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Abstract

Virtual Reality (VR) is widely used in various fields, and it is expanding game and movie toward

health care, business Software, education, and web services. Especially various researches are

actively conducted in the field of exhibition, utilizing smart phone based detachable HMD (Head

Mounted Display).

The VR exhibition solves addresses both temporal

and spacial constraints

overcoming the unilateral information transfer exhibitions. This paper presents a method to overcome

the limitation of time, space, and unidirectional information transfer in offline exhibition, and also

presents a new method that utilizes multimedia visual design artwork as VR contents.
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2.2 Virtual Reality
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Table 1. Feature of VR HMD
Division Mobile based All in one Cardboard
[11] (3l [5]
Shape Mobile PC Mobile
Oculus[3],
Developer SamLsGu[n192[11 1, Sony[13], Google[5]
HTC[14]
—Cheaper than _
All in One GQOd —Affordable and
. Immersion and
—Limited S excellent
battery and Viewing angle features
Characteristic . —Optimized for e
capacity . ) —It is difficult to
. gaming with
—High—-end ) use for long
input and )
games have . ; time
T auxiliary devices
limitations
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[1l. Multimedia Visual Design Contents
for Virtual Reality
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3.1 Multimedia Visual Design Contents
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(1) The glimmering of an
idea[15]

(2)Emit a brillant light[16]

(3) Poseidon[17]

Fig. 1. Work of Art
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3.2 Immersion for VR Exhibition
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Table 2. Feature of VR HMD[20, 21]

Division Experiential and immersion factors
Display panel Contrast ratio, Color recall, Color depth, Color
performance temperature, Gamma curve, Luminance

Image Resolution Difference in image resolution

Difference in image size when using HMD

Image size )
device

Exhibition

Shading and shadow effects
layout
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V. Program Design

41 Program Design using Game Engine
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4.2 Interaction Design and Operating Mode
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float walk_speed = 2;
void Update() {
Ray ray= new Ray(); // Create ray
RaycastHit hit; // Collision
if(Raycast) //Collision check
Transform.translate(forward, walk_speed);
// forwarding
float distance = vector3(position.hit, position);
// calculate distance
if(distance < 3) {
// check distance to wall
walk_speed = 0;

3
else {
walk_speed =1;
}
)
)
Fig. 2. Pseudo code of Interaction Design
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V. Development Environment
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(b) Setting Light

Fig. 3. Result of VR Art exhibition
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VI. Conclusions
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