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Characteristics of Immersive Projection Displays and their Applications

Tetsuro Ogt

Abstract - Immersive projection technology has become very popular for virtual reality display. In this
paper, the characteristics of several kinds of immersive projection technologies such as CAVE configuration,
wall configuration, theater configuration, and curved screen configuration are described. In addition,
the features of the perceived virtual world using these displays are discussed focusing on the effects of
tracking error, and the screen angles. This technology can be applied to various application field. By
connecting these displays via the broad band network, they can be used for communication environment.
Several research projects about the video conference and sharing virtual world using video avatar method

are also described.
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Fig.1 Construction of CAVE at the University of Illinois
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Fig. 2 COSMOS at the Gifu Technoplaza
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Fig.3 Screen Configuration of Multiscreen Display
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Fig.4 HapticWorkBench at the University of Tokyo
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Fig.5 Shift of Displayed Image by Tracking Error
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Fig.6 Distortion of Perceived Space by Screen Angle
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Fig.7 Video Conference Using Networked CABIN
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Fig.8 Sharing Virtual Space Using Video Avatar
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