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[Abstract]

The recent release of Vision Pro has brought significant attention to virtual reality (VR), augmented reality (AR), and spatial
computing, leading to a surge in VR content usage among many users. VR is being applied and utilized in various fields
including cultural content, industry, architecture, manufacturing, healthcare, and gaming both domestically and internationally. A
prerequisite for utilizing these technologies is creating virtual avatars that interact with real users. Users transform into virtual
avatars, allowing them to interact directly with the content. Therefore, creating a virtual avatar based on the actual user has
become a crucial factor in enhancing the user's immersion in VR. When using VR content, creating an avatar that closely matches
the user's physical size provides a more natural experience for the user. This reduces any potential awkwardness and maximizes
user concentration. Thus, this study proposes a method to adjust the elbow position between the user and the virtual avatar as
closely as possible using only the VR device's controller.
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Table 2. The distance from the user's elbow to the
shoulder in real life and the distance from the
elbow to the shoulder in virtual space

Table 1. Distance from the user's hand to the shoulder D D
. . . RES VES
in real life and distance from the hand to the
shoulder in virtual space 0.2619388 0.3665618
0.2486324 0.3309446
Dess Dus 0.2539293 0.3232572
0.6195511 0.6838234 - .
06141512 0.660411 0.2635221 0.3118248
0601313 06714114 0.2525073 0.3145065
0.617924 0.6582224 0.2404631 0.2985309
0.6083677 0.6498157 0.2812122 0.3100248
0.6221877 0.6448048 0.2892078 0.3245829
0.6322021 0.6647549 0.2616505 0.3234178
0.6163643 0.6411715 0.2517448 0.3251434
0.6021155 0.6441494 0.2504032 0.3324349
0.5929379 0.6519588 0.267464 03222726
0.6221687 0.6665112
0.2530074 0.3133272
0.5939487 0.6759508 027532503 5 3085569
0.6110583 0.6780992 . :
0.5976178 0.6545746 0.2697769 0.3171694
0.5976478 0.6612858 0.2676769 0.3050543
0.6120994 0.6566136 0.2515783 0.316424
0.6288941 0.6521248 0.2721869 0.3259624
0.6192216 0.6569936 0.261686 0.3311784
0.6218855 0.6615341 0.2612097 0.3022808
0.6198063 0.65544468 02710488 03374787
0.6091675 0.6706561 0.2720111 0.321267
0.6137655 0.6609881 0.2734077 0.3163797
0.61225092 0.6579639
0.2695359 0.3137627
0.6057373 0.6527776
0.6264583 06782125 0.2737253 0.3229244
0.602004 0.6493171 0.2606249 0.3132574
0.6016458 0.6344495 0.2547697 0.2959707
0.6024875 0.6404353 0.2734942 0.318355
0.6130483 0.6620833 0.2603557 0.3198329
0.6267119 0.662058 0.2663786 0.3187483
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