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Visual Change Experience System with the Head-Mounted Display
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Abstract: This paper describes the system that can experience the parameters of vision and stature in vir-
tual space. Human visual sensation depends by vision, height, age, and so on. Vision and height were defined

by humans to determine the degree. They can be

expressed as a numerical. However, visual sensation of

perception information understand it sensuously, it is not possible to perceive from the numerical. This paper
describes the systems construction method that can experience the perception information that reflects the
parameters of the vision and height with the head-mounted display.
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Fig. 1 Landolt Ring
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Fig. 2 Top Image: Age and Moving Body Logarithm Eye-
sight[7] Bottom Image: Age and Height[8]
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Fig. 5 View Model Making Image
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Bottom Image: Strong Myopia
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