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FIgE AR D IEM & AR DR TIC X D HFHY
WZEEMEDSEIT LTV 3. FrCHAR SR (ER
PHFOHT by 7 THHBALDIED 2 El
BFOEIGH 2019 4F 10 ARFRT 28.4% £ 72 - T
Wz b2, [ TR DEATE DI
Ktk x B TOMEFAENBRSEINS. E
- B0 THIRESL Y NEY T a Yy
EREY T2 N0 L CEELEELD
BORENTHINS. BIE, FEERPHYE
BRI ERE LBEELE 1 L TiibR 3 opE
MTHED, ZOHETIEHENENTZD YA
vV r—>a yoHEEARD LN TVWS. £
AU 2T COVID-19 DT ILA D 12N
HRERPHEETOIANAL Y 7= 3 YORE
HREE > TWVW5.

UNE Y T—a YO TCIXEBICTEER

BRI PREZITVRIELOY K- b2 5
AT LOMAIEZ L EINTWVWE. V2T T7
NV HPREED AT EDT —RITHDINT
BEOHE %) £— b CHHMliT = 2EE 0 HE)
Al 27 4 %) DT BEIgER, Uk
7 — a YIZ VR Hifii & M 2 ARAEB SR
ZHWENE R EITbTws. VR(Virtual
Reality) £ 2 FH L 72 Cld Heiyanthuduwa &
DERE DO EEREFED Y NV ZHNE L2 VR
N— 2 DIEEERBEAES R T L2 R L7
%), Wang 53 VRAY Ry b 74— 7 4 —
KNy 77— 72 flaabEBHNE XU
) ALY T =2 a DY AT %2R L
729, £ VRFNA ZZHHT 2V LY 57—
aviFr—3I7 47 —=arvenwiEZIN
BHWLNEZENZW., F'—IT7 47— 3
Y =2 Dary T F A TS — LT
PA VEROMH) v ERINTD, XEXER
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KHTEFR—2 a2V E2EDLDDOFIEL L
THHAZINATE L. IBROVAEY T—2ay
TIEHAREEZRE DR LTS D BEDEF
N—a Y OHERFPHEL VWS HENR D Z. L
MLIUANE YT —a iy —3I747—a
VEBALY - LABHEEZEBNT S TEREEIR
WATELATWAEICYUNEY T—>ark
7o, FRFICIBBEADEFR— a v RS
5ZEMTES. Pereira HIEFDIYNEY 77—
avDlEDDVR I 7RAY —LEFFELY,
Wu 6 ERV AV 7= a>rDzeHpd VR
FL—=Y Y RTLEBKELREY. VRIZE
WERSER AR, L X2 2 2 e 3]
RETH D, HarnBHTHANED SR TNS.
L2 LA 5 VR IGHHF % 2212 L Ty
2T B0, BITRC B RO EERNICE P
DEIR L DEALCIRBIO/BBRIERES. £/ VR
BN OMERDIEET 5.

Z 2 THAIZ, BIEOHREHR MR L LT
SEEATREIR T 4 RN ATV 27 MR FREE D
BT 5 MR(Mixed Reality, E@EBIE) Bif
BUNELYT—a iIHWE D kAT A
728D HAYIE MR-HMD(Head Mounted Display)
D&HZFWTTHIRES, F8FIEEY), RStRESB X
CHEBIEE 7R & OB OHEEZ HIE LE RIS
FHHEZATS AT LADHFETH S, FE, FED
HEBIHRAE & A ICEH L, MR-HMD % fifi
HL7Y —F > 7R 2271281 3 8ER, 15
FeOWE, SHOWEELRIE S 57 — LB Z
RLHEEITo72. 72 MR TNA 2% AW
EEREMIT DR R LT/ A DY =
HEMEL D TEDRRDRT.

2. Mixed Reality

MR & I3THEHS o AR 2RSS S 8725
i T, AR(Augmented Reality, JL5RIAFE) Fiffi
ZRBEIVFEMNTH L. MRIFHEHRRE 3
KIuZEM e LTT Y 2VERIL L, BREOHRE

TEWREMERE L 72 L ONEERTRER T 4 P XA T
Vxl MeRREIHESD. AR L DR ERHES
EIREMFICE —N— L SNREL 7Y =
J MR HHICHEEFTE 28 THS. DFh MR
DOHFTII TR & AR R HTF L, MHEAE
3%, RERRBICEZZ2HAICE o TZOFF
Iz ALY F—2a VOBUSTIE VR XD B
EHTHZEZLNS. VR DEE, 1AER
WKHZZBIR FAE TR TRBICEND 5.
—7CMR-HMD (3R ZH 2 Z e TE 3
BRI L Y 2R R 7T 2T 5, E
BRI 72 2 2 ik LoD HHTY 77 4
TREEXE2THIENTES. FRERGEY
IOWMBED VALY T—2 a2 7RHED
VeV R ERBALEREDD T L —=
TRITRS.

MR-HMD Z HW7=iF2E%EHf & LTS v R
A — F B XU Kinect & HoloLens(Microsoft t:
Y ROt LK, BNV T7—2a vy
R EfT5 77V 7 —> a VOBFICET 3
5% 10) RIS 20 N D729 D MR 4l
RRIH U8B 205 W) H 5. wig
& MR-HMD (M2 B DA 2 L 72
SATLATHY, FHZATI ZDITINNAR—
2ADRETH S, BEITBIEEEDNEICEH
L7208 TH 5. BIAIE MR-HMD D&% FwWiz
THIRE S, FEHIRET), AtRE) I K OEEIERE
72 B OB OWTHIE B & CFHli 24T -
TRITELE RV, SHOVANL Y T =Y a Yy
S CIIEBRREDTIE - FHE=Z 0 HEL >
AT LDHFRLEIFEZ TV ERS.

3. F&x
3.1 N—FKozx7

MR-HMD 1213 Microsoft @ HoloLens2!?)
2 L7-. Fig. 1 8. HoloLens2 (ZAREED

L ¥ R U IR G 2 15050 L BB R %
H2ZrDTx 3%y —21L—80 HMD T
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Fig. 1: HoloLens2 % \W/z X 2 7 OD¥EF. Play
scene using HoloLens2

HD, PCRRAY—bT7 3>, NoT)—=RED
SLERER R & ORI AET, SR — FL AT
T TZ %. HoloLens2 & 9l IMU & > %%
REAXZ, FROREA X Z2BEH L TE YT
DFEOHEEI v X 774 b v X2y
WXIHELTWS.

3.2 YIJbkox7

HoloLens2 NFE23 277V r—2 a2 DR
1213, Unity3D 2 L7z 13 Unity3D 1345 —
L7 TVEHRERETHD, PC, ¥'—ut%, £
NANVTNA A, WebH A "o D7 7V r—
Y a v OfEDHRETH S, TurI7IVIEF
FBICIX CHAERV, PCETZ UV r—>arv%
BAFE L7=1%, HoloLens2 IZ5EE L. 72 MR
MO EXERUIRA Y X T 7 ayilib
RIeaRT Ty b7 —LFFEY—NLF v b
T® % MRTK (Mixed Reality Toolkit) % f#if L
72. 728 Unity3D (A TFIEERTH D, PR
-V oOIEmEAE ZEOIEAR, GFHM
X B ET, $RE LM E % Y flio1E /5
&35, XHilis Xz hdtmin L TKET
H5.

33 U—=FYIRRIDBE

)—F 7 RAZ1E Fig. 2 1RT X9 1IHl
FRFREINAREA 7Y 27 b ANFELIET
Ry F LTV DDTHS. REEATI=7 b

Fig. 2: V—F 72X 7HDHF. Reaching task
(https://youtu.be/ TFPM-7vdXIk)

BT DD, EhEN125 10 £ TOK
FHRHFEIPNTVE., HTEEYICXyFTEIL
TAT7V 27 MIHATWE, HEDRL 24
IOz Ve R FTHEATIr MIHZ
V. HERE A 7Y 2 7 b RIEFE DI
ETHLTWL ZR 72T 5EFDO0E 10 [4]
fTolz. A7 27 FOEBEMNBEIZLEGEDTFT
HiEIc U7e. EBTEEIRES X OFRFIEEC
FEED IR 7 B OWERE (23. 1 £ 1.57%,
BHTH GRE5H, AFZE28) LT
ITo7z. HBREZEICIETEZRL TR ATV =S
ML S X S ITHER TV, V—=F VTR
7 AR IESE, HOBEICMASA 7Y =
7 M EHET DICE L 7-Kif % HoloLens2 THIE
L7z, #eBRE DIEH T TANIIBIED X R 27 Hifa]
BIHTH20ITMZ, BiE-TA T =2 Ml
N7EEEB L BRI R REINTED, #
BREBEIIEZ AR T 5 Z EHARETH 5.

4. HER
4.1 V—=F T2V DAEZER

Wi 72D 6 %1% MR-HMD O F#EERDS
EL AERNEREZWD TORBCTHoTz. V) —
F YT RAZ ORI 7Y 27 MR 0.8 [m],
BATZ 0.5 m| ORAFHPANTERREE T
e, ATVl FHEREINTHITNCE 5T
EA T 27 E R, ELEARN L
BHolz. Fig. ITRTIRIEOMIINCDH 2 L5
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Fig. 3: A 7Y =7 b OBELENEIC X 2586 L.
The back side of the left and right sides
are not Hand-Tracked properly

WKHEADRMICERRINA TV = 7 PO
THY, $HEICL-TE12DF TV 27 b
ZHTOIZ 20 EEL TV, ZRUEIAEL
FED D HoloLens2 DA X 06 HEDFT
BATLEVIELWEZEHCERr o122
EHFERAEEZ NS, ZORDWHREICEK -
TEFFENBEDA T =7 SRR PHEZT,

V—F U TRRATDTVAREIBEL o7z

T A BRI DFHiIC BN T LR O E R RS
T, FRAICELLRMTIERIEZEA T
TVl MERHETOIICE LR TR 21T - 7.
120F 727 P 2HETOIZI0MEEL
bOERE, £A4 7Y 27 MEHOFEHBEIRR
ROz ZOKER%E Table 1 & Fig. 4 1R
T, FEXFeIEFEFTHRETS 2L O
B (T84 5 %) THREFOR DT RICEY
RETA 7Y =7 MEZBE L TOLERIE
b7z,

BERE TR DI 2 L3 5 & Fig. 512
T LI, HEWHREHEIA T2V P RET
T ERAER RO FITEOTTED, H5
WERE IRDA 7Y = 7 + D ANHEEE BE)
LI Tz, ZOMEHIPS, HiFIF1 A7
7 MRIZRDA T =7 POMEEZHREL TV
MDD 2 DI L THREIZRIEDA 7Y = 7
kN DAL E % B35 ROITEN % E 2T SR

Table 1: FA4 7Y =7 FEOFEGHBEIRR. Aver-

age reaching time between each object

Takel | 2.64 2.26 1.87 3.30 Zi12 1.06 2.16 2.20
Take2 | 219 1.62 1.66 1.84 1.39 1.14 1.61 1.64
Dominant hand | Take3 | 1.42 1.36 1.24 1575 131 0.96 27 1.53

(second) Take4 | 2.83 2.23 1.99 2.26 2.07 1.07 1.69 2.02
Take5 | 2.19 2:52 1.17 1.96 ILEL 1.27 1.20 1.66
Average| 2.26 2.00 1.59 277 1.64 1.10 1.87 1.81
Takel 3.58 2.26 3.91 2.74 151 1.57 1.56 2.45

Take2 | 2.83 2.65 3.16 1.67 1.49 L9 1.91 2.13
Take3 | 2.88 22 2.82 1.49 1.24 1.07 2.50 2.04
Take4 | 2.36 1.78 2.26 1.49 1.68 [1527) 1.89 1.81
Take5 | 2.48 1.31 Gl 1.60 1.38 iEeE) 1.71 1.62
Average| 2.83 2.06 2.73 1.80 1.46 1.28 1.91 2.01
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Fig. 4: FlZF R ZFOHE. Comparison of

dominant and nondominant hands

DDA NDE. o TRIFELD bk
FHDHH & D BRIV ZE->TED,
&4 7Y 27 MEOBBIR RN, 5%
BFERE D D o 7.

RIZT7A N7 vF 7 OERE Fig. 6117
HoloLens2 7 A4 b7 v ¥ ¥ 7Tl 2 BOHRIt
A X 12 KD A OFBBIRIEh, 10D&
JRENTARERD RO S N 5. BIRROD SR v AR
DHMNSA T 27 bBRFRREINBH e DR
RZ RO Z N, IED AT 7 b
it 7RI A 7Y = 7 MRS D 5 Z
Db s. HROEEOMERE LT&EX RS
DEIFIEFRREN T VA A T I =7 b DEBHZ
{, ROA 7Y =7 bOMBEERELTATH
BV DR ERIR AL ICEDN T Z e o
2. mATERRIZDBPIEIATI 7 O
WYLl o TWBidD, RDA T2V +D
FARREE o T SCEDT L h o /.
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Fig. 5: A& M OELOHBF O L. Differences

in trajectories between subjects
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Fig. 6: f55C & RO PR, Fingertip trajectory
and Eye gaze

4.2 (FEEERZRY

Fig. 712 MR E5i T COEFRBEMIT D &
A7 LTRELIN A DB Y =V H %R
3. MRIREE T CIEEREZITO 222k D, &
ELE L —=v 7 I B EERIEH O
T7A T LERETIZREDZL R T T r—
T avEEETAEITIRBEEITAS LIk
5. SOICEBOERRETIE, BREI LI
LALVEFRET 2 Z e EHEL WD, MR 784
2V, 7 — LD LR EHEERE DK
KPR TESVICEDE THHEIC A R
22 A X TE%. %72, HoloLens2 IXH5RHE D
TU AR Z SR - BELTE 5720, FhfEY N
vV 7 —ya YNORHIZ, B\EL—AT
BROBZEZFRICIERT 5L DAREL 1 5.

(a) N/ 4 DIE. Tower of Hanoi
(https:/ /youtu.be/xkTDwcg 1IMY)

_ .
E%
—

(b) ¥ =>#. Jenga
(https://youtu.be/fGADEuIL9kg)

Fig. 7: MR {E3EE X 27 Offl. Tasks for occu-
pational therapy in the MR environment

5. #&

ARBFFETIE Mixed Reality 784 2% W7z
V—F VT RRT DR - PIE L AEEBERT
XA DiMEZRATo 7. V—=F T RRXTTIZ
HoloLens2 IZH#{ SN &/ T v & > JHRE
WX DHERE OFHEEB K O LE 2 HIE L,
R DOFHEMCHBRE R TR R 7B TOE NS

REBIEPTER. LALLM X
YR BOTUMEEDL A X F 12N MBI DH
258, FRAEOMNEBENIELL Py F U/ TE
3, ATl b oEHEN IRV
SRS Nz, ZHUIMRIEA 7Y = 7 b 3l
WKERETH B0 EICEEXINTED, iz
X LB icieenF RN s X 5 RALERR
ol ZEMERTH 5. MEICTEERE, D
FOBECAT Y27 P 2MET S X5RERY
CEET LI DFHRRENAIX IR
EN, ELLSATY =7 b & OEMHEDNT
bNdeFEZ 5. £ MREE NMIBUT 21
FHEMNT 2 R 71351%, WERE OHEB)ERZ H
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E, FiPkT AMERERAAA TV ZRIZED
UNE Y T—> a3 iZBiF 5 MR 784 ZADH]
REMEE M, TEHOBED X SIZAN % & Eb
n3.
SRITEROEEBEOBG TR I 2
BFERCKXR I EBB L7 TV r—>a >
FAFEZITV, MR IRE T TOMERIHFE IR
BHRONZPEMEEST 2 TETDH 5.
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