T — ZIEN IR
F0, HEFD22DKRA 2 kD 3 RICHEIED
%1 0.03 B CRigk I D. PEFITIEED
N RY 2 AF ¥ —Z4T0, BER KD -T2 5

X 8 A7 AEE)FOETE

HELT TR D EINERKTT 5.
IR U7 A A B AN AR AT L, IR TIRRI
CSVTF—# & LTHRGFETDH. 20 CSV T —%#
I% Oculus AIRIZERIFEE 4, Side Quest [4] &
WO YT by =T THERIC Y AR— T 5
ZENTES.

5. T —XDIUE

AR L7727 —XUUE VR 77 Y r—ya v
EHWC, = FEIEOY = AF ¥ DT —H D
I ZAT o 72, 20 R D F 22 7412, Meta Quest
2EIEFLTCHLDL, T—XINEVR TSV
— v arERHLTHD, FHFEDNY RV =z A
Fx & 1T, BRABEIX%Z 2 [F217-o
THHo7 WHE LT —2I%, #fifiy—» &
25 3OO R AF ¥ DOF—X % T #
T, ZTOMOBE DT —H % 15 f#, 7 36 {#
D CSVTFT—HThb.

% CSV 7 —41%, HF0 22 HORA b
D 3 RITJERE & Z OBV EO R 44 (O AR
#) 0.08 fEIfE CRldk STV D. 1 DD/ K
V= AF ¥ L 1.5 BRI TiThoN, 1 2D CSV
T HTITEY 47.7 [ EEFE N Fidk S T,

6. £&0

AWFFETIX, " Y= AF ¥ ORME
Meta Quest 2 TITH 72ODT —HXIWEL AT
LDOBAFEEAT o 7o EBRTFEIRZAT 5 #tH
MWFEEETNVHWEE CEL R o T,

EEBUN

[1] Quentin De Smedt et al., Skeleton based

dynamic hand gesture recognition, Proc.

2016 IEEE/CVF CVPR Workshops, pp. 1206-

1214, 2016.

[2] Guillaume Devineau et al., Deep learning

for hand gesture recognition on skeletal data,

Proc. IEEE FG 2018,pp.106-113, 2018.

[3] Meta, /> % Z 27 > a > SDK O,

https://developer.oculus.com/documentation/

unity/unity-isdk-interaction-sdkoverview/
(2023 4= 1 A #E#R)

[4] SIDEQUEST, https://sidequestvr.com/

(2023 £ 1 HfezR)



https://developer.oculus.com/documentation/unity/unity-isdk-interaction-sdk-overview/?locale=ja_JP
https://developer.oculus.com/documentation/unity/unity-isdk-interaction-sdk-overview/?locale=ja_JP
https://sidequestvr.com/

