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2. B o+ og2H st FeAS =Y F AUTHIL
ICT7IWre] 23 = Zefo]d3t v e s A8 4 AdE oF gHe AA 7FE dm, A E 3m=E 7}

= AHHH Kajastila®t Hamaldinen(2014)+= A} 2, A2 02m 7HEoE F 30079 E= Fo] ALE
&2 AAE F4 & F A= AFYH vAd VEs = T nom, HE2AE+= InFocus
o] &3Fo] <lE ¥E] B (interactive) €13 ¥ Al ~H IN5555L(InFocus, U.S.A. Inc)E AF-&3dt). of =3
S ML, o] AGE AXE= FEhol Al ARE Aol F4LE  Windows? Pro 64bit(Microsoft,
g T U FE U 9 A ZHxE AA A& US.A. Inc) =G AA ¢ F+UE 4(Unity, U.S.A. Inc)
sto] ALEAE9] FH ¢t TEAY FoE FiEdte Azl 7lRkel®, PC=  3.7GHz Intel Core i7 CPU%}
g &aapAolagta Baustdrl]. s ArelA= NVIDIA geForce GTX 630(NVIDIA, U.S.A. Inc),
HatE 2 o] F74(2013)0] A~x = Ffol wFE 16GB RAM, 1920X1080 3}/ = o]t}
Ale] ¥ IS FEHORE 05 F YEE F &5 8k(Inverse  kinematics)2 A= o] = E
EE Folge AlEHNA dTE HeAHIll (Endfeffector)%iloﬂ’ﬂ ZRJE ZHoAS AHHFT
a3y 71E9 ICT 7§t 2% Fdo|d ZFdx HEH O 7 21 28] & 2A AoE Yo A&+ 7]
AT+ JdHIHES ¥ & 224 Ve § Holw, EAle] el wel sjlEle] #do] $F
= % FE S 9 Al =gEo] 9lof, 2K olE s TEIAWES T AToE FAHESR &
27y ARl ~x = Fefoly S fE A T A14]. w2 AFE 9 dagss
ofof & 7]ZAQl Fetol™ AA R sz gt o]-&3sto] [Z/1]¥ o] 71x20 AMHE ofjy o]
71ol A 7F AJATHLI[11]. A FAe At AEe A&kt
3. 3EZEA 7|k F2lo|d st ZH=X 4. 2N T FH 4y

(2" Dedsddd 7 Sekelw oy ZHx (29 2 FAEAAL S SHolW e AH
Z2AA v F (projection mapping)S F7E73 A
(Spatial Augmented Reality) ¢ 3+ HEofE o AFRAAE FE 197 2234 23k FAdo] ¢l
Ag ol EHo| 339 EAESS HAgle] Wow o = AU 2o ® gt
207 AL Exlsti Ao A Ei Za]A ST AAA 7 Sl St ZHlz ARRRT
Fefol o2 FE Y oF AR HoF= 7]sol 8] of e 2x= Il FZ Al Aot HAlLH
E3 o7 YR ~xz Zeto|y AdF g °of FHEE FHAs7] HAskd 8AE =&
ZT2AN wPE o] &dle] thd Zux= H4d) (MyoTrace 400, Noraxon, V=) <d = FHE A}
7] Aok olu, (ZHEDH o] AAFH AP gtk ol 8 d38§& IAFEWHA=(SEED
Bolal= 3D ool A EAlsle] Z74E Al EMG Single Electrode A =€|=, =) AF-8314
S FE3gA, AAgto] At A 2y T A e] vl (Latissimus  dorsi, LD), ko]
Sursla AR e F5FFS SO 3 %7( Biceps brachii long head, BB), &5 4=+
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