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PerMan: Development and Evaluation of Wearable Device for
Information Presentation Using Sensation of Head
on Entertainment Use
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Abstract: In recent years, the devices which present informations to senses except the sight is actively
developed. Especially, tactile devices are hopeful, because it is easy to understand.A lot of hand grip type
devices are already developed, but they are not useful in case that you use another device at the same time.
Therefore we focus on the surface of head. The Shape of head is hemisphere, then we infer it is suitable for
presentation of 3D coordinate data, and we develop a device using vibrates and pressure.
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Fig. 3 Appearance of Pressure Generator
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Fig. 4 Fitting Image of PerMan
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Fig. 5 Operating Image of PerMan
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Fig. 6 Roadmap of Development
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Fig. 7 SDK of Unity
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Fig. 9 Escape in real world

3.5 JOO0bOOooOoooog

gogboooboobbooboobooboooboo
gobooboobboooboobuooboobboon
gbooobooboboboooooobobobooog
gooo

3.6 J0O0OO00OO0OO0OO0O0O0OoOO0O0O0oOO0O000a0
oooooooooooooooovROOOOOOO
oooooooooooooooooooooooooo
ooooooooooooooooooboooooooo
ooooooooogooo

4. OO0

000o00o00bD0b0O0o0obD0obOouobogn PerMan O
gobooboobooboboobooboobboon
000000 UnityDOOODDOODDOODOODODODOOO
gobooboobboobooboobbooboob
gobooboobooboboobuooboobboon
gobooboobooboboobuooboobboob
O000oooooooorPSOD0O0O0OOOODOOOO
gobooboobooboboobuooboobboob
gobooboobooboboobuooboooboob
goboobooboooboobuooboobboob
gobooboooooboon

oooo

[1] 00D O00,0000,0000,and00 O.Cyarm: O
oooooo0oooo0oooOoo (@oooooo, <
00 >00000000:00000).00000DOO
0, 46(7):1693-1700, jul 2005.

[ 00 000,00 00,00 00,and00 0O,
ooo0ooO0oooLoOo0oOooOooOoUD (booooo
000000 >0000000000000000).
000000000, 48(3):1326-1335, mar 2007.

3] D000 and00 OO Active belt:0 00000000
000000000000 (boooo/oUooooo

© 2015 Information Processing Society of Japan

[4]

[5]

(6]

[7]

oooUoooo0)<OO >000oUooUoo:0o,o
0,00,000).000000000, 44(11):2649-2658,
nov 2003.

Ali Israr, Seung-Chan Kim, Jan Stec, and Ivan Poupyrev.
Surround haptics: Tactile feedback for immersive gaming
experiences. In CHI ’12 Extended Abstracts on Human
Factors in Computing Systems, CHI EA ’12, pages 1087—
1090, New York, NY, USA, 2012. ACM.

00 00,00 0,andd0 00.0000000000
0000000oUo0ooUuoo0.mOO0Ooooooan
Ooog 2012, 2012.

OO0 00,00 0,and00 0O0.0000000000
0000000000 0. mO00000O000OOOOO
201300000, pages 185-192, 2013.

00 o0o0.00000U0ooooooooooooooon.
Master’s thesis, 0000000000 DOOCOOO, 2013.

178





