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ABSTRACT

This paper represent a method of constructing the improved virtual reality systems. The
proposed method be able to decrease the difference between reality and virtual reality. For the
future, the proposed improved virtual reality systems are applied to advanced education, for
example U-Learning is mixed with virtual reality based on Ubiquitous computing that is
important highly information technology(IT) at 21" knowledge based on informational society.
Also, we respect to The Control system which is embedded in mixed reality.
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Fig. 2-1. The concept reality-virtual reality
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Fig. 3-1. The reality-virtual reality combinational
space.
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Fig. 3-2. The definition of improved virtual
reality in reality-virtual reality continuous.
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Fig. 4-1. The control display agreement
continuous
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Fig. 4-2. The integrate classification of improved
virtual reality display.
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