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Il The Proposed Scheme

1. Hyper-immersive VR contents
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Fig. 1. Ball games,
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2. User interface
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3. Virtual ball
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Fig. 2. A ball falling from the user's point of view,

4. Interaction of user and NPC
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I, Results
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Fig. 3. The ball falling from the point of view confirmed in

the first person,
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Fig. 4. Interaction between balls and users,
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IV. Conclusions
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