
Results
The results of this thesis need to be summarised in a written report and will be presented to the ICVR in
a 20min talk.
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Workpackages
• Literature research on Change Blindness and Overlapping Architecture
• Design and implementation of one of the two options, including proof of concept study
• Design and implementation of a simple virtual environment, combining your first implementation with 

some simple tasks
• (Optionally) Design and implementation of the second option
• Intermediate and final presentation
• Written report

Bachelor Thesis / Semester Project

Tasks
Your task is to research on Change Blindness and Overlapping Architecture. Based on your research,
you design and implement (preferably in Unity) one of the approaches and test its functionality in a short
proof of concept study. Additionally, you implement some simple tasks to complete in VR, which shall
occupy some cognitive capacity of a user. Accordingly, you test a combined version in which users are
lead from task to task by using Change Blindness or Overlapping Architecture respectively. In this test,
you evaluate the noticeablity of such scene manipulations and compare it to your initial proof of concept.
You will present your work in an intermediate and a final presentation to the ICVR lab. Finally, you will
summarise your results in a written report.
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Skills
• Programming Skills in C++ or C#
• Unity and/or VR experience is a plus
• Strong communication and interpersonal skills

Occlusion of Overlapping Architecture / Change 
Blindness using Cognitive Loads
Keywords: Virtual Reality, Overlapping Architecture, Change Blindness

Overview
In virtual reality (VR), especially while using real walking as
a form of locomotion, the real world still limits the extent of
the virtual environment, for instance through the boundaries
of a tracking space. Given that real walking prevails as the
most natural and intuitive form of locomotion in VR, it is
often preferred over other metaphors to avoid simulator
sickness or breaks in presence. Two simple, yet useful
tricks to increase the room size in real walking applications
are so-called «Overlapping Architecture» and «Change
Blindness». These two approaches exploit the limitations of
human’s cognition to make them believe that they are
walking in large environments, both in reality and virtuality.
In this thesis, you investigate how one of the two can be
effectively implemented and test whether your implemented
version can be occluded by adding some cognitive load in
the form of simple tasks in the virtual environment.


