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THE PROVLEM CAPERIMENT

- 18 participants crossed circle from start to target location
- Simulated second user presented by using three visualizations
- Second user could be in direct, glancing, or no collision
- Software recorded time, collisions, and subjective preference

* Physically co-located VR users may collide
» We studied methods to prevent collisions

» 12 participants x 3 visualizations x 3 collision types x 6 trials =
“ ‘5“ A“‘A‘ ‘““s 648 trials total

- Compared 3 methods of visualizing simulated user
- Chosen based on commercial usage
- CameraOverlay as control condition

Physical Environmen t  Virtual Environment
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- Avatar fastest and most preferred
- BoundingBox had half as many

collisions

Avatar BoundingBox CameraOverlay

basic humanoid appears only when live camera feed over-
close layed over environment




