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Step 1. ATV OEFEER (7 ALA~7AX)

AT Y OREOIZDOT 0 T T AFIERFIET L PEOFM T O, BIETVLERT AT T
=RV 7 MU =2 TIZOWTEE T D, Fex OFTRIIIEE CME B LI ba® - (PG 0 3 Rt AT
#YtZ A4 7 Z Y —Galahad % BAFEI(CFIHT 5,

Step 2. (REZHEFRTOILEYMORBELIRFEFEIV TV VEBRORE 8 ALE~8 A4
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FRIGR Yy 7 BRI EOREEZPLE L, K0P EE IO TR E T Y v A SRR
LT, ZDBKIZ, avT v YEoa VU —ALLTARL, HBRNO2—F—IZEKBRLTHEHH Z &
T, a. Ul (User Interface) D1l b. Usability (BafFEfE) 1) | c. UX (User Experience) D[A] % Hig
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Step3. [EEROELEHRDBELFENS] AVTrYDER (9 AEG~9A48)
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Fig.l. 2272 D4
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AW FRERBAAR, A LET VR BE 2T YR T Ok 1 7T AR S
T LT, ZHEEEOT A NRALBRRBREN D 503, REBIZ, 7734 A Oculus Quest D &
W, 2D O R 57 3D FRIZEIL TV D Unity [3]. (LAY %455 2% python 74 7 Z U — Rdkit
[4]. T - FHERPESE TMARYE L2, Unity ETREW - (LFLOED 3 It AL AL L7z
74 77 U —Galahad DEHZIRE LTz, £72. bEMDOERZ V— S—ThREFT 5 2 L 2R,
P— N—EH Y python TITH Z &IZ LT,
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A v EI— K7 = LR, BTHAERRR E 2850 EEER 2 #am - et L, &K,
HENEOBEALLT X, F—LOME, X512, 2D LT SRl 2B B L., EEKGH
07— (Fig.2) O TTHA v lHEtERE LT,
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TWDHHIY EEBEY R USSR OMICANS Z & T, BRAERBORANRT RS, 227 B3 NE
INDd, Flo, BES TOWDARIFOMIZZFERAT D L. G LRWZD, IO EFETE
IREIL, AT BMEINZNEDIZ LT, Z OB BT ERERE S 280 iKTZ LT, 7F—
LADT VA X —DREEGRPBELND, KT —AIEBNOREIENTIT) 2L b AEETH D,
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ARETEE B2 B D,
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3.

a T VY OFELE
Fex IIREZ L L2 5, BB a7 oY OFEERTo7-, BICTRLUZEEZRET 5,

3.1

3.2

S FHEEE Y 2 — L DR AL

DFHEIIAR T T oVNIREE ENDTD, £ o FHEE Y 2 — V2 ER L. Kbl
% L7z, Al python O 2 — R TH— MILE LIS LB LB (SIS, ARk,
fikli 72 & OROSGMICMEE L SN HLAEY) OEEN % SMILES =(SMILES : 451 D1k
AR 2 RO LT RKGB) TITRE L, BT 5, MRy, MEE e fE % python
TH—N—{ZEE &, —3—HD Rdkit Z# VT, SMILES 76, Mol A7 ¥ = 7 MZZ
L, HfERFZEICEETEE N, wiZ, —/3=225 JSON JEZH T Oculus Quest(7
INA ANZED, fkIZ, Unity | C Galahad % VT, (L&A EEICE T 5, (Fig. 3)
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Python
Question

Fig. 3 75 FHilj o A % — X

SIS 03 A il ) D ZEA L Fe 0D S

WL, 90 7 — 2 ORIEY (=) DoAY () ~OZ ilfe s F4E Lz, FaiHE
LTeBENE Th LN % oW, ik, ARk %5300 T, ZE110 SMILES
o~ KB TERE L, CSV 7 7 A )V TIRIFT D, CSV 7 7 A /L% Python ¥—/3—"THA
&, BHT D, RUSHERS LTZ$ER . BUSKRIFOMIZ AN D T2 TNT, CSV IZPRFF L TV
L IEfREH E BET 5, ZOERIC, Unity M B O 472 0 & DA A (OnCollisionEnter B%0) %
A5, EfEThiuX, SbEEW»RZ b L, Unity EOSIEDERITERY () 2FRrT
%, (Fig. 4)
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33 O, A a7 B OIESR, Unity OBRBE assets OE#FEZR BTV, 2T Y Da VY —
ANTE T,
4. BEDREZTMT D 72 DY
BIZ LTeAR a7 oV IC K DHEMNRETMT 28l & LT, REBUEDANZRIG &L L2isto
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T, MEEELRHRZE L, AR THREE T, ETERrole, 4%, av TV VHF
BRI OWTOMFSE (Fig. 5) ZfkpiT 2 FETH D,
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