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Body Suspension Mechanism and Head-mounted Display Interface to
Simulate the feel of Floating in Virtual Environments.

Suzukl TAKUMAY®  Yano YukitP)
NicHOLAS KATZAKIS?: D)

HAGAD JUAN LORENZO!©)
ANDO HIDEYUKI!

NicroLAS MOLLICAS3
Kivokawa Kiyost?

Abstract: Flying in the sky has been a dream of human beings since the beginning of time . Human be-
ings dreamed of flying in the sky and invented various methods such as airplanes, helicopters, balloons, and
paragliders. However, these methods only let one’ s body float in the air by depending on a device and can
not give a sense of flying in the sky by one’ s own power. Therefore this project proposes a VR device which

can help users experience becoming a bird, and flying in the sky.
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[1] Unity Japan http://japan.unity3d.com/

[2] Oculus Rift http://www.oculusvr.com/

3] IVRC 1996 0000000 OODO ivrc.net/archive/
%ET%A9YBAYE3Y82%82/,E9%A37,9B%E37,81%B9%E3%,82%8B,
E3%81%AF/,E3%81%9A%EF/,BC/%9F1996/
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