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Abstract

It is onl ten years sirce substatal human factos regard into virtud environments
ard VR technology gat underway During this time the nature 6VR technology and
of virtual environmen experieces hae chaged markedly both in terns of
improvemers in terns  performarce am beng fit for human ue ard also h terms
of the varia configurdions mo$ conmonl employel by uses ard use companies.
As tedhnology ard the natue d patticipation has chaaged hawe the relevanmost
importart human factoss issues atschanged® This reviev pape draws largey upon
a seris d European Canmissian fundel project (paticularly VIEW of the Future,
IRMA and KidStory) to descrile majo human factos issues oproblens ard their
relevarce.

Intro duction

Any discission pape or publicaion looking fundamentéy at virtual environments
ard virtud redity is prore o askng itself and its audiene some pilosophicd and
sou searching quetons Wha is VR? Wha are thelimits © wha we cdl VR and
virtual environment® Wha indedd is “virtual’? In fadt debats in the eary 199G on
thee vey issus kecane heatd as this @ tha authoriy suggestd tha a paticular
systen couldrt possibly be VR “becaus it is nd immersie” —which leaves open
the quetion of what on earh we mea by immersive- or that late in the decade,
only systens powereal by a Slicon Graphis computerard certainy nat thoe ushg
PCs coul passibly be “true” VR. | hope thd it is widely recanisal now tha these
were fairly speciols aguments perhag promote by thoe with a vestd interest,
and that as we shdl see later the nature ® VR ard virtud environmens can
embace a wha fanmily of tedhnologies usel in variols circumstaces as

appropriate.

We understad virtud redity (VR) to refe to a tedinicd systen set-up hardware
ard software The virtud environmen (VE) is then wha is experiened by a
paticipart by ard thraugh an interdice whit engage ore a more d our sense but
almog always includng tre visud sense This VR/VE experiene can hawe some or
all of the fdlowing dtributes:
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