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This article is a technical report without peer review, and its polished and/or extended version may be published elsewhere.
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BE: REBRERIOY 7V R A LW e SRl e 2, SHRER & GO mELELIC X 2 FRIcEIE,
REREIEA - 22 BB CIREADE S VR VAT A ZBET S, HEHEARR (HE2RTWS/Wiwd)
BB TV ACHIEIC KIS G5 Z LT, RBEEIZE > TOEBINHFEER, ANCEIPNDEZ &R
KEAETHZENTED. RERTEIAMEF2ZE L ZERNREERY F Y A2 WL OnFEEL, *

DOMGEZ DR FIRIZ L DT o 7.

F—TU—F: REHE T bIvxr, BiLE

=
1. 8=

b MIBEEZ T L, AMErSOHEOA N ERY
TR U724 RE2HFEL UCRHBT 2. ZOHBICEST
FELLEZ2E00Z %, ZIZTIREBMNHE L IER
ZeizTA. ZOEBEMEER, v hOoMERMEICXoT
HEUBHEEE2HNEZ LT, ANINZHOE D DY
R IR DZNRIZT DI EDVARETH 5.

HWEOHZE [1) T, U TIVE A LG & SR & 2%
HLERDBERE IR L DD, WGEE2Y 0B BRI
WRBRE D D B XK IRV E ST 52 8T,
Mt % EEICIZIRATOHELTH 20D & 5 ITKBRT 5 R
#EI5E (substitutional reality, SR) ¥ AT ADEEINT
W5, LBLIDOYATFLATIE, FAFOWER ADERY
Z 5D MARE] 0 B 2T & BRI - 22 (A1 AR s 2 28
{EDMEERE DERZAIT TWAERADOFTEZ Y, EKEBRE
PG D BEZ KOV T LES RN H L. EEEILT
NEET D720, KEEOITEIEBIRL Y IR R
TWEPEHILRDS, WGV BEZDOXA IV T %K
WIZIXEETHWR LR IR S e o 7z,

T ZTAWIZE T, EEREGEEEZ RO Z 2T, KR
ZIZHTRTVWAHAVHESL L BbE%x, JOHED
DY F 0 S B E N E 2l - WX ES VR Y AT 4
DOWSEEEZ L. BAKIZIE, ~vy Yy Y b Fo ATV
4 (HMD) & 74 b5 vh—2MAaby, KBREDELR
B EFMEL CHfz AEIRICY D B2 2 FEE2IRET 5.
ZD2DODTNA ARMAGOEEZBHGFEIATLELT, #
IRALEEHRE VR EHCOYRERIZAVWZE0 2] %, B
DR OMMEEZE LTI TL Y XY v W 2 MRS

stereo microphone
anidirectional camera
HMD with eye tracker

chair

H1: REVRATLICEZHERBROKRTF. KREETA RS Y
H—REDHMD 2%& L, AEOREAERYT 57200
EXRANAZEBREEEHETITDLOORTLATAID
FBRADEHDHICEESI N S.

% foveated rendering Z EB L 726 D [3] E2H 5.

RE Y AT L TIIMRERE ORI B HR%2 BGRIZN$ 5
DT IVERA LAOEGILE L HAGDESD Z LT, AR
TIEHBEERP KR ELSEL BV K ST UDDME % HE)
THE - ZERICEE &L ES. ZNIZ X VERT 51K
BROBAEBHIEHS AR B 21T, EBREDHNIZ &
LHRFIEH TITEE L o 72 Rk BIRRTE 5.

FREV AT LTI, Z{bE (change blindness, CB)
X AREFEZEE (inattentional blindness, IB) &\ o7zt b A3
R RPN Rg e LT U E S BIR [4) 10EH
U, Zhoz2lE 0 B2z &z 2225, CB
i, By — RO 17z & 5E O — I 2R SR
DRIMHPEE TS & FiZ, ZORAIITELEE RE
ELUTUE B4 %Y. —/HIBIE, HHHREPRAS
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EQ: equirectangular image
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EQs 4 |image processing results
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K 2: MY AR - ZRMICSEEEHOE 2V AT ABRO
2RE.

IZE POEFEAEIT S NTWS L E, Th o LIFBFRRY
TP XMRCEL ZLEREEL LTLESBRLDZ LT
H5. WEOWIRIZH CGEMTIBAEL S Z L 2D
=50 [5] %, BEOL v XY v IIRERFHERIZ 1B 27EH L
725D [6], HEREIZKDOD N redirected walking D5
BD7HIZ CB2IEHLELD [7) EW3H 5.

2. REVRTLDFM
2.1 VAT LB

REVAT LT LB ERBROBT 2K 11TRT. 2XKEH
A Z (Insta360 Air) ZKERF O HORNZEE L, KERE
DR OBREEZ ) TIVERA MIEHT 5. Z ORI I3
BRY 1 XH 3008 x 1504 ¥ 27 LD dual-fisheye JER T
HRBICRVOEEI NS D, HEETIRINEREY A XD
equirectangular JE NEHIZEMT 5. TN EFREHIZ, 2T
LA~ 2 (ZOOM H2n) HAEERFEDOHODRNZEE L, K
BEDHMOBRE G2 2F ¥ VAL DESE LTHET 5.
—HELEA—DERIZERELUEZR—DAAT - <147 T, F
D JEBHDORR T % Fkii - $%% L TH <. £ L T TouchDesigner,
Unity, Python % THE L7z 7 b =7 %255 (CPU:
Intel Core i9-9900K, GPU: NVIDIA GeForce RTX 2080)
THE)D L, equirectangular DV 7L X 1 LWLk & f
Wtk & 2 M EIEE AP, HMD (HTC Vive Pro) 1233
4 5. Z O equirectangular FZA DG % — HERIZHG O
FThS, RBREDOHEHOMEIIEUZE2 %2 LT
WRRTAHLII2T5. £/ HMD RERIZIEH A T R—AD
74 bFvHh— (Pupil Labs) M0 AT TE Y, K
D BIRRAL EIE AT % GRS BGEE T 5. B IRBRE N
HMD 2#&FM U 7RI, fifiEoF v ) 7L —2a vz
5. T ETEBRZMGEEZRETAEDLE S VAT LHEEO
LRER 2I1TRT. X SICHGIRR & FRFIZ, T OBYERIZ
WU 72 B & KB PR3 5. ST i 2e CHEREHR
AL SR VAT L 8] BRREINTHY, HEVZT
LATHEERMBONBIZFE LRV R EEL2IERT 5 2
T, XVERBREVIRRMGEEEL BRI RS LM
HEhs.

FILTY XL 1RG0 FZHET LT XL

Input: p,q: Y10 BAFIHROMBGE T L —L4, G: HAELO—E

WP AE ENDEREES, v FEHPORELHE, ¢ threshold
Output: VIV EXZ0E»%2KT 7T —I)VH

function ISSAFEFORSWITCHINGIMAGES(p, ¢, G, v, t)

r = CALCULATERISK(p, ¢, G, v) > r @ transition risk

if » <t then

return true
else

return false
end if

end function

Input: p(n),q(n): KLl (B 5 ORGER) n TOYH A HT
BOWUET L — 1, G(n): Rl n TORRHLO—EHPAIZE E
NZWFEES, v(n): Kl n TOEROEELEE, ¢: threshold,
¢ HENZE D 72— & D IR
function MANAGESWITCHING (p(n), g(n), G(n),v(n),t,c)

> OB T L -0 END
Initialize: time=0,s' =0
s = BIERZ
if ISSAFEFORSWITCHINGIMAGES(p(s), g(s), G(s),v(s),t)
== false then
time =0
else
time = (s — s') + time
end if
s'=s
if time > ¢ then

time = 0
SwiTcHIMAGES() > MGREY DR D
end if

end function

2.2 MUKW EZHET LT X LD

V7 R T TG ERIREADE B, 54400 T
WRZYI D EZ 2 pEPOHERFTILITY XA 1L > T
bihd., ZZTHEERDIX, transition risk & threshold ®
2 DDfETHA. transition risk &, VIO X FIEOMMGE T
L — ADHEGUIIZ L 215HRE, 74 Iy A—THIEL
PRI EERIC L > CEMBEI NG, WURE] D & 2 AMKERE IZ
K[OPNTUESEREEKIIETHS. —H T threshold
1%, BMEZRTHINIHRELUZETH 5. transition risk
A% threshold % —E W] R D &l) 7z & iz, MDY
Bz2x1ro.

transition risk OFHEFE (7L TV XL 1 NO CaL-
CULATERISK BA%) & LT, AWK TIZ 2 DOFHEEHAK
L7z.

1 DHIFEMEDE FAED R L DERDOFEHRZ Iz U
7FETHD (M3 EBEINEN) . 2TET7 L —LAHETEG
OffBRE%, FEEZRS T72DICHTIZED - HEE
THLT. RIZEEEO EDWADVEHNTNDDAR, BE
EFAMA (MoG) IZEED EERMEGZMEEHR L TVWHE
RENEEZHWTRO S, ZORERE S N Hi D&
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G: center of the visual field

R
= N

X
=
>t

Scene 1

M 3: SMROESE=MRICEICBEIWEIHET LD
DAL FRENRTVWIEHICE T 2EBIEDE5KRTE
(transition risk) Z5t&EL, BEEIYEZZLEHLD
HIEICAWS.

1, B NVTHRPB TV nEPERT. &
Z A CTHMEDRERIZZ(L, KBRENEEHLTWAEE<
YA NSERHE A T20, MR ADMAT S 20 W EREE A &
ZERBEINT=D T 5L, (REREDMEY] D B 2 ICHIEIZ& D
WTUL 5. —ATEREBREIY DB ZHHOMBAEDMEIC
BLWTHEVHEORWVHEEZ R TS & ST BEEY Y
FanE, RBEFEIEIZEIRRVWEEZI NS, X5
12 Suzuki & [1] 12 &5 &, KRERE O I EIRLHE A H N E
Y, REBREXTDORA IV THEUMURT D B XKD
Z1Z< \» (i.e., head movement suppression) . % Z Tf5
SN EEEDH B FE i TOWEMEE p;,qi, TIRUEALD
—EHPIZE ENOHEELESZ G, HMD » 5472850
FHLHEZ v, HEAZRTHANIEDEHE w,w; £ LT,

transition risk r %

r= J (Z ww) + (Z w;q]—> ~H(v) (1)
i€eG JEG

EWHTETRDD. ZIZT H(v) id v DWW THGAING
LZRBTHY, ITNEFWT DI & COHER MR A E N F
WG D BZAARI DR T VIS IZHEELTWS.

2 DHIZBMAEMD 7 L — LAEEOBEEED 2 % T2 L
7-FETHE (M4 bsHEINEZV) . &7 —LHEHED
R % FRNIZED I fRBE L TH & L, SE{GROKHEH
HEZRDD., ZOMREONZEBFIZENWTHDHHEFET
DHEMD2EIL, HIHEBICBITEMGEESDOREIE2E
T L ZATHRBREDHBYEP NEERTWS L &I, M
BRI 2L EN S DB A B &, S & ARG D
BZIZKROWTLEDS. —ATHRBREIT D B A& TH
F 0DV E RTWS & EICl k2] 0 B2 g,
BREZZEZLKIP RV EE RS ND. T T TRMREHE
WRDH 2% i TOMEME p;, g, FLAUELO—EHiFH
IZEENDWBEBESE G, HMD 51872 BEES O [m] iz g
v, HAZRITHEIZEDEEZ w; £ LT, transition
risk r %

r=> wilpi—ql — H(v) (2)
i€G
EWVWIBTRDD. T T H(v) IZEEHER, vIiZDWTH
PRS2 TH .

Scene 1

oo R

Scene 2

mﬂﬁ G: center of the visual field

ey e

x v v X .
1 il

B 4: SIUKEOBEMBOZEICED SBKTIYVEZHET IV
O XL, FRESPRTVIEBICE T HEESDKRE
I %#KRIE (transition risk) Z5EL, BEETIUVEZ
ZHEDDHEICANS.

- - - / e
walking person = o &Y
in the next scene
(not shown) = 0K

scene transition

M 5: ERAELERO—F. KREARTUAVKRIC, 5
BORTH AL ERS LY HBSEEY TS, ABT
DEIE [9] £ YBIELE

Ty =Y BAFHRE (< S WVORERTZ 2
TY—VvzUVER D) 2UETHETIC ALY TEIZE
BT 5, —MRICRAICERMED (LT 254, BRICE(L
TRGEITHARTEEPME I NI WIS TY
% [4. AYATLZBWTEINEZEL, FEARWIZITE
HIVMUENTITY—VUOEZE2ITD. 2ZL—EM
o THEIEAEE LT WA, Bz — g0
B2 %175, ZHIRMTO2 00BNz &S : (1) fid L7
head movement suppression (2 & 0, SEEGEBREIZ (XA
DY BXDHHEEHE LTV, (2) BfZ 21 T80
B2 1581230 B A Rk & 58 T IR TSRS AR &
TN, ZOEDITHET NIV X LHSETNITEERE L 72 <
BBVAIPEKRT S, ZOFEOEHEIZOVTE, K
HKETOHERTEZRICERT I TETH S.

3. REVRTLTHREREKRITY A
BEVATFLZAVDZ T, HENCHE LU KRy F
Y 7% transition risk D HEFIEIIG U, B4 K% (E
DT ZEDHRETHD. BRFIZUTIZ 2 DidRS. 74
BINSOERERS F U A ERIE, 55 S AL 9] TR
LEDLAKDEDTH 5.

o KEREDNTWAWRIZ, MEOHTHL AEHEE

-4B-04-



2019

4B-04

O EBREEZDTSE (K5) . EEBEZA»RE
NUWE W EAKREEL, AR E7Z00HE» M
s 2 Z LIZHREZDS, 2B I Z DEFED
EAR DD S0, T IZBIE DO FE NI
DKMGEI D BZHETVITY X L2HWS

o FAIIZIED > TWBR— VOB EKBRE I ZBATH S
5. R—VIIMEBREDOL I RNEA I VI THAK
DBNTZD T 570, BEBEIIR—VE EMRICHRZ &
L2 EMTERN. ZIUTIT A MG OREEE D12
EOKMGEY DB RHET VT XL E2ANS.

EL5DFIZBENTH, KRBREIZEZTOWAYEAP AN E
TIIZESTFIELTVWAEDRDD, BRIZEELTWZEOD
RO, KRB OhR kb I IitERINZWL. F20
YO 22 HETIT 720, YI0EX X1 IV T %2EE
U 7= M3 e YEfH & HETIZAT o T WA WG, B 2 IERER A
W F o BT EIRR OB TRE LM &L EEAbE S
AR b iR L T <.

4. ERESHBORE
AW TIHARBRE KON TIC, KERERLD Y 7
R A LR & S & 2 R - 220 BB TRE S D
B3 VR VAT LAZBEL L. KEBRE OBGAT B R & b
BOBGUIEI X 2 IEHEMAEDLE D Z T, KBHIC
Lo TOEBMNHEDEARZL SR ITIENARETH .
SHOBEEULTET, RBMESZOBFIZIZK O »A
Wk D gAMb AR T FEE, Kb FEMIcHET S Z
ENETFOND, BEV AT ATEWTIZHGY 0 &2
T B OMIZEH, transition risk OFEIZHAW S EHZEE
& G DK E XX threshold DA, FAAHER /ST A —X&
NEBEET D, Tho 2 K2 DERBHIZE > T d
DIZTHET 2 T2 HEI T3 5B0OHEEE T3, £
7= transition risk ZF#H T A5 7N TV ALIZEWT, R
OBHEERHMED, 74 b T v h—h 5 S e HAR
MBI DOBHREIEHTE I 2EZXTWS. BHIio
BEIEEICE L TIX, ¥y h— R iRmg 2 Mo E iz
¥ 3 Z & T redirected walking % I3 215 [10] D &
512, CB#3IEHIULI 2L VW BRIZBVWTHEHLTWY
5. IoIHMEFETLZFELZAVS I LT, LDEM
PN BB EZBET S22 5 E 2 505, X213 Hata
5 [11] I RREGRDO —H K IPNRNVRED T T —%
N, ZOMHMIMERICERZ2FET2FELRRELT
mé.:@ii&%&f%@@ﬁ@ﬁtﬁkﬁib&wﬁ
HUT MR E R L, KERZBALAE U 2 i S BRI
HFEEZHRST I LT, ML IPNLVWEAS IV
EROREGCHEESTHEOHT I EAREEE X 5N 5.
St& AW%2ix JST ERATO (JPMJERI1701) %O JSPS
BT (15K16014) OB %213 726D TH 5.
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