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ABSTRACT
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Figure 1. Forms of VR catching visualization: (A) Trajectory, where 
the predicted trajectory of the real ball is rendered. (B) Target, 
where a blue sphere indicates the target position and a white stick 
indicates the direction of arrival. In both panes, the virtual ball is 
shown.  
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Figure 2. Predicted time to target errors vs actual time to target (where the target was the actual location of the ball when it was 10 cm above 
the ground) (A) and Distance between the predicted and actual target positions vs. time to target (B). The thick blue lines represents the 
mean errors across all trials while the thin red lines represent one standard deviation above and below the mean. 


