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te = Keyboard.GetState();
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i (state. IsKeyDown( Kevs. hdd))

transk += 0.8F

else if (state.lskeyDoun(Keys.subtract))
transk -= 0.3f;
}
if (state. IsKeyDown(Keys.V))
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}
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else if (state. |skeyDoun(Keys . Suntract))

transz -= 0.8F

3.2 }\]/\Eﬂ ;Lfsq gjl}.

7NR1E #HiFE|(Intel core 2 CPU, 1.86GHz,
3GB RAM)IA QA A= MS Windows 7
Ultimate K SP1, AR 7%& s ZHdYda=
Goblin XNA 34, 2773 <ojx= C# Sound
Editing Tool> XACT v3.05 ©]g&3te] &3t

o, AP AHEH= DEES “EF S
ARG, AREEE Efo]l $4Y o vhs <l

- 613



Of
o
T
<
o0
o
i
Of
%9
%

:

1 2011 EAEHSEH3)

=719 WgkE uEkd

=
2 25% 29

Aol}. Eejo] A% 2717}
Aol 2L 2 & 9}

g

3

IC]

I 8. Al wE z7] W3t

1% 9+ Pitche] W3tE 3|7zt Wl u}
2] YEbd Aot} Pitch#d £ 1AES 9w st
t}. 3" 7Zto] 90L& 7|F O & Pitchite W3lesE E
go] eEFoR Uiy Holxju dFo=z I
AAE RS & 5 Utk

OrentstonAngle

(ssuopwas) yord

ekl

1% 9. 3 Ad7e]| wE Pitch H3}

ARENY FEF LA AZ UAY Tl
z Og Bo] oA Yk B HlA F
AdA 7Ee Bed e 2uze BHe B
#sfol Mo AP A5EAE Frhah A
R e

B ATdAE §49 & gt 2dg daw
Azdel MAE A4YE A BdS =Hed
AREE ol getel BAS SAYL W mu
249 el gd erled FRE Fol %9

o

edes avE 2dol FANRE w el
Aol W 289 A7=
2do] 3HIEE Y& 4
g 5 9AY WEE AR 2
A dEE Fdistste dd4E 95 F U=
= &3tk

FF AdTEE BEY 5299 o8 A ey
e aRE Al AL SHFTU=E vEL
o9 AHE HAE JHE AT AL}

Anes

[1] Banathy, B. H. Systems design of
education, NJ: Educational Technology
Publications, 1991.

[2] Crook, C, Computers and the

collaboration experience of learning, NY:
Routledge, 1994.

B] 23, ARG, u-vd A elrH
JUE stk gl Ag, Juaers]x], A4d,
A%, 2006.

[4] AR, F7AAA 7areGoA =

I dEF e SEade 9A v,

o sfo Afth etar, HRAFSHe] =i, 2007.

Lindeman, RW., et al, "An Empirical

Study of Hear-Through  Augmented

Reality: Using Bone Conduction to Deliver

Spatialized Audio," VR Conf., pp. 3542,

2008.

[6] Henrysson, A., et al, "Face to Face
Collaborative AR on Mobile Phones," Proc.
Fourth TEEE and ACM International
Symposium, pp.80-89, 2005.

71 =4, H&7F, 4 = U9 VessF
o A, =g B,

8] 744, ARA, S74dN IRz w&z
A, daugetayd R

[9] http://goblinxna.codeplex.com

SRR

(5]

T

- 614 —



