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Staging and Impact of Trial Ride Experiences Using Drones and VR Motion Platform
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Abstract: One way to achieve comfortable drone operation is to use a first-person viewpoint (FPV). Many methods

have been proposed for drone operation in FPV environments, but there is still no discussion on how to use motion

platform methods. Therefore, in this study, we examined the effects of VR-based environment construction and motion

platform physical vibration on the experience when operating a drone using an HMD to produce a test ride experience.

The results suggest that the staging of Trial Ride Experience is effective in amplifying arousal.
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Abstract: In this paper, we focused on Mixed Reality (MR) which is a relative technology of Virtual Reality
(VR), and targeted to collect basic knowledge about MR analyzing human convergence eye movements and
psychological responses of the participants. We have used the “Magic Leap 1” from Magic Leap Inc. as the MR
device. Comparing to other usual VR/MR devices which has only 1 focus display, the characteristic of this
device is that it has 2 different focus displays for long distances and short distances. In the results, we couldn’t
collect enough data as we thought due to Magic Leap 1’s structure, but we find out that eye convergence distance

is shorter in MR condition comparing to Real condition. We considered some reasons, and we also collected

some knowledge about fatigue and sickness from the subjective evaluation survey.
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