9 DMH

7 P AKX BFREL VR DO AR ED 7= D
HREREEAZEB LI-7 7 U 7 /LOE A

FE AT B EET L &
TR LERY: T573-0196 KBRAFKCHHALIL 1-79-1

E-mail: T {mIm24a30, eri.yokoyama, makoto.hirayama}@oit.ac.jp

HoFEL CHARREEISEWY TV~ T U TV
PEANLL.

IR 7R & OREE BHIHFR ECR R TOBBEN — KN TH S, L, T 0 FETIHREE NI LTV
BHHTA IR O -2 TR < B4 5 Z SITEE LV, Z ORI Z fRI9 2 72 O IR ZE I NI /e BT B 2 B EL L C
HRERCED VR ary 7Y ERWELT. RBRCEZ 2V 7 OIRCR A 70 E 2B L T& 7.

UL, BUEO =732, il e JIBNEAD~T U T A0 ZENEDMEW. 2078, EAREH ESE
55%()7»@77)7W%%Abﬁ

F—U—F R - WSS « =7 U 70

WHEANXKFRE VR 207 Y OB NRE R ESE 5720

Introduction of material for natural environment to improve the immersive
experience of Rakuchu Rakugai-zu Folding Screen VR
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T Osaka Institute of Technology 1-79-1 Kitayama, Hirakata, Osaka, 537-0196 Japan
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Abstract In order to improve the immersiveness of the Rakuchu-Rakugai-zu Folding Screen VR content, we introduced
realistic materials that closely resemble the natural environment.

Painting materials such as folding screens are generally viewed in textbooks and exhibitions. However, it is difficult to gain
a deep understanding of the townscapes and lifestyles depicted in pictorial materials using these methods. In order to solve this
problem, we created VR contents that reproduce and experience painting materials in a virtual space. We have expanded the
areas that can be experienced and added various sounds.

However, the current content is less immersive due to the monochromatic material of the sky, ground and river. Therefore,
realistic materials were introduced to enhance the immersive experience.
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