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oA ®H, ALl FHste MY FRY AlAEH Ed(visual perception)®d A7l FF #ALH
(proprioceptive) 2] ARy} stk adpz, ANZHoz AlgAe LAY gAH A9
AA7E 74X E EHolob 33, dxeE A FT AR 3L AYE7] dHAE AMHAQY
fY s 947 859, FUAH ZRE W T dolA F71F 8 AAFH A v=y g
49 Agol Fasid ¢ F2 3 1R BY A FolL WY (sensory channel, modality)s A
EgAd dEHolL g FAE n2lste 4F B AR 8 B HAHE HE D
Po] dFHojor gt

1. A8

Az durdel Al 7H4E A (Virtual Reality) 712 &
9] 7lez 284 dok Qe FHARAES A
st A 2 T AACNA Aol AFEHE AA
g th& o3} MATRIX[17]Y, 7He] 3ol A AbER}
7} sk 499 AUzl g d4a o] F& 3
t 2elE a9 Holodek[11]7} Zol, thF uhAolal )
Hle FHEY A2 AlgAtel A s g4
apolE FEEA B Hxo AldA I AXH AY
& Agstn Aok zEuv, FFE "oy AN
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adEE, £ =2 AR A3 FodEte 39
st FEe M3EY A2 FHE AR F8 o
T WE R ERE JEd Adte WHLE, dA
MR A2"e dAEE Astn A7 AL B
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2e AztEe], 20 47) £ HFH ™ 7)e9 2A
A, TP Bopo AF AL A= AAF AF
FEOZ o]Fojgch Y, $F #F R T 4
Azt 98 ¥oF 5 53 Eold 53t€ FEE AY
e dukele] A FY & U ML A=
& ¥eY 435 EE AdEe HupHIY F] 7)
T, 3 39 dujy AL o] 43 PC Aol e
B gA) AAE olgF 3XY B} FH2E e A
Eojth[25] e, A FA 39 EF FFE
B, Bgd FE&Eok g Ax9 ¥xE FEe

71% e JF37) ol Fo] A1 e AHjoln, B
Hopo] Hoj &3 2 AA A ACM SIGGRAPH[29]9)
A2 5% go], 714FE dFd FHE £ FA
ejolct,
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1% 1 oA AMEA A2 ddH EA

Qo] AL FER Axwe JT o Y&
Aol BANA BEAME BE, A&7 27 o @
48 ideal)?t VA(RE, practicalZ A JHIEA A 2=H
BlEg 2% 19 $53 Zo] AHEAE VR AEH~
22 E3to A dQ Fdo FoqEA =i, M
FAA AL hAEE o3 A(avatar, virtual human)
¢ Z3 AsFLe £YP3A Bk 29 1 9 F
23 Zo] JH @74 @43 B (immersion) E ©]
Aol A7t 7] g3 Alge] R Ag Ad
(communication channel)¢] ZZt 7]@o Wi&3t= VR
olgj# ol 29 A T(fidelity)7} Folol It} [4] <At
o] &% ABE Helde FE BH Ad(sensory
modality)& Al Zh(visual sense)o| 5, o]l& FFHA7]7] A
& 73 AlEdoldn a8y AYy sleEe FFl
A e URAY Hl9digital acon)E SPATIE
F=2 71&9 GHE FolAR QUvh[20] 3,
o] AFAEL o7 ALH FHxe 4=} L
A%z, Agztel FFAEQY B9} JaFLo] FaA

= 5%3 VR Al2"dA gaside g8 89
Azt Aol 3 247} (self-motion, proprioception)¥}
axg Az FRolth [16,27,28) 8z, 24 FT
A5Hge] ASoe Az vz AF @ AME2H
Q1 ¢ Fae] AA7L ALERbe] EAZH(Presence) ¥
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Aol a3 4%e siti4) AMERY F3 A
of 8% 3 AY A= V)& FfodE AMEH &
g A4 sigol 443 Ho I FE ANZE
Hsn glou, VR Al28E FEHste Feole o
Fg 713 A9 oMES Fr|std FFAHE A
gale Aol A&zt EAP A FLE ALE
&A Arh9]

3. Presence &4H& I8} Virtual Body

THFEA Al2HEdA @A AA AFERS dX
9 A3 239UL A& 7 11H(virtual human)
& 29" MY TR AR £z FAbel
&g 22, 260 M AR AP FRONA JRA
3t 458 sgsiridl @A AHHx
=32 84 3 Jokh P Az FEE A% o
g AF FABI] FoA B =EdAe FHY(task)
of st Algle YA i R(avatar, virtual
human)o]l £3€& 531 eug, 7 U 24 4
AR EA 7ER 57 Ao 71Ee g Zo] A
g gt

3.1 7t oidl 29 M4

AFAE FHLE M QT A2" TH Y F
92 T2 AEE Nomm Badler 25 F4 2] JACK A=
[13]% Thalmann M< 3419 virtual human[30]°] 2Att.
AzE AR AA B2 AEHo MY FHE FI
9l 0.5}, UGS human simulation & F41[32]%} Zo] A7
F3 AEdoldd HE =Ho AFA, #§F, T
A Fol g8 Ha A3, Fae ARAHA AA FHA
go] £HL Fo| Ad2e AR AoY € FF
Aol dnEEe ATl WE Fdx Fo digital
actor 2 88 FHoz AF7t A= Yo}

7] 4 (egocentricy VR A28 T&HE $3tH,
Atg et dAE M kg AAsE PEE A4
2d ARE 7WHOZ Maya[18h 3DS Max(19]¢ 2
€344 dAY ETE o} &3t tixtel st Fgst
E AEAH WYl RE, 3 A 241 E o] §8q
A mdo] 9% A H(polygon mesh, texture)E A3
Zz3tE 71E A OgE ol 48 H1 Ao
a3y, Fa1e] A9 A dolyg ¥+ FHel A
Ak, AR ez nrQ FuE g7stn, e d
olE]& VR Al&dA ANz AWF 7] A8
Me HHs 34 F9 FAy Fgol YLt

J8n 2, 9 navigaton 249 A VR Al=H
< FEHA AR AR B dez AFA9N) A
#|A4]%, open architecture FHEIZ A7ke] FFEH ®lA
Aagg 7wz dte AL A AR FE AL
© 3} standard humanoid [12]%} & EFE3} 29& 7
o 2 A4zl B2 ¥hd(adaptation)dts UA =Y
A& g9 sfgol @asit
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3.2 71y 2H =2¢ S Ao

FHE P2 FobdA chad B4 33AYS
Aolshe Yoz HEH 71ed g1 grp AT
o)A Ao ®© FQ AA(key posture)E 7|FO0E 1
Alelel 3 e A%F AlA(interpolation) st 7] L 8
Y (key-frame) ool d 71 H[22], ZHEYA Eolo X
X AL VFoz & Alde #H gt Ao EA
g Eojusle 97| T 8(inverse kinematics) 7]uk of U
Hold 7Y23]e FHoER, Uy 84 A
(constraint)o| W B} AAxe| A Fz YAL 9
& QA T Algold EZHEC] F71 Hol A2
g F& ofudo]d g FHE k6]

7 Ad2eE 7 1Y S Y Ao) 4y 3
A AR $3YE 7B/ st 2478 X (motion
capture) 718k efuo]ld | Zoloh[15] I,
AbEAReh JhE Qo] F2H BYAE A 9
& 24 dole $£4 7)%(motion retargeting)ol LH[23]
71&€2 2 dolg welaE 7Nteg B=giA of
oA A& B ofudoelde B T3 #¥d &
g 7lE Mde] aF HAm, FIFHoRE AFE
(director)®] A7} AAE FE&3e £89 49 He
2228 g Adste EER 477 AyET Q)
. 2Elam, ARgal Ad Fdy ANEA A2de
AdXe da £ diE a7tshs FAFH vA E
B Al="331& oiAstn ALgake #$E5E Aotst
A G FA A AAzE 2M fAx A28 A
o]l &7 1 Yok

4. o LAY HE|=G clE{HolAa

E =EAM AgEte 4z UXY QEH oA
Ao dHHol2g F3o A8} 48 2L
AR A Holx FAE AEER] g 9wt §7
ol Ao gzt Frel o]zt AAHA FHHA T
o] o2l NelE on@ct. H3 MATRIX ¢ o]
ol el QElHo| 27} = FAHY WHEeR, 7
ZHe] g7 r1#E "ggdts Ve 244 3R Ay
At (reality) B AHEAF 78 WA QEFHolA
FA e Aol Pastd, 179 o 4ty B F
€9 543 &z A ¥4 2 oA Adsensory
compensation and displacement effect)& ©] &3 HE|ZE
Aejgolx &g Yol dFHu Yrh[21]

4.1 det HRY AlZ elemolA
AREA A3 3y MR A2"E A% NG

Qe Hol~ 71&& JH¢) B (personal, egocentric) Tl A&
dlo] Pejolct. Hald &4 st Fel HMDHead
Mounted Display) ~ElY 9] FAA= 423 JAaZ o]
®2 MYEE Fdste EA 229 Jledy EA9
FAH V& AR QoAE F& AoFH(FOV;
Field Of View) 4], 18|22 AL AXNZ A% F&
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4ol A SoE 4 diFstl el AN
thH14] #HZ Euidsideolsld AFY JE9 LA
X Fay FF Az dEiHolx FA)J g4 Ha
Ro1},(34] FFEt] 2Ho] gFojW AE|Holx o]
B2, Ad28E 248 FUNg FAJde =T A
Holot, B9l /I3 @3S FH3e = e Fa 7]
&& CAVE AN2H"3 Zo] tifo T2z AAd0e
&3 Roli[5] o Rel AXE AA A9 AY
(seamless edge) At 78 24 F FHFo=
&4 s Aol ¥H7¥(hemi-sphere) Tj&Z o] A]x
do|t}[8]

e} Zo] dx 24 FT FHE fi2Edo] 7
2 A% v FAokY 297y FHE F E
B2 A Hol stoh. e, 239 g3 go) A
A 43 ZE 2AR(direct interactive task)ollA] EL ALL
Z EA4Z YL M= A 2 ArER 27 A
o2 ZgstA dA| B4 s "gesich o
Heg, A F4 12m oY EAY I AR
3k A8 YA A A (spatial registration) 7% X9
o] Fasr}

4.2 dzt x|y #E oleHoja

7HE Aztelzte dHEHC)A AAE Fild 24
Il AR FEAEE FYPsE BE, 1A
A7) & Azra A" AldA 293 4 B3
A2g g AQAg A4 Qe Holie .47t
AHgate] EAZ 2 &Y A FYo) 23 48
E=2

e A Hol: Y& ZHEHA HoklA] EX)
Atole] B3 FEE A sl7] 93, phantom I Zo)
2E ¢ 7wty AERE 22 AEHo)H V& A7
HATH[T]

oy A9 #Y Axzg Hees YW
point &8 Hrtie 7hH Y (deformable)y THEE Al
A dRAR AFY FuFLo Fgrt 27 w2,
olo] g e A9 Mgo] Wasty, XY |
Y Fx9 ddL vgdsts 43 AeHolx9] )
ol gHasd, 53|, Add FE H45FL $£dd
& HAFHE A= dEFolx Fx9 A (whole
surface)ol] AMEAQ] ¥Y A= ALE A A7 A
o] Yaszlteh olet #EH A3 (glove-type) HBE
Tactile Y= A 7]e2E GALAAE o] &3 W,
71t FHxols FE&  ojgEE  FHy
(actuator)”t A7 HI Ut} (3]

g9 e Aoz A SR HE Y ¢ F
g AAsted FNPRo B3 Hol ded
ol ZE3l7] Y8l HAF Tactile/Force H=¥ 58
718} B3 &9 A} B3] Tracking & T3 A
g3 AHZ A ol2eto] Fr13s}t ojFolA o} &
o}

4.3 8% Y8 Y2 ele{HolA
24 B2 AW RS VAN N8R 24
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7o g4 454 #43 FUI1stE 33 YA
g Jlgo] T8 9L Pk

AH Ao v 22 el e} HMD Head Tracker &
7E A8 AR Jzstd o) $Eg el A
#EdE FAHEA olF EUE HHiE Y Wzt
2REE 3 49 d4A 3L AAstn, G4 g4
EF7igtete] B]lzg FUAlZIe A7 dXY AZH
Aol 27t AFH T ek [10]

YA EF A3 (Playback) 4 & AegE
(Surround) E}9S] BEIAHYE EH}  Hlolxd
(Binaural) E}99] 238 W22 F8E F AH.

2 g % WA 2te] F A AR FHE
Azste S48 olddd, 4 (Sound Image
Localization)®} &7 o}(Sound Field Control)l] &}&] A
A YALTL 2 Add IR AdsE Wag 9
71&e] "asich deAde % Hye 5 N oy
9] vlola2EE AEE $& H8313, v =
AAHE ol&dto &9 FUH EXE Adde ¥
212 2 Dolby AC-3, MPEG-2 T2, DTS 5§ t}d¥ 9
Bl Ad AN gao] Ark (1]

5. 38

2 =88 2 3T AR FEFHE P HEAA
AN 2gge) Qe Fola N2RS date FHoz A
g A7 z7] EHEEAN, FUE MEEA A2
HE FEHgel AolM, A8 S P 4]
e Bde Ao, AR 3 R gAHez
dxE 7 QA 2E9 THY TP IYIA
od, 71t J1&EA AZ/AY/AT Z2YEE T
o2 A7 94Xy JdeFolxd J& % 4 47
AL BFE AWRAT.
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