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Fig. 9: Comparison between conventional (top row), X-ray
(middle row), and multiperspective (bottom row) VR (left)
and AR (right) visualizations. The street-level target (left)
and the side corridor (right) are occluded in conventional
VR and AR visualizations. Unlike the multiperspective visu-
alizations, the X-ray visualizations do not convey the street-
level location of the target and the nearby geometry.

tion techniques such as teleportation, redirected walking, or
non-linear mapping, our method strictly preserves mapping
between physical and virtual spaces at unit scale for the
main, user perspective. This opens up possibility for multi-
ple users to simultaneously collaborate in a shared VR scene.
Consider the urban VR scene visualized by multiple users.
The same target can be disoccluded simultaneously for all
users with multiperspective visualizations tailored to each
individual user. Each multiperspective visualization shows
the target at the same undistorted location, which allows the
multiple users to refer to the target consistently.

Our work introduces a paradigm where the user receives
visual assistance from additional perspectives, without the
disorienting effect of abandoning the main perspective. Our
work does not advocate for supplanting all user physical
locomotion through the use of multiperspective visualiza-
tion. Instead, our contribution is a flexible framework where
the user can choose how much to walk and how much to
rely on the multiperspective visualization. For example, in
target tracking, some users relied completely on the multi-
perspective visualization which all but eliminated the need
to walk, and some other users only relied on the multiper-
spective visualization to simplify their walking trajectories,
in order to succeed at keeping the target in sight without
having to walk fast and with abrupt turns. Inspired by the
significant reduction of physical locomotion for some users
in the urban VR scene, future work could study multiper-
spective visualization in VR or AR applications where the
user is seated or almost stationary. Such applications in-
clude navigation between multiple virtual displays in a VR
desktop, assisted surgical operations with multiperspective
augmented annotations, or improved situation awareness

during operation of machinery or vehicles.
In the indoor scene, the multiperspective visualization

shows what is visible beyond the first turn, and the user
still has to walk to be at most one turn away from the target.
Future work could examine extending the multiperspective
visualization to show what is visible beyond the second
and third turns away from the current user position, which
will undoubtedly come at the cost of increased visualization
complexity. Future studies are needed that will leverage the
flexibility of our multiperspective rendering framework to
investigate the optimal trade off between multiperspective
disocclusion power and visualization eloquence
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