2A1-08

This article is a technical report without peer review, and its polished and/or extended version may be published elsewhere.

( FREARA—F LY T YT ERRERTE (02359 A)

THE VIRTUAL REALITY SOCIETY OF JAPAK

MR T EZTOREFRORERFIRTH
N—F ¥ VHTREICEZ MR

The effect of providing visual stimuli conveying vertical information
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