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Development of a Surgical Simulator with Physics Engine-Based Membranes and Manipulation

using 3D Haptic Device

Mk #KEAT /ME EET

Hh %) BRE

=H B K\ mE BE ELew

Yutaro Endo, Masanao Koeda, Toshihiro Magaribuchi, Atsuro Sawada,
Katsuhiko Onishi and Hiroshi Noborio

1. [FLC&HIC

FIEEFHIE, 5 L7 Bas Ol % 51 & 30334 Fifr o
HEARTHD, KWT 2 LR ELBET L2720, £<
DOREEREFET Z EMMET, V2 b—FZHO 73R
ThhTWws, vYIa2b—FEH\5Z LT, BT
DOHIFIZEZT D Z &< B LIBHEITH Z LN TE 5,
F B TITAAEE U ER e S E LR FREOIIE S
"RETH D,

BAE, RSN TWAFIRY I 2L—2L LT, =7
LY g v th#l Lap-PASS LP-100 <° Mimic L8 dv-
TRAINER 72 £73% %, Lap-PASS LP-100 (%, = B a—X
757 47 A (CG) THHLLZWHNE O BRI % i
PR ATRE 7RI B CRIN T & 5, BHEOIHEI CT 205 3
W T — % it 45 Z & T, RN PIrEE Filie 95
Z &M T 5 [1], dV-TRAINER i% da Vinci — v
AT LOWiE, XXV, v AF—ar ba—TFFHHL,
EEE 3D T XL 0 EEEORMER KRBT 5 2 &
NTED, ez br—, FE, T 700 a—
MeEhbiHeEEEIc, @Rl Nv—=v 7T n s T Lk
TERCFTRE CH U | A DEETAM /2 E OB HES 5 2
ENTEDHEEH LTV D [2],

L., BEfEDOY S o L—F TIIEEENICEET B ED
RBUCHERH O | BEOHBEOIIFIC I AMETHD, £ 2
TANIZE TR, B DR HWTRIRTY T U T o
DOEWVIEZER L, 3 Wt RIEREES AW TIEE O
fih, BRAENTFIREZRY 2 = L— X OBIR E R,

2. HARICE D EDERK

JEEoD A= AR I 1T Unity Asset @ Obi Cloth [3]% il L 7=, Obi
IXCPUNR—ADY T IVE A L s IN—TFT 4 JNAWYBET
TH Y, Cloth, Fluid, Rope, Softbody 7SR S5, #
NZEND object 3/3—T 4 7V EMEEN D/ S T EEDOER
BTSN, Yo7 o7 ho b IEHITHE MR T
EETITOZENTED, £lo, N=T 4 7 V3o
Object LM EICHE LA 5, Obi D/ X—F ¢ 7 VI
Blueprint |2 X > THRE X5, Blueprint |% Obi ¢ object %
LT DBEORFK 72D LD TH D, Obi Cloth Tix, P
[ A > ¥ = % T Obi Cloth Blueprint 23ERL 415,

T [l [ B2 K% Okayama Prefectural University

I AR Kyoto University

*EIEF R University of Miyazaki

ORI AIEE KT Osaka Electro-Communication

University

AEVAER LI EEZ R 11273, K& 1% 2[m]x2[m]x2[m]
& L. £/ L7 Blueprint iZ Cloth sheet Td 5, FHIZHKD
RICBIZEWT 7 AF v 2 Miff Lic, 2077 AF i
Adobe ® Veins Z V>, Unity @ Project @ Asset )N T ##
Material % {Ef%, %@ Material @ Albedo (25 7 2 F + i
Z3&PL L, Obi Cloth O 12 Add Component LJLfF L7,

B IRANBIRTEEICLDIREDEE

B> #ElZ Obi Cloth (= Obi Particle Attachment =t > 7K —
T b &AHIN9 % 5T Obi Cloth ZZ2 [ E L TiTo 7=,
3 R IR REEE & LT Sensable Technologies 1
Phantom Omni %z i L 7=, Phantom Omni % 6 H H % Z 5>
R—=BTNVIRNTT 4 T TN AT, T—7 AN—RAX
16 x 12 x 7[cm] T, &K 33[N] DT H+—A T 4 — K Xv 7
BT HZIENTED, RFATRIZIE 2 DORE
Buttonl, Button2 AW TW5, F£72. Phantom Omni %
Unity T4 5 7%, Unity Asset @ Haptics Direct for Unity V1
ZEA LT

Phantom Omni & Obi Cloth D filiid, A % A 5 X @ object
IZ Obi Collider = > R—x > M &N T 2FTRlEEL IR o T,
FIZAZ A T A0 Buttonl % L 72EEIZ Obi Cloth D /Y—7
AT INVDRNE AL A T ADFIIR bV S DETRR L,
FDNR=T 4 I ND 3 RITTHEREE AL A T ADIeRIEREIC
BESEDLAZ VT R AL AT AN LTEZ, ik
D BEEHETENME LA S| S RDEMEO BB EZIT -T2,

UL, BEICHM LR, A ¥ A T2 ZFREEHNT &
BEa B DRBENREE L, £, e XX AT AN
fih L 7= %>, Obi Cloth ZfHA THl s BB /1HIX, 4
[FHEFEA S E T2,

585 Copyright © 2024 by
B0 N\ The Institute of Electronics, Information and Communication Engineers and
5B 2 7] ‘H:H' Information Processing Society of Japan All rights reserved.



FIT2024 (% 23 ERHBFEEM 74+ —F L)

4. IN—T 4 7 EBREDRE

Obi Cloth Object ®/X—7 ¢ Z VIR LT E, TV AR
RENE ORENAERRTE D2, FHEARMPMER L TABEED
MHEET D, TITYITAEA Ly Ialb—Ta URATRE
RN—=T 4 I NRETRAE Lz, SREEM L7z PC O A
# 1ITRT,

K& X 2x2x2[m]. $—F ¢ 7 V4% 900, 1600, 2500,
3600, 4900 & L 7= Obi Cloth Object Z Bk L7z (X 2) , ~
—F ¢ 7 V1T Blueprint O ¥ (2 X W4T 7=, Blueprint I %
BWILETFTV 7MY 7~ =7 Blender %W THERE L 7=,
Blender TI&, Wl A v v a2k 22 & TENS—T o
INBIE T Ay a2z kL (K3) .

() 4900

2 N—=T 4 7 NV EZE{ S E 72 Obi Cloth Object

3 Blender TYERL L 7= A v ¥ = OFM53 LB

¥R a b— 3 »FELTH4, Obi Cloth DAL E » #1E
THETREL., TOHRDFPSHEEENZH 10 [EIEHA L T
EEME AR L7z, FPS{HEIZ Unity Editor @ Stats Window {2
FRENDHMEHFAHAID Z & TRHM Lz, FHURREER 2

WRT, 78—F ¢ Z VY 4900 @ Obi Cloth Object T,
30 [fps]Z FlEIV, VT AEA Ay alb—a R E
725 LR TE T,

WIT, AHA T A K> TRABYE L7-BR D FPS % 3
HLTz, TITOEROEELIL. K1OLSIT, BEOHL
2 4EA T BRI E TH & BT 20K58 & L7z, #
IFIRAREC 30 [fps]Lh L & 72 - 7= Obi Cloth Object D Z % Fu»
TR L7z, RHHRER 2% 3ITRd, WTho—F 47

wﬁf%#¢w¥&wﬁbfF%ﬁdk@ﬂﬁ&?é:&
n:u é hf;. ﬁ) 30fpS Q\J: %%E?%“C‘ % f:o
#1 PCDORERL
oS Windows10 Education 22H2 64bit
CPU Intel Core i5-12600 3.30 [GHZ]
GPU NVIDIA GeForce GTX 1650
RAM 16.0 [GB]
/O R— K A\ IEEE1394-PCIE2
#2 EriRIREETOY FPS A
sN—F ¢ 20 | 900 | 1600 | 2500 | 3600 | 4900
$
S5 FPS 450 400 254 123 23
%3 BIEFOEY FPS &
=T 4 7V 900 1600 2500 3600
$
SEH5) FPS 286 250 174 36
5. 8HYIz

AKEFZECIIE S 1F Py Obi I WCHRERCTY T U T
S DFEWIRZAR L, 3RIC)RIRRERE Phantom Omni %
FATHE & ozl Ts“é{’ifﬁ‘iﬁf‘* RV a2 b —F OB ER
Bty UTNHE A LI 2 b—3 3 AFEZ Obi Cloth
Object D /3—F ¢ 7 VA TRAE L7- /SR, BriIRRE, #R{E
Bl HIZ3600FEETHY, ZNEHNTY I 2L —F % B
KT HZ LTI TIT A DOEWVEORBENAETHD LB
25, 4. Z® ObiCloth Object % Fi\ > CHIEfEBRIEDFH
RLAROIERE IR LT ETH D,

HEE
AHFF21E MEXT BHF#E 24K07407 DBIRL %2521 7= % DT

&)50

SE X

[1] BELFnFs, 2Rz, KRYMEZ, B2, (LH5LT, R
K, ERAN, “BERFRN I o L—Z ORI & Fif
DB, BHEEESE, 74 %%, pp.15-23, 2023

[2] ARER, FEIZ, B, EJF?E— Vel W22, E R
PE, “FiiXEo Ry b da Vinci FREB KIS H kG L —
=Y 7 Virtualreality & 3D 7'V T 1 > 7T X B I KIEER
EPEEKET LY I 2 b—2 a0, HAS ‘/151—5791\%4?
256, 17, 277, pp.73-81, 2015.

[3] Obi https://obi.virtualmethodstudio.com/

586
$E20

Copyright © 2024 by
The Institute of Electronics, Information and Communication Engineers and
Information Processing Society of Japan All rights reserved.



