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Il The Proposed Scheme

1, Scene Setup
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Fig. 1. Rigged VR Character

2. Generate Visual Discrepancies
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3. Apple Force

3.1 Apply Drag Force
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3.2 Apply drag force and buoyancy
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3.3 Interaction with Objects
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Fig. 2. Interaction with objects

4, Magnus Effect
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Il Result
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Fig. 3. Speed difference due to drag force,
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Fig. 4, Speed difference due to object,
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IV. Conclusions

£ =oie A BUAE ofgsl el sk <=l
A, Feet viad2s a3E VREOH B84 os wishe
IS AR oFF GRS o83 9L Ykl 2l A
T dvhe A2 5 874 = o] Eokeld ARE
e}, Ze] Rt o} & Aol AgEE 2
w2 Bl fAlle] 354l wle} 5 4 Sles It Algolck

REFERENCES

[1] HyeongYeop Kang, Geonsun Lee, and JungHyun Han,
"Visual Manipulation for Underwater Drag Force

Immersive  Virtual
Academic Conference of Korea Computer Graphics
Society, pp. 62-63, 2019.

[2] Jae-Hong Youn, Gi-Tack Hur, and Im-Chul Kang, "A
Study On The Development Of Virtual Underwater
Environment And Sensory Simulator," Journal of Korea

Multimedia Society, Vol. 15, No. 4, pp. 560-568, 2012.

Perception  in Environments,"

393



