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void ThrowHangObject(Vector3 startPos, Vector3 endPos, float

startTime, float endTime)

float throwPower = (endPos - startPos).magnitude /

(endTime - startTime) / 7f;

endJoint.connectedBody = null;

Vector3 throwAngle = (endPos - startPos) * 60f;
throwAngle.y = 25f;

var rigid = GetComponent<Rigidbody>();
if (ReferenceEquals(rigid, null))
{
rigid. AddForce(throwAngle * throwPower,

ForceMode.Impulse);
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JointMotor tempMotor

jointPoint,Getcomponent<HingeJoint>().motor;

tempMotor.targetVelocity = —ControllerB.velocity.magnitude+800;

jointPoint.GetComponent<HingeJoint>().motor = tempmotor;

= A3, ControllerB+=
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ABSTRACT

A Study on A Virtual Reality-based

Fishing Motion-based Simulation

Kim Da-ae
Dept. Virtual-Augmented Reality

The Graduate School of Namseoul University

With the emergence of diverse virtual reality equipments, VR
contents are coming into the spotlight. The existing VR contents
were designed to use a keyboard and a mouse and thus had
limitation in maximizing user immersion. This trend began to
change with the advent of various motion controllers for
interaction, such as Vive of HTC and Oculus Rift Touch of
Facebook. Contents using motion controllers maximize user
satisfaction from direct interaction of physical senses, unlike
general contents. ‘Nintendo Wii Sports’ and ‘Super Swing Golf is
popular as motion-based contents. Generally, these sports contents
are hard to enjoy in everyday life and require subsidiary apparatus.
Especially, fishing is a popular leisure sport and there are many
fishing cafes recently. But it is hard to approach, since for fishing,
particular place and high-priced equipment are needed. Therefore,

this study aimed to produce a fishing motion-based simulation.

_45_



Realistic motion-based contents need to move in a similar way
to reality using user's motion controller. This study focused on
developing a method of implementing physical elements for fishing
in a virtual space efficiently. Using the controller's button, the
system implemented tracks the moment when an user swings the
fishing rod to make the hook fly, not tracking the motion
controller in real time. To make the hook fly in a similar way to
reality according to the speed when an user swings the fishing
rod, the flying distance of the hook was formulated, based on an
experiment. This can be applied to other similar contents. Also,
using the velocity value of the controller and the physical function
of the engine, the reel was designed to rotate when an user moves
his or her hands to turn it. Based on an experiment, the velocity
value of the controller was corrected to make the motion of the
controller similar to and the position of the reel. This helps an
user operate a turning object at a certain distance from the central
point using the controller. But the fishing rod should be bent
naturally according to an user's motions and the motion of the
fishing line should be natural along with the motion of the fishing
rod. Further research needs to improve presence by solving these

problems.

Key word : VR(Virtual Reality), Contents, Controller,

Motion-based, Fishing, Simulation
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