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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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KǩƕüƊŴ 

 
K 1.(D7ï¡�ƖÊ` 

ª#ƖŚƇƗų�ŭƓƈƑļŁƒƁƣƆƓƓųeŭƖ6æ9
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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 
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