B2-3

VR B IO 1= D% AR K FEERIEWRE

Immersive Disaster Placing Function for VR-based Evacuation Training

KiL w3, o #7KFR h=?, ML EH™
Kaito OE™, Itsuki TANIOKA, Hiroyuki MITSUHARA™2, Masami SHISHIBORI™
TEERFERFRAI R EHAER
“'Graduate School of Sciences and Technology for Innovation, Tokushima University
P EEREREFRUSERETZHRH
“'Graduate School of Technology, Industrial and Social Sciences, Tokushima University
Email: ¢612235054@tokushima-u.ac.jp

HoFEL - VR BEHERIG O I B 22 P NP ST 33

ERRE IR ~D. AHAEIL, VR 750 2245 L

TeRREHEDNARZERICT N2 E LTAY, — AR THRE (ROR#R L) a@ETCE Lol Ty
%, iHMmFEER A LT, ABRITRAERE L, BOWRHZNT T ORELRBT L LI035

72 EORER &G

F—0—F  SEIRDL, REEESIEE, A, HMD, VR

1. [FL®HIC

HER EORFITNOBET L0672, &
ST, EENOREIHATBS ZENEETHS.
KE~OM 2 E LTHREERFST NS, BIges
TROBE SRR RIS 5 0, RS T E
BICEmEN TS, LavL, REROBEEEIIT
KERMORINNCZ UL, REFHES TR HER I 3
BESND Y, ZMENBELEE S > TEAEMIC
BT SRS D 2 & A B UUABRR ST Ru.
ZOXI W ENDG, BEELOI V=XV T VT
4 I ROM EEDIL, vFUA, TUHXIL
LT YRR & IV D ICT I8 RS 31 1ok
IZHE Y fHA TE 7200,

ITHE, AEBLZE (Virtual Reality : VR) O3 « %
KAz~ T, VR G FRGEEERIH Y 2 < WFFEBR 3 &
NTWBO, ARIFIECTIIIIE, VR BEEEIIH S 2T A
DO Z®H I LT, VR KERLURERIZIS 1T 2 ke
17853 H7<° NPC (Non-Player Character) i A®|Z
B A TWD, VR BEEERIEE S 2 7 L DOBRSE % 8
UC, (REEZMNOEZICED L H R ELHREBET
DO ENFENAT O MENRAE LT, £2 T, VR
TN AR LT3 B MR ZE R A LT
EAHE T HEREE R L.

2. REKRBEELKEHRE

ABFFETIE, VR BEEEFIE CRELT & SR
Z R dlE 95 &, HIRITENC R > T L&
IR EEDT=. B, RO EDHF I IE
NRZ 5] 0 N EOE#N S & BB CEITAR
BEIZZ2 > TWD ] EWo Rz snsd. &
FENZD LD KA VR TRIEABRT % Z & T,
(250 OREEES T 228 L ChEfE+ & < [T&
DITIEVVEZ - TREFET & ] LW o 2%
B L ENG. ZOX ) RKERNERET D
I ET, AREMNICRE (G, #HE) 2RE
THVENRDD.

T, R R EREE THISNE SR T
LB EMERBRH L 2N bR ELRETEDLH D

L) EEYD, KEREHEND HMD (Head-Mounted
Display) 7¢ & & %55 L CTRABZEMIC T "% & LTA
D, —APRATRKELRE T DL FEET D
ZEIZLe BIRE, TEOMAEZEN D L&D K
KON Z D] EWOIRGIE, T AAZDOHEET
R LD LG EZRET D2 0 ROLIND.

3. EBARKEREHEE

BN G EREMREE 1T, AAFZE TR D VR i
S AT A D—ERE LCHEREIND. B, v
AT PTHAE, BEEERIRE T < SEEREUABR D
iz EEoTWVAD. VR T4 2 & LT, AR
HMD @ Oculus (Meta) Quest 2, "4 2T 4 > 7T/
A A® Oculus Touch Controller Z¥£fH L, Unity3D %
FAWTHEREZ F2EE L 7.

31 BREDRN

EEA L Oculus 77V T D VR BEHENFE S 2T
LzxEE L, REHREET— NIBITT5.

1. KEEZRETDHVFVFERINTD

2. VU UALERISHT DN TARBEROET IV

% Hi At
3. HEEMZRBE LN DKELHETD
4, REREBOT—HFNTFT VA (XML £X) 12
BEXAEND

RERF 1T S ERR AR T — KD, RIEFESNTY
FV A EFRAIATZ & T, REFREDP IR
TZEMICASTRBEITAHZ LN TE 5.

32 A—HYA R T(4R

(1) KERE

REH LT e — T 2 EEL RN Z
L, SRRICAEDETERINDIRAEZEM %2 7R
5, aryhua—90OL—HPRS U HTHRLURLIAL
EICRELRE L TS (1), #ifm72d T < 4
MOBEIZHLELETX 5. BEOL A, &K, /B,
S, N, WNE, B, AGEEAEETEXLEHICR
STEY, —HOKEFEITHREHN 2 EECHRENDH
EEnd (3K EFENMKREL, Bind /sl
5).

— 117 —



HOE - B R R E B (oA E BB
K1 a2—P A X7 xAfA

(2) KEHIBR

P PRAF LT SRER LA HIFR T E D,
(3) MIAEF T

BB L SN xR T 5.

4. FHMMZEER
RABZERITIE, HAmmﬁ#ﬁ1¢é%¢ﬁ¢b
HOIWTEETNVERA L. ZBHEBEO LD 7
m%%%ﬁﬁéﬂg3*#%wwfﬁﬁbt
A) EEEHEEZH W TERE (VR T3 2%
B) PC & F%—A— FEECRABZEMICR L TRE
C) WML ED 2 R~ > 7 L CRIE
IBHIZ, INHEBEFIEOENIZE > TERERE O

KFBEEMRBRIZ T DEIRN AL 27 b RGEE L7z,

B, K C TIXSKEEI T~ DR E
BRI ht 5 A%
4.1 EERERTE

KPERAZENRIS, T F D64 T OREHE
ERBRE Ty T T, BRE A IR R 2 IR, [
MEZROED L9 RKERE)] 2RO, HEE
X3 R/ CRRE%R, RBREIT 3 &M CTHRBRZICT v
r— MZEZE L.

REEIITNETNRRDIEE T, 3 K+ _TI
BOTKEZRE L. KEREBEBY 7IXHEETH
@ﬁ%ﬁ% 3T LIRS ) TERELZ

IRBRE D ERDARER 2 &2 — F i & =2 — L S

Eﬁﬁ%fzmmmﬁebﬁ%#@:UTEEK
REBRENETLRNVEHITLE.

BRERE X VR TS RAEHEER L, ThENRieD
BT, 3 S _RTITB W TR BRI A SRR
L7, (KERFICIE, ZT— S ECRIETI LA
K, BIFEE TORM ((RBRIGR]) ZFHHIL 7=,
42 HEREER
(1) *xiE#H

MBI E & L7- 3 5ok T & OB EEERR, K=
RER, FALEEEOFERHEE R 1ITTRT. 7T
OFHMEHE B IZIBWT, S A (G2, 514 B

IRbH, 3£
ST A (AR ZE R S S R T

(PC+3 —7K— ), Gl C DIRCTIEA A 7=

3 KMEDNEN 2SR T=T v — MERITEH LT,

BEAEDOE SN A,B, COJE, B/ERO R 28 A=B

COIE, MTERLEIEEDLLTINC B, A
DINEIZ 72~ 7=,

A TIE, Mtk v bEWVERZ 20T T 0K
ERFREIN TV, ZIUTRNANED & S ISR IR
HRERTEEEBEZ BND. BEMEIX B &R CSEIAN
THLTZ, BED LT IITAR K ML TH-o 7.
B Z N VR T 851 R TEAL TR Do 72 AIREME
EZHNDN, KBREO BRI, RBZERNE

JSiSE2022
47 2022/8/24-8/26

ZA P f5C

2 FHIlERIC BT D 3 i
F 1 HEH OFEE B O fE

i | BREEERR | RERER | BRERK
A 507 # 71.5 5.5

B 413 48.2 1.0

C 240 9.5 0
T2 LtDTED2—WA U X T oA ANKLE
NH LAL7Ru.

(2) K&

IREREFR O, S0k A 2% 148 B, S B 8
104 70, S C 23 132 e RERAET o7, 3
K llizEm;N s BEY v h—NRET o — b
WZBWTC, 3= 72 8D EFEL ETIZRY £ Loy
DOFHEIL, AM37, B2RN23, CHN33 ThoT-.
[REx v &Lz (BWi) BEEHDELEZ] ©
BRI THotz) LRIELREREL, AXN44,
B34, CR24ThoT-.
A#%ok%%%ﬁ%l%@é%?& (2725 T
BY, REINERKEIZENT-HEBREL LT,
L, BV Aﬁ%ﬁw@ﬂ B E DMK
@ﬁﬁ?ﬁﬁwﬁ%%ﬁbfmi%ﬁﬁfék:&
WCRKTEEEZLND.

5 BHYIC

ARETIX, VR BEEEIRES 2T DB 5 KER
EMSEE 2 ak 7=, ABERE :lfﬁfif Z, VR 734

ZAEE U CRARZERINIC R E A RBETX 5 91
Lfﬁb,ﬂﬁ%%%@bfmw B N7 & B iR
L7z, A%I%, FERRECMmE o178 L - Tk
*T%)“‘E%{R%/%)z‘}: LCRETEDLLIICK
B L, VREBEEIES 27 A e LTER ST TNL.

g
FERESREE 2 Y U RRIE RIS E 2 £ T 5.
AHFF21% JSPS BHFE: JP18H01054 DB A 5% 1T 7~-.

S35 Xk

(1) HFBAEED: “Bx SE 25 ICT & HALREHERE D &
B, BB VAT LAERERMIERE, Vol31, No.7,
pp.65-72 (2017)

(2) Mitsuhara, H., et al.: “Expressing disaster situations for
evacuation training using markerless augmented reality”,
Procedia Comput. Sci., Vol.192, pp.2105-2114 (2021)

(3) Rahouti, A., et al:
non-immersive virtual reality serious game for healthcare

“Prototyping and validating a

fire safety training”, Fire Technology, Vol.57,
pp.3041-3078 (2021)
(@) ARIHED: “HRELUAR VR (ZHIT 5 REE TE R

ﬁ-ﬁﬁmiéNmev,ﬁ T AT MMERER
e 4, Vol.36, No.5, pp.44-50 (2022)
(5) [E X784 PLATEAU, https://www.mlit.go.jp/plateau/

— 118 —





