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https://www.youtube.com/watch?v=39ubNuxnrK8
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Importance of Retina Display

Retina Display requires 16K!

Full HD 2K → 1980 x 1080 = 2,07 Mpixels/Frame

Ultra HD 4K → 8,29 Mpixels/Frame

Nuclear HD 16K → 132,7 Mpixels/Frame

64 times more pixels than Full HD displays

Oculus Quest 2: (1832 x 1920 per eye)

Iphone Retina display: 2532 x 1170 
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Procedure
Data Collection Protocols

Content: 2 VR games using Unity 3D Engine.

Hardware: 2 types of HMDs (HTC Vive and Oculus Rift)

Participants: 88 (19 females) divided in 6 protocols.

Dataset: During the protocols, the dataset and the software

content was evolved to final stage. After all phases we

considered 37 valid user.

Symbolic Machine Learning Approach

We use symbolic machine learning to analyse and identify one

or more causes of discomfort, which is user and context

specific. In other words, the approach described in this

manuscript is not a general rule for recognizing the presence

of discomfort as previously approached in the current

literature.



Random Forest feature ranking (identification of cybersickness 

causes) for the race (A) and flight game (B) for P5 subjects.

Race and flight game potential-cause score ranking along with different

exposure moments for the P6 subjects.



	 	





https://developer.oculus.com/blog/presence-platform-interaction-sdk-and-tracked-keyboard-now-available/


OLIVEIRA, W. ; TIZUKA, M. ; Clua, Esteban ; SALGADO, L. ; TREVISAN, D. 

Virtual and Real Body Representation in Mixed Reality: An Analysis of Self-

presence and Immersive Environments. Proceedings of the XVIII 

International Conference on Entertainment Computing (ICEC 2019), 2019. p. 

42-54





• High quality 

lighting

• Fast (real time)

• Low estimation 

error

• Easy to use (9 

SH lighting 

coefficients)

• One AI model for 

all applications

• Does not require 

scene setup

• Does not require 

user`s 

intervention
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Inclusive devices



https://www.nvidia.com/en-us/research/ai-playground/

https://www.nvidia.com/en-us/research/ai-playground/




https://developer.nvidia.com/modulus
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