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Accuracy and Precision of Visual Stimulus Presentation in Modern VR HMD
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BEZE : VR HMD D R IZ K - T VR BREEIC 1T 2 H TR O LERFIFJEAEINT 2 —J5 . HUD [R5l
W& BT DB RoRIER] O TR0 EoRBIE O L EME T 5 Tl AWFFETid, HTC <° Oculus
7p EITEEWRO IMD 2 L, 7 b— AL CRE 2R RN E R T DB O IE MM & A2 R 1Y
W2 L72, 38R 1 Tid Black-to-White Test, ZEBR 2 Tl Gray-to-Gray Test, 3EH% 3 T VR Scene
Test 21TV, fRRHIR OB RREM & 2oRIBAE 2 fRH] U7z, fERN G, BRI O IEMEME X HVD 12 &
S THERD—FHT, BREBIEFE L THR20 S URA TS E I LZ, RIS, VRLEEFERIC

BRI R BRI 36T D IEMENE & RS O FR B 2 555 - $REk L 72,
F—0— 8 EREME SR, BPPET — Z B, LEEIERTTE, HMD

1. [FL&HIC

DR AT, VR 2RI L2 ai 38 nmr e A8
FTETEML TV D, IEROFEBREER LB L, HE
AETEIZ BT 2 B IE R O BEHEME B AT & )X T & 2
EWAEREFHY 2 M (ecological validity) % FEHL A RE/R 72
OTHD [1], FFICHRMSTIX, HTC X° Oculus 72 £ D
~y R=D U T4 A7 LA (HMD) O KIZE->T, ¥
FEOM 5 7 & B 72 2D SRRSO REE O BRI R E
SR VMRIRWFERDBE S T > T b,

LA L, VREEBSEAHEINT 59, VR HMD IZ X 534
WMERN E T E THEVIEMEN: &R 2 FFo DO 3R iE
DEETHD, FRMATIE, CRTT 4 AT L AIZL A
HAEE R Y, "Gold Standard” & FEIE L 5 & W IEFEM:
(BTRBIED D7 30U 7 Ly va b— MIES )7
SoRIEH) B R UNEE (BRBIEC BRI O R EN) %
FEORF R ENEFEANICRD 5 TWD [2], CRT 7 4 A
T LA TIEEEFEE LSO TEETH 0 |, WM E R
ARBITITFEENTBIENE LW =D Th b, F7ITED
IREIE S — X 7 LCD RBEFZERH LCD 72 &% | B IE
D VR LE, ERSINE TR SR S D BE O AE
R0 IREREENHE 22 SAEERIGT — 2 JIE & ORMIERIT b
I URHEALCIREE L7 EC, BEREBRNAETH D, —
¢, VR H3ECHEA &5 HMD 25, Zh S i
BRI & RS5O ERel: & BE 2 oI ARBETH D |
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VR FEBRBRBIRE S OFRIE & 72 2 HARR) 2035 2RI o0 1F
Tt BRI R LSRR S LTV,

F 72, VR FEERIZ Unity <° Unreal Engine 72 & D5 — A
UL BHIHN S | DB R R > 7 b
T TRT 477 &5 g 2RSS =
— FHEER Wb, EBRAY 7 by =TT n s T Lk
BIZ & D VR Z/R O BN &R DR 28 S &
5, 2D BREIWZE T 2 LB FEER TIE PsychoPy <°
OpenSesame 73 £ Python ErEIC L 2HH Y 7 b U = TR
DRAELTEY JEERS @WIEREME L FEEZED [3],
FEERIZ Unity (& X D% 2 RE, EBREIECRE LR O
Python SEEERBRIC L AR R L 0 BIBIEA K& < | HIl%
EOROIEMEME EREENMENE WS WENDH D [4, TDT=
W, BHEEFFECHELE XD Python BREETO VR EBRDY
A RS R IEREICATRE R Oy, £ ORRE D B RiBHE S
BT 200, REICIERER IR ST D,

Lo TRFZE T, DEFIE TEHE R L T % HTC X
Oculus 72 & VR HMD (281} AR 2 R O IEREM: & F
JEIZ-DUNC, Python S#5IC & 2 FEBRSIEABREE 2 VTR
FRHNTHRFTT %, Python SREBRTIHEAH Y 7 D =7 <2 CRT
T4 AT LA T2 B L DR RSB RIS R L CL
D VR IFRBREN EZ ETIERERON, V7 by val
— MIES YR SRR OB ES, BRI 7 BoRiET
e 2 B LS, E e, TRV AAFSE CEBR IR
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Ll o TV DIFRT — 2 BB DOIRK D 1 > Th 2
(7RI BV 2 THBLATREMERRRE (SEBRERBE O BME 2215 )
BREEZAVE RO IEREME & RS &) ) 1Zxh LT, VR 1TH)
B2 FERE T DEEOBRER XL L BEOEIET —
X, ARIIEHECEXIERZDDHD [5].

2. ERB®A1

B 1 TiX. Black to White Screen Transition Test (5 8]
7 A b)) Z1TV, VRHMD (238 1F 5 HA R 00 BRI
B RO R/RIEBIE D IERENE & 2R L7,

2.1 REBRAEK
211 EERH#EYIbozT

Python 2 35 & O} Python 3 O ZEBRHIHE FiZ351F 5 HMD @
BIRRM R~ % 95 728, Python 2 DFlEISAF D&
I%. Vizard 6 (Vizard 6.3, Python 2.7.12, WorldViz, USA) T3
BRI 21T\, Python 3 DI 44t D BA 1% Vizard 7
(Vizard 7.0, Python 3.8.0, WorldViz, USA) #fH L7=, Z#
SIEIF— o EER A PC (Intel Core i7-10750H (2.6 Hz),
Windows 10 operating system (64 bit), 16 GB RAM, NVIDIA
GeForce RTX 2070 video card) CEIfES 7z, F/z, RILY
175 ha— FEELZR-D728%, Python 2 to 3 Conversion
Tool (WorldViz, USA) 12 & » Ta— F&ERK LT,

212 EEREE (HVD & RIEREE)

AT, HTC Vive Pro (HTC, Taiwan; 2880 X 1600 pixel
resolution (1440 X 1600 per eye), 90 Hz refresh rate) & Oculus
Rift (Facebook Technologies, USA; 2160 X 1200 pixel
resolution (10801200 per eye), 90 Hz refresh rate) © HMD
IR ENT,

FIRE R O IEREVE & RS 2 E S 572, IS 4HE
Black Box Toolkit (BBTK) (Black Box Toolkit v2 Elite, United
Kingdom, 36 channels; 6 kHz sampling rate) % fifi [ L7z,
HMD RIS S 7= BEomimmiE 22 b A2 JIE 3 572
O, ¥ —% i H L7 (BBTK opto-detector sensor,
United Kingdom). JIE7 —# X BBTK 7 —# 7R A k PC
(Intel Core i7-7Y75 (1.6 Hz), Windows 10 operating system (64
bit), 8 GB RAM) |ZfRFFE SNz,

213 EBRIBS LUERFHE

BIRFRNG & LC, VR WIZEIT 2 Baimm (Rl
) (HTC Vive Pro, 6.65 cd/m?; Oculus Rift, 0.42 cd/m?) 3
KO A (FRBEEE ) (HTC Vive Pro, 116.80
cd/m?; Oculus Rift, 78.24 cd/m?) % L 7=,

6% Gl Black to White Screen Transition Test %17 > 7=
(X 1), PIET A b T, BASMEHE A HMD (222 A2 1,000
[B] 58 STz, ABiE S ROy b EFRFFC TTL b
U AT—MEE &, HMD (2B AlEmiEE R ke N Y T
—ON/OFF 7% BBTK (ZX- THIES NIz, ZHUTLD,
HMD _RIZEBITHHN 2R SN & 7' n 7T WS i
7o b U T BRI O (e, 2RO EMME L RRE
HEDA M &G DOFENT) MM Tz, Al O ERRE I,
11.11, 22.22, 33.33, 44.44, B X1 99.99 ms (HMD @ 1, 2, 3,
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4,9 7L —1n4y) THolm, Zhb 550 REHHE LM%
Python 2 ¥ LY 3 OHilffIZf:, HTC HMD 35 X TY Oculus
HMD EREETHIET S0, 45 20 72~ 2 2D
Python X 2-20 HMD X 550 EREEE) 23 1bii-,

P

E&E@E 11ms (TTL + Y 7 —O0FF) BE&E®E 11ms (TTL kY 7—O0N)

1. RT0fNh. RIFETEEN11.11Ins DHEEDL 0.

2.2 HEfER
221 EREH

Oculus HMD 12 $31F % 11ms 2/REF# 7 2~ Tl Python
2 “CIX 53/1000 [E], Python3 T3 87/1000 [EI TH v, IEMEZ:
7 L —ARIMERNTE o tz, 2B UANO2EMT
1% 1000/1000 [F] TH U | [Eff7e 7 L — ARIBIERIT 2 72,
X 5T OculusHMD Tid 1 7 L— 24 (11.11ms) DOHE R
WIREEZE S 25,
222 ERER

Oculus HMD TiF 44T 9ms BRI 23 < 72 -
720 —77 HTC HMD TIZREFIZIW T ERFRFFIE Y O
RS E RN &N, BRERIXERETH -7, & HMD T
R 721X 1ms LR Th U 228 LTz, Python2 33 LY
3BT D ET R oT,
223 EREE

BT A MZBWT, ¥ 18ms (SD = <lms) D Z/RIEAE
(EROIEfNE: N U H—RERIC KT L CEBRIZ HMD SRR
ERMN EN D E TOBRIERR]) NET T (E 1D (IX2),
— 5 CHENEMR 22 13 2 RIER] & [RIBRICEE) Ims LR TH 0 |
BELIKE TCH- T, Tt BRI, [ HMD 3 &
U Python2 53X N3 12K > T F—B LA U,

£ 1. ETXMIBIFTEHERMEE - FHERERM (s) -
EHEIERR (ns). #52 (X Python2 BED £ M.

T A NG BEoREniz SRR (ms) JEFERER] (ms)
HMD FREH] B Mean SD Mean SD
HTCVive Pro 1111  1000/1000 10.68 0.11 18.43 0.13
2222 1000/1000 21.85 1.06 18.50 0.62
3333 1000/1000 32.95 0.71 18.46 0.50
4444 1000/1000 44.05 0.10 18.42 0.14
99.99  1000/1000 99.58 0.12 18.41 0.14
Oculus Rift ~ 11.11 53/1000 399.04 481.46  7201.93  6437.44
2222 1000/1000 1333 0.36 17.74 0.16
3333 1000/1000 24.47 0.08 17.74 0.18
44.44  1000/1000 35.55 0.10 17.77 0.16
99.99 1000/1000 91.35 2.25 17.71 0.31
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2. BIERROKRA. RKHEIE 1Ins REDLD. HIE
BBTK MBIERERTH Y | MEBITREF v 2 R IL ., 1EEHITH
EREERYT. EVVBRBMNTIL M) H—ON/OFF, B
RAZH HID DiEEZE L.

3. EE&2

FBEET A M) IZL o T, BIENSKE R 5 5B
BN I T 2R O 2R FERT 3 X VB RIEIE O IEfE
Lic el V2 v O i
31 EEBAHE

FEERRA A RE, EBR 1 ERUTh-o7Z, FE 2 Tl
HHBEHE TH D 10%EE W (HTC Vive Pro ,11.68
cd/m2; Oculus Rift, 7.82 cd/m2) 35 X T8 90%KEEEEf (HTC
Vive Pro , 105.12 cd/m2; Oculus Rift, 70.42 cd/m2) % f&5% %]
WeLTHERLE, 26 ORI X 5 10% - 90% Gray to
Gray Test % 3258 1 & [RERIZ 20 72 FElE L7 (K 3),

2 @

10%#BEE®E 11ms (TTL + Y 57 —OFF) 90%BEEE 11ms (TTL kY 7 —0N)

3. HETOHENn. RHIF2REMA 1. 11ns DIZEDLD.

3.2 RR#HR
321 EREH

KB 1 OFER L FEETH Y | Oculus HMD IZF1F 2 11ms
EOREFR]T A b Cld. Python2 "G 1/1000 [E], Python3 {2
BNTH 1/1000 [EITH Y | EfE/R7 L— ARBIERDB T
Xpinodz, ZHLAOEMETIE 1000/1000 [BITH Y |
B2 7 L — AR 2R T 2 72,
322 EREsM

EhR 1 ERROMEFTH Y. Oculus HMD Tl 25T
¥ Oms BRI ANEL < 72 5—J7, HTC HMD TlE24:f
B W T ERIFFIZEMTH - 7= (SD = <lms), Python 2
BLO3ZBIT DEIT )01,
323 ETEE

BT A MIBWT, ¥ 18ms (SD = <Ims) D 2 RIELE

AELTEY |l HMD 3 X O Python D/N— 3 2L -
TEEET B LTAEL, ZROORRIFFER1 L —%
LCEY ., BABERO X 5 ICEER 5 MED S R Rl E
TELT H%E (B 1) &, PRI CEEENE
b3 254 ik, HMD (281 2 15 RIS £oR O EfENE &
BELFRETHH L EXD (R2).

= 2 BETAMIBITZEREE - THERER (ns) -
EHEIERR (ns). #52R(X Python2 IRED £ M.

T A btk EoREhiz SoREFH] (ms) SJEFEREE] (ms)
HMD R [EIE:S Mean SD Mean SD
HTC Vive Pro 11.11 1000/1000 10.28 0.09 18.54 0.11
2222 1000/1000 21.41 0.12 18.53 0.15
33.33 1000/1000 32.52 0.07 18.55 0.10
44.44 1000/1000 43.63 0.12 18.51 0.19
99.99 1000/1000 99.16 0.12 18.63 0.43
Oculus Rift 1111 1/1000  22202.25 0.00 3549.27 594.83
22.22 1000/1000 13.06 0.10 17.89 0.14
33.33 1000/1000 24.18 0.37 17.92 0.19
44.44 1000/1000 35.28 0.08 17.69 0.12
99.99 1000/1000 90.75 0.00 17.96 0.11

4. RE&3

% 3 <CIE VR Scene Screen Transition Test (VR [ 7 A
M IC&ksT, BT A AT AT A NTHEMAESND
ROl OdRBERERE LV Z Y v 7 A OV E
M7 A NIk LT (low rendering workload), V> % U v 7
AR OEOEHEZR VR ZRZ RN L L7582 (high
rendering workload), /R RFH 38 L OV /REBHE D IERENE & K
FENEAT D0 ERRET LTz,
4.1 RERAEK

KRS A RE, KR 1&2 ERIUTH-72, £ 3 T
L. VR ZE[#] (VR Scene “piazza.osgb”, WorldViz, USA: HTC
Vive Pro, 31.67 cd/m2; Oculus Rift, 23.74 cd/m2) % 5H11%
ELUTHER L, 72, EB 1 THW Rl b Rk
WCHRTERITR & LT L7z, EBR T 2 & oW gic
&% VR Scene Test (Black to VR-Scene) % B 1&2 & [Fl4E
12207 A NEM L7 (K 4),

E&E@E 11ms (TTL + Y 7 —O0FF)

VRE@ & 11ms (TTL k Y 7—ON)

M4 BHTOFEN. RHIT2REMA 1. 11ns DIZEDLD.

4.2 EEBHER
421 EREH

FEEB1BLO2 OfERLFEETH Y, Oculus HMD (233
F % 1lms E/RIF7 A hTIE, Python 2 TiX 1/1000 [F],
Python 3 IZ3W\T % 1/1000 [H1TH V) | IERE/ 7 L — AR
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BRBTEholz, ZThHUADOT A MEHTIE
1000/1000 [6] T v | IEMEZR T L — ARIBIZ R T2 72,
422 ZREERE

TR 1 B L2 LREEEIZ, Oculus @ HMD TiZe5:HT
¥ 9ms BRI < 72V | HTC HMD TIX 2k
W ERIFRIXEMETH o 72, Python2 B L3 IZBIT D
i E A /Y
423 ETEE

BECELTHLERIBLUO2OMEL —EL, £7 %
MZBWT, ¥ 18ms (SD =<lms) O Z/RELE BN —E L
TH U7z, F£72 Python2 BL U3 IZBNTH, RERIZEN
inots, LoT, LY T ARBD IR E
T 7 <2 PP T PSR G I T L 2 U D oI AE & kiR L, LK
U T AR OEOEHEZ: VR Scene 2ROEA TH, HMD
K> Python D/N—3 = UTKAF L CHRAERIE O ZRiIEEA
T 52 37 nEE 2D (33),

= 3 BTAMIBITZEREIE - FHERER (ns) -
BT (ms). #52(% Python2 IREBD £ .

7 A MR ERENTE SRIREH] (ms) JELERFH] (ms)
HMD R fif] [EES Mean SD Mean SD
HTC Vive Pro 11.11 1000/1000 10.65 0.12 18.44 0.10
22.22 1000/1000 21.77 0.10 18.42 0.13
33.33 1000/1000 32.88 0.12 18.40 0.12
44.44 1000/1000 43.98 0.09 18.42 0.17
99.99 1000/1000 99.57 1.76 18.43 0.11
Oculus Rift 11.11 1/1000  22202.25 0.00  1696.11 406.95
2222 1000/1000 13.34 0.12 18.03 0.20
33.33 1000/1000 24.49 0.04 17.95 0.15
44.44 1000/1000 35.56 0.11 17.94 0.13
99.99 1000/1000 91.14 3.52 17.98 0.09

5 TIUY

ABFFEIL, TR L 72> T % HTC 35 X O Oculus O
VR HMD |Z31F 2 TR RN RO ERENE & R IZ DWW T,
BOHTOWFSEA Python S3EEREEA W TRET L7, REERD
5, Rl EoRIFRDIE HTC ¢ HMD TIEIEMEZR —77. Oculus
@ HMD TiI, EREEENR 7077 A LRI D B
Ims FL pote, EoREBMEICE LTI, B 50O HMD T
H—E L TH 18ms OFIENA U DK L7, dF KR
JE LCD TIXEIEIX 10ms LT D72, 295 L7= LCD & H
WARRRFZE L U b SRR O EREME IR 72 O TERE A
WETHD, —FH., BrRRHB L ORREIEIZBT DR
FZELEHH AT A MT Ims LFO7D RERMERICE
TR EITIER IZLE L TV D,

FBR1,2,3 OFRERNOWAMER K 512, & HMD IZBIT 5
SRR ERBIEII—H L TLEEL TR Y, Python2
L3I L D= 3 v OENRC, ERFEOE N (L
2 TR OEND) 1T, BROIEMEMECREEIZE L
WEE x5, FFIZ HTCHMD T, Oculus HMD 7% 11ms (1
7 L— L5y ORI ERBRE e — T, o BRRHT
A M THLEE LIRS E RN AR Th o7, €D
7o AR FEBRICR 6D X 972 100ms L FORIIMER S

HWUNCHIE CX 2L E 25,

Oculus @ 2RI 2348 < 72 A JRIKIX “ Asynchronous
Space Warp” (Oculus HMD (ZBIFHFE— g LV AL—T
71 7 L—A T &2 2-25ms DREEBTEASND) NHE
BEAET 720 TH 5, SteamVR TE— 3 LV AL—T
Z'0> ON/OFF BRfEaR E A3 Al RE72 HTC & it L, Oculus T
IEEAMIZ BB SLd (Oculus BHIE AR — MZHER
B ERAy 7 OFEREEESC IV A OB HE R
IRISALE I CTHAUT Oculus DA RAMILH D 2N, B
B R 2 BT A A ITEE RN ETH B,

#9 18ms A4 U 2 BB EIC B L Tl BIE RISV T,
2 7 L—2%y (90Hz THIZE 22.22ms) & < fRRLHNK % 2
RTAE ) a—FT 4752 L CTOBERR A 4ms DL T
WA 5 Z ERARETH D, ZAUTLY VR HMD 12X %
REEBUZBOCHIRELE LCD & RO IR % 5281
TEHLERD,

ARFFEN S, ITAHET IO VR HMD (281 DR S
ARIZET D B 7 EoRIERT - EoRIBIE O ERENE & G %
FRETE T2, 4%IE. SR X T VR EBRICBIT 2
E R LAl E I R ICOW TR 2 Z EBETH D,

BME AMREETLEMEIEAERERE S XM
(J190003004) ¥ XV IST = & 23T (JPMIPR16DB) OAF5E
B RS 2 51 T

8 AUFEANRFOFEMIZ, BB 3CHR [5] Tachibana &
Matsumiya (2021) CHEFEFIHE,
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