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Abstract – In this paper, we present our preliminary result of using angle adaptive
boot that allows users to experience walking uphill in Virtual Reality (VR). The device
is a self-contained and worn like a boot. Its main function of the device is a vertical slope
actuation mechanism mounted to the bottom of the boot that extends the slope angle
within 0 to 28 degree. Unlike conventional devices that are integrated with locomotion
devices, our device allows users to have a real-walking (walk around freely). We present
our device in an environment based on a head-mounted display and test user perception
with two different slopes which are 5 degrees and 15 degrees. Preliminary experimental
result show the improvement of realism of uphill step. The remaining problems about
the device are weight, stability, and boots do not give them tiredness.
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tion
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