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1 Introduction

In the context of the study item on "Virtual Reality" (FS_VR) some definitions in section 2 are proposed to be included into the technical report if agreed. 

2 Proposed definitions
4
Introduction to Virtual Reality
4.1
Definition
4.1.1
Virtual reality stricto-sensu
The principle of Virtual Reality is to dive the user in a virtual world in which it is possible to navigate and interact.

Rather than the synthetic scene creation, it is the sensorial immersion that characterizes the Virtual Reality. It consists in projecting actions, movements, and real gestures from the user in a virtual universe with in return the modification of the rendered scene in a coherent manner, comparable with what the user would perceive in the real world. This sensorial rendering is mainly related to sight and hearing, and is implemented with a special system such as a VR helmet called a head-mounted display (HMD).

4.1.2
Augmented reality

Augmented reality consists in using the real world, e.g. a smartphone screen, connected glasses or a car windshield, in order to display 2D and/or 3D information having an anchor with the physical scene and with which the user is able to interact. It is then a form of contextualized interactive display of the observed physical scene that is observed through a rendering system.

4.1.3
Mixed reality

Mixed reality can be considered as an advanced form of augmented reality where some virtual elements are inserted into the physical scene with the intent to provide the illusion that these elements are part of the real scene.
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