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Abstract  In viewing experiences in serious games, VR viewers using HMDs with acceleration sensors experience closer 
to the feeling that they actually went there than viewing on a normal display. We verified the viewpoint of contents that can 
obtain higher presence by using movies shot at multiple heights. As a result, we found that the presence according to the 
viewpoint of viewing attitude is higher than the viewpoint of the body height of the viewer. 
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1. ƗƉƜƕ 
2016 {ƕųǏǁǆǔƬǢǅǄƪƺǎǟƫǫHead Mounted 

Display(HMD)Ƨ-4ƓƊƣ PlayStation VRųHTC Viveƀñ
UƇƤųǉǤǀǙǞǝƩǝǃƪǫVirtual RealityǧVRǨ�ŭƗŇ
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ºúăƖôóƗųƸǝƩƺƴǤǖƖbĕƧÜƜƣ6ÀƧ¸

�ƈƎųŮŻǎǟƽǢƺƀ�ơƤƣVRƵǢǃǢǂƖĮáƕŝ
ƊƣĹ�ƒźƣŴƌƖƎƜųĮáƖŮƇƀðƔƣ(D7ïƖų

ù~_8ƒƖ VRĮĘƕƠƣÆĸƧĤƏƎŴ 

2. &Ĥúăųŝŏúă 
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3.1 Í» 
7ïƖ¡�ƕƗ(D7ïƯǗǜŶInsta360 oneŷƧ�ëƈƎŴ

ı#}Ɨ 4KųǍǟǤǖǟǤǅƗ 30fpsƒųƯǗǜƕªƢŊƛƔ
ŻkëĚ¡ƢÄƧëŻƎŴ 

VRĮĘƕƗ HTC ViveƧ�ëƈƎŴƵǢǃǢǂƖ�ń�ų
�øĮuƕƠƣą�ĮƖ6ÀƗƔŻŴ 

3.2 eŭëƵǢǃǢǂ 
eŭëƵǢǃǢǂƗųĮáƖŮƇƕǉǝƮǤƸǛǢƀźƣƆ

ƓųǎǟƽǢƺƧşgƈƔŻƆƓƀĬ�ƒźƣŴ 
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@ƦƋƎŴ§º�ƖzNŇŚƧ=ĖƕųRÞƖŮƇƧ

160cm ƓƈƎŴǉǝƮǤƸǛǢƓƈƑųRÞƖŮƇƠƢ 20Ǯǯ�
Ɩ 180ǮǯƧŶŮŻŷų20cm �Ɩ 140ǮǯƧŶ�ŻŷƓƈƎŴƇơ
ƕųĮáƖŮƇƕƠƣ6ÀƖÒŉƓƈƑųŶƓƑƝ�ŻŷM�

Ů 0cm ƧĶdƈƎŴ 
VR ĮĘƒƗųĮáƀ7ŻƑŻƣ¦ƀǎǟƽǢƺƧ�Ɖƣ

[12]ŴǐƲƸǛǢƕƠƣǎǟƽǢƺƖşgƧŞƃƎƜųÐĤā
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ſƢ©Żų�äƖ��ƓƈƎŴRÞƖŮƇƒƖ¡�ƖÊ`Ƨ

KǩƕüƊŴ 

 
K 1.(D7ï¡�ƖÊ` 

ª#ƖŚƇƗų�ŭƓƈƑļŁƒƁƣƆƓƓųeŭƖ6æ9

ƧĖŽ 15 ÿƓƈƎŴƛƎª#ŗŻ�ÝƖƎƜƕųǍƭǤǆƫ
ǢųǍƭǤǆƩƬǅƖ,éƧĤƏƎŴƵǢǃǢǂ+hƧĮáƖ

ŮŻũƕüƊŴK 2 ƗŮŻ 180cmųK 3 ƗRÞƖ 160cmų
K 4Ɨ�Ż 140cmųK 5ƗƓƑƝ�Ż 0cmƒźƣŴ 

 
K 2.ŮŻ 180cmƖƵǢǃǢǂ+h 

 
K 3.RÞ 160cmƖƵǢǃǢǂ+h 

 
K 4.�Ż 140cmƖƵǢǃǢǂ+h 

 
K 5.ƓƑƝ�Ż 0cmƖƵǢǃǢǂ+h 

3.3 eŭ¦Ö 
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ƧĮĘƇƋƎŴĮĘũƗRÞųŮŻų�ŻųƓƑƝ�ŻƒźƢų

�ŭ�ƖÊ`ƧřïƈųƌƤƍƤƖĮĘ�ƕƫǢƾǋǚǤƧ
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bêƕjƈeŭƧĤƏƎŴħŭėƗ(G 20 �ƒųî� 12
Bų]� 4BƖ@Ĵ 16BƒźƣŴeŭ�ƖÊ`ƧK 6ƕü
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K 6.eŭ�ƖÊ` 

ĮáƖŮƇƕƠƣĹ�ƖďÀƧĦ 1ƕüƊŴ 

Ħ 1. ĮáƖŮƇƖĹ�ďÀ 

ĮáƖŮƇ 
Ĺ�0IĊė£ 

zN ËÞ!u 
1 2 3 4 5 

ŮŻ 6 6 4 0 0 1.88 0.780 
RÞ 2 6 7 1 0 2.44 0.788 
�Ż 0 2 7 4 3 3.50 0.935 

ƓƑƝ�Ż 5 5 6 0 0 2.06 0.827 
 
ďÀƧƿǈǁǅÖƕƠƢXŘÆdƈƎƓƆƥųŮŻƓƓƑƝ

�ŻƕƗ·�uƗâſƏƎƀų�Żƀ p<0.05ƓƔƢ¨ơſƕ
Ĺ�ƀŮſƏƎŴ 
å�óƔƵǗǢǅƧÎƕ�ƅƣŴ 
 
• ~ƏƑƣſơĚ.ƖŮƇƓ(ãŒż�ƉƀƈƑVǧRÞǨ 
• ÙŻƑŻƣƠżƔ�ƉǧRÞǨ 
• ç~ƕ~ƏƑ�ƀƤƑƣ�ƉǧŮŻǨ 
• ŻƐƝƓŒż®ğǧŮŻǨ 
• Å`ƕ~ƏƑ�ƥſơ�ƈƑƝơƏƎơƆƨƔ�Ɖǧ�ŻǨ 
• �Ż¦ƀ(ãc�Ɗƣǧ�ŻǨ 
• Ŭſơ�ƀMŧƕQƛƏƑƣ�ƉǧƓƑƝ�ŻǨ 
• ǈƻǕôđǧƓƑƝ�ŻǨ 
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ƎƀųďÀóƕù~_8ƕ�ƉƎM�ŮƕƔƏƑžƢų_8

ſơƂƣ���įƓª#Ɩ�ěſơŮŻǎǟƽǢƺƀ�ơƤų

ĞńƖĮĘ�ŭƧ�ơƤƣƓďŀ�ƄƎŴ 
ŶƓƑƝ�ŻŷƕŝƈƑƗųŬſơ�ƀMŧƕQƛƏƑŻƣų

7äóƔĮáƓŻżƵǗǢǅſơųl7äƕƔƢ��ƧĀ7ƈ

ƑŻƣŒF�ƀźƢųŦ§xƖ�ŭƀ�ơƤƣƓĖŽƎŴ�

¦ųŧòſƏƎƓŻżƵǗǢǅƀX£źƢųôóƓƈƎèe�

ŭƓƗðƔƣƮǢƾǤǃƫǢǗǢǅ�ƀ�ơƤƎŴƆƤƗǑƫ

ƹǢưƀ�HƈƎŐƙƖdĔƒźƣŶŦ§xƖŧòƇŷƒĿ
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