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The present study was conducted to validate a common notion that says 3D display i
s realistic from the viewpoint of the functional continuity between perception and motion (perception-moti
on coupling). From the experiment on the catching performance for approaching ball in a full-body immersio
n virtual environment (CAVE), it was shown that a stereoscopic display increased the percentage of correct
catches as compared with a corresponding monoscopic display. Furthermore, this catching performance parti
ally correlated with the performance in a real environment. These results suggest that the binocular depth
cues presented in virtual environment are able to contribute to accurate motor control.
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