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ABSTRACT 

• Understanding how people explore immersive virtual 

environments is crucial for many applications, such 

as designing virtual reality content. 

• Whereas a body of recent work has focused on 

modeling saliency in desktop viewing conditions, VR 

is very different from these conditions in that viewing 

behavior is governed 

• To further our understanding of viewing behavior and 

saliency in VR, we capture and analyze gaze. 



EXISTING SYSTEM 

• Designs of user interfaces, eye tracking technology, 

and other key aspects of VR systems. The 

experiences offered by these emerging systems are 

inherently different from radio.  

• However, the behavior of users who visually explore 

immersive VR environments is not well understood, 

nor do statistical models exist to predict this behavior. 



PROPOSED SYSTEM 

• The primary insights of our data analysis are gaze 

statistics and saliency in VR seem to be in good 

agreement with those of conventional displays  

• As a consequence, existing saliency predictors can be 

applied to VR using a few simple modifications 

described in this paper 

• Head and gaze interaction are coupled in VR viewing 

conditions  we show that head orientation recorded by 

inertial sensors may be sufficient to predict saliency 

with reasonable accuracy without the need for costly 

eye trackers. 



HARDWARE REQUIREMENTS 

• Processor   - Intel  

• Speed   - 1.1 Ghz  

• RAM   - 256 MB(min)  

• Hard Disk   - 20 GB  

• Monitor   - SVGA 

 

 

 

 



SOFTWARE REQUIREMENTS 

• Tool   - MATLAB R2012 

• Operating system - Windows Xp, 7 
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