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Construction of Visual Algorithms for the Visual System
Analysis of Virtual Reality HMD Devices
—Through Interactive Visual System Analysis that Appears in Media Art—

Sang Guk. Lim'

ABSTRACT

The change in 21st century imaging media technology is changing our modern visual system. Virtual
reality HMD devices, one of the core technologies of 5G, reproduce the new visual system. However,
there is a lack of analysis and understanding of the visual operating system to understand the visual
system of the fast-changing variety of imaging media. This study analyzed the three visual systems
appearing in the recent imaging media art area and presented an engineering perspective algorithm for
its procedures and methods. Through these results, we want to build algorithms that understand the

visual system of virtual reality HMD devices.
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e E== AZASEHATHEL §HE (Y78, 2019)
[5G71¥F VR/AR/MR/Hologram®] #-3tol| A YElY
= 214718 AN dagE FEI7NAE SoE
NZAAAR] 749 ANAEsE AE=R AlZ3tst
I ARAG] PE ol & 5] A% AL A
A A" & gaElEF 718 2R (procedural
modeling) & AH&-3te AN E3NE ) 2~E3} 5t
HA H7IZES] S AZAAE o3 Al A
Al A8HE AR UFI2ZES] AAAAE
A ATHAE AAAA, F2FHE AGAA, 2=
gotd A ZAAAZ A st AR 22 s 114
ANZA A #2742 ANENE 53 Wt 4
7tA o] NAAAR AL ettt 1 AHAES (Y
g5, 019004 BT H2ER A Hsts 34
< 53l 21417] ANGAAE MEA AEstaz) A
th. Table 12 1 A3 5 “SA"o B3 Aot
(D74, 2019)8] =EAdA = 249 AAXAEE
53 21417] NAAAE 208 AGAA, F2F
& AZAA, SA BE A A A, o= Eafe
B3 NGAAQ 47HA NAFEoE E/FsEA
I ANAAAE BAE AL Al="ls B 39
2 MEsleta ARG W ol E 54 3
At & 4ElF 71v 299 (procedural model-
ing) & AHES A S E H2ES 5T o)A
A £AF o|FAE A ZEEAY s oA E £

Az AesE AASL Fol Ao T2
olale} WYL golaA slnAsE ATSo o)
gk olg @ ATSe) F2HU BHe A7H ol
UA S YRAY SRyt opet A Sy
ol x| o] ZAQl Z7hR QA7 Azt A o] Aa) A
A= Fagk Aol

Arje] W wlrjolr) e Azke] Thret A7)

A

Ag B @UT S TS HEAERT. 7}
o] oH A7k @ado] Hol7ka Wk mElolE
2gdae gAa7E Zolth AFe AnHE R

The spectator sees.

The viewer sees a vanishing point through an object (frame).
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"Gaze 3"

The spectator sees an image (picture) on the screen.

The in-screen image (picture) I see the spectators.

With the screen in between Image of spectator and artist(Figure)faces.
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Fig. 1. Examples of Types of Virtual Space (VR) Techni—
cal Approaches,
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Fig. 2. Three Interactive Ways Through the Body.
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Table 2, Interactive visualization
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1. The spectator looks at the work.

2. The camera (sense) recognizes the viewer.

3. The camera reproduces the viewer as movement in the work.

4. The viewer perceives himself through the movements in the work.

5. The viewer identifies himself with the movement in the work.
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"Everyware
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Table 4, Sympathetic

1. The viewer touches the screen.

2. The screen (sense) recognizes the viewer.

3. The screen reacts (interacts) to the viewer's actions.

4. The viewer perceives the interaction in the screen.

5. Viewers identify with and sympathize with the reactions on the screen.

http://mdesign.designhouse.co.kr/article/article_view/101/52886
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Table 5. Humanoid in the media

1. The spectator moves his body in the work image.

2. The camera / screen (sense) perceives the viewer’s body.

3. The camera / screen (sense) reproduces (interacts) the
movement of the viewer on the screen.

4. Viewers perceive their movements through reactions and
interactions in their works.

fil ‘ j; : 5. The viewer identifies and interacts with the movements in
i “ SHIER the work and the movement of the body.

TeamLab World https://froma.co.kr/108
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Table 6. Interactive visual plate

Cross—human humanoid

Sympathetic

Humanoid in the media
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1. The spectator looks at the work.

2. The camera (sense) recognizes the viewer.

3. The camera reproduces the viewer as movement in the work.

4. The viewer perceives himself through the movements in the work.

5. The viewer identifies himself with the movement in the work.
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4. The viewer perceives himself through the
movements in the work.

5, The viewer
identifies himself with
the movement in the
work.
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