Spacewalk Locomotion Technique and Tactile Feedback for Enhancing VR Experience
while Lying Down

408
Rl

, Inhyuk Song*, %A, Seungjae Ohsx*

L9 J)E RN IS ol BUHE P ASAZL PokdAL A e AAE Hska drke A
o AR AHEE R Fe A BHow AR ARG A AN A 91 o}

AR ofFelAelde] Solutm gtk ol FAYE Mo AL o] geks 4P| AR o)
o WaAe etk X ERolAE AT FALE AN AHRAS AYY § B AL
A4 7] A3 ueslor & eAE WS, $F 9 AR olF YT BA A% A=ue AN,

Abstract The existing movement methods in virtual reality (VR) have largely been designed under
the assumption that users are either sitting or standing. However, there is a growing interest in
using VR for medical or rehabilitation purposes, as well as for relaxation applications. This
highlights the need for suitable locomotion methods when experiencing VR in a lying position. This
paper explores factors to maintaining immersion and convenience when users are lying down, and
we propose a space—floating movement method and relevant vibrotactile feedback.
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Input Left Controller Right Controller

Trigger
long—press(—)

Trigger

Change State long—press(+)

Increase/decrea . .
se gravity Joysyick(y value) Joysyick(y value)
Orleptatlon of Orientation Orientation
gravity
Reverse . .
trajectory Grip button long press | Grip button long press
Ch .

1ange rope X/Y(Bending factor) | A/B(Stretch factor)
stiffness
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Rl.gidityradial = ALradial/Funit (1)
Rigidityaxial = ALaxial/Funit (2)
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1 Change Locomotion State
2 Reverse trajectory
3

4

Change rope stiffness
Increase/decrease gravity
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Change State | constant constant constant
Increase/decre o gravity constant constant
ase gravity
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: constant constant .
trajectory of input
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