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ABSTRACT

In this study, motion simulation of Walk-through was evaluated with HMD(Head
Mounted Display). More Specifically, we examined the changes of the degree of object
density placed around virtual space on psychological moving distance, moving speed, and
moving time. The results were as follows. First, the difference between the experimental
conditions(low density, Medium density, High density) was significant. Second, as the
density of the surrounding objects increased, the average point of moving time, moving
speed, and moving distance rose compared to the basic conditions. Third, it was found
that the surrounding objects improved the sense of time, speed and distance in motion
simulation in virtual space.
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