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An attempt on combination of virtual reality head mount display Oculus
and hand gesture sensor Leapmotion

Yoshihito Kikuchi* and Yasuhito Kaichi**
E 5 (Abstract)
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2.2 Leapmotion controller
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1) Oculus 2A3A 1 +
https://www.oculus.com/
2) Unity + Oculus Rift Bi%& £ €
https://framesynthesis jp/tech/unity/oculusrift/
3) Leapmotion A& 41 k
https://www .leapmotion.com/
4) Unity 258XH 1 b
http://japan.unity3d.com/
5) Unreal Engine A3 1 b



