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We explored methods for guiding the user®s gaze in immersive displays that
cover the user"s surroundings with images, with the aim of guiding the user®s gaze in conjunction
with head movements. First, we found that gaze guidance by spatial resolution control can guide the
user"s gaze out of the field of view. However, i1t was difficult to guide gaze unconsciously due to
the discomfort of being forced to do so. Next, the method using constriction and distortion of the
image tended not to contribute to gaze guidance. However, the method using the image contraction
distortion tended not to contribute to gaze guidance, but was more effective under the condition
that the guided object glided, and induced many head movements. In the case of gaze guidance by
temporal resolution control, it was found that attention tended to be directed to the area with low
frame rate, although there were individual differences.
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