N7t QA e Frj3tE 9% VR AT
-9 uAleh 2d EHE FHoE-

A Study on VR for Maximizing Visual Recognition

-Based on Reflection and Refraction Expression of Light—

238z (Oh, hyouk keun)

Beuieta & §v4et)




i

TREE
}‘HC#OLOZO#EJIL
7LﬂJeAJILoH10LC
Ho o*%EA%NJ1%§J
N e B }o._oﬁur B %
to O N O R D N W R T
ﬂu.xglyupri o B Eﬁo»a?uo
dlﬂ]_.LL.LWQ_..‘_]ELﬂLMﬂ ]r[ﬂq Hﬂro]]
%Mlmamvwoﬂo i o ® Q%%Vs
=N ,ﬁh.gﬁgxy 1;&%,1@1@%%
Xrow s mﬂﬁog%ﬂ@, ¥o__so_@m1xrzw RIS
AE ‘:‘._.IMM‘F — M‘.wmﬂ o Z.f m =
BIB] = ° =K Ao%olot%,aﬁ lo,m-ijl.m.m]ﬂmu ~ - mtOquoy
ﬂ%lﬂﬁ}ﬂ%]} <] <0 = A u,lloﬂr g 8 - nnsf
Hld%ﬂ_zﬂ =R %7%_z@r1rﬂmwmoﬂ @mccm maoaa
;Hu*aooﬂ@_gélnfﬂl,me“:/. L.Eﬂﬁl.:ellj; = = ma me n.nla_
@uﬂmﬁﬂﬂgge%agﬂw%mEWJ 2NN mdlymuwmmmmmmm
g ° =z & T B W..ﬂé@_ 25 & g = nunn z
]orﬁﬂﬁoavl.oeblmxooiloxaUWﬁumEot]oﬂadlo,WPMﬂL.r no@mhﬁseme%mm
oﬂoﬂuﬂﬁlavmjlrxbo}oﬂn lr\ﬁlr]»;% ° g & BN %.m. mmee
HIOLPLMEMOP\ML‘NHPIAL ,ﬂlcéﬂgﬁ‘x@_go&l@MﬁoﬂZ mlmehmm %mp.m.m
e o oz ¥ mﬁﬂdéﬁémﬂ%?ﬂaﬂ 2 T 8= s &S 5 =
& - %R.bﬁg&%ﬂw«ﬂ& w Srmomo,emmmmequ
" ﬂ%ﬂmlumx,mTpLOMxﬂoﬂg]ﬂ.ﬁoﬁomg@ﬁﬂ .mmott%mam g =
or EWE & ) m:T%mﬂﬂ1 zzo%aﬁé@%li msdelso -
<~ X ﬂm_.:;llf% o Poohdﬂ = = e %fmecnctm;.wo
o] Ne1rE o N u_woixmﬂl_xaﬂ%bt}mﬂeﬁ71o# um.mihelddln
'~ N o‘_zuA._oe - B = X0 R R uﬁ.a_% mnbp leevﬂ
_“_I @u]ﬂ%dﬂﬁ - %ATXU el En7oko71_ﬂk ﬂo@. 2 .2 F mSM@mWﬂe B
}oﬂou mﬂu‘_mﬂ 1r.na_u4_|u.uubt1%ny S w A - S @ £ 3 ered .2
4 rmnﬁ;o@igﬁ?é%ua T M?wrﬂ iigas m.vmcnmg.m a o
xuﬂo%dr.Amﬁﬁdﬁﬂﬂmﬁzﬂmﬂmb%oc%:b o .&mcamwapmmw.m%
,%u:m;v,ﬂl1 osal_XAﬂ%chrEegvr = 2 3 wmmmmsSuim
ocklﬁo N s 5 T f.1uh S & = = =
R AR B 2N R S 55 28 = E 53 g
%?%.d%ﬁ@%gowmj 3 vamm%m.g@mm 2
i = s}
ﬂ.ﬂﬂ]%ﬂutnrx = mWYS W.ﬁadeof
R W T o 7] nﬂanennehhow
TR e Oeus.lu.w.l..lmtp
< mmmwt.qmm%gyw,a
IwrShmegr.nth
ge.gcm.h ] =
L g 8 S.ltwmm
t..mfmadhsg
hmgsw
28 0
—
.."_.m_..._“_
n0
Bl
H
o T
% R
B o Ar
oF ﬂ.._u;o‘_
o} oF
" EE m_xmmy L =T
ar o o 7~ <0 o o mo
o o = Be T Hw oy
s T T & T ._.h_Eiﬂﬂ
a: =T Spay RIiis
- 0 P~
FTiE: RS G mméw_%guu e c
R ™ _—A‘LIE‘..NI‘_‘HU do N S
= NRe SAELﬂoﬂEL ! =
o > T A |E Rt =
o5 < = < F TR 2
N.lné. i/ _“_I =}
R £
Kl S E
S K
o
eS
&2 8
O

- 300 -



B2CIRIIEM=SES| Vol.14

virtual space. This means that it becomes possible
to express a lot of natural phenomena by light in
the same principle, and its representative example
is realization of caustic effects generated by a
complicated phenomenon of reflection, refraction,
scattering, diffraction, etc. of light.

This study has deduced variables appearing in
realizing light phenomenon at virtual space by
performing comparison experiments on the basis of
general physical phenomenon of light and principle
of 3 dimensional computer graphics to express
this, and has obtained a result that such variables
can be minutely changed by various environments
and secondary variables due to interaction between
two variables can happen. However, natural
phenomenon contains diverse variables that are
still unpredictable, so quantitative evaluation of
virtual space research for expressing this more

exactly should be realized continuously.
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o 7} o2 2o Ayl oA shele] 2] CH7IER WA wte] SEANNL 22 e
Gy SEg getdtel ool wek 4y sag | V1Y el and olfe, 2azleRa A
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W] Yrl2e mAEE A5 on 29 wA random number) A ¥ & F3to] FIAQ A A
glol solatolEst Wal @S 3D CGolA AFshe | F BT FHOITh of W AHE, HE T Wl
712 Feo] BAE o= ZolEs 4= gtk 1B A el AX Gae]Fol ks, VD/N (D 45 N
Do) auE REg o g, A ol BA g AR 3] HER AR eARE A S A
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o] & F-itelu, 3D CGollA e Ad3 golgtes We PAZIH SHabbatel] of gk W] WiAMRE 9} 2o SHEA
2 olg3 NS FAs L Q) UEE HAAZ F Qlrh HAE G E o] 83k Ho
5) 7h¥e}, % A)(camera, perspective) : @&k A} HalE s 4es 24 ¢ oA Pk
o] A7]ol whet Fheete] A= g s Aok g & e A, FEEUETTE Al 004

5) @8, Design ProcessE 9|8t Computer Graphics@| &0
CHEE o7t SI=ECIRIRIZE vol9, SH=H|FHCIAIRISS], 2004, A
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3. ZMEAT|H(Ray—Tracing Technique)
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