




Virtual Reality

[Abb. 1] https://pixabay.com/de/photos/virtuelle-realit%c3%a4t-frau-technologie-4490469/
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[Abb. 2] https://pixabay.com/de/photos/vr-virtuelle-realit%c3%a4t-brille-3411378/
[Abb. 3] https://pixabay.com/de/photos/erweiterte-realit%c3%a4t-medizinisch-3d-1957411/



Immersion

[1], [2]

“…as many as possible sensory impressions of the user are addressed as 
comprehensively as possible by one or more output devices.”



Presence

The feeling of “being there”.

[3], [4]



Szenario 1: Laufen / Rennen

[Abb. 4] https://business.vive.com/media/filer_public/support_zip_img/de/enterprise/cosmos/guid-8ea8b2b2-c463-41c9-932a-62889adadc0b-web.jpg



[Abb. 7] Binary-Worlds GmbH



Szenario 2: Fliegen / Fahren / Tauchen

[Abb. 5] Binary-Worlds GmbH



Sensory Conflict

[5]
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Cybersickness

Symptome wie Schwindel, Übelkeit, 
Kopfschmerzen

[5], [6]
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