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VisionCoach: Design and Effectiveness Study on
VR Vision Training for Basketball Passing

Pin-Xuan Liu , Tse-Yu Pan , Hsin-Shih Lin , Hung-Kuo Chu , and Min-Chun Hu

Abstract—Vision Training is important for basketball players to
effectively search for teammates who has wide-open opportunities
to shoot, observe the defenders around the wide-open teammates
and quickly choose a proper way to pass the ball to the most
suitable one. We develop an immersive virtual reality (VR) system
called VisionCoach to simulate the player’s viewing perspective and
generate three designed systematic vision training tasks to benefit
the cultivating procedure. By recording the player’s eye gazing and
dribbling video sequence, the proposed system can analyze the
vision-related behavior to understand the training effectiveness.
To demonstrate the proposed VR training system can facilitate the
cultivation of vision ability, we recruited 14 experienced players
to participate in a 6-week between-subject study, and conducted a
study by comparing the most frequently used 2D vision training
method called Vision Performance Enhancement (VPE) program
with the proposed system. Qualitative experiences and quantitative
training results are reported to show that the proposed immersive
VR training system can effectively improve player’s vision ability
in terms of gaze behavior and dribbling stability. Furthermore,
training in the VR-VisionCoach Condition can transfer the learned
abilities to real scenario more easily than training in the 2D-VPE
Condition.

Index Terms—Sports VR, vision training, basketball VR,
computer-aided training.

I. INTRODUCTION

IN RECENT years, multimedia technologies have been
widely employed in sports training to improve the skills,

cognition, and mindset of athletes. One notable technology is
immersive virtual reality (VR), which offers the advantage of
creating controllable and cost-effective training scenarios. Using
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VR, sports scientists can customize precise training scenarios to
comprehensively explore and cultivate an individual athlete’s
abilities.

Basketball is a fast-paced team sport, wherein players’ phys-
ical as well as mental abilities must be refined [11]. Physical
ability training focuses on running faster and jumping higher,
while mental ability training focuses on playing offense and
defense more strategically. VR has been proven to be effective
for improving basketball mental abilities such as tactical execu-
tion [35].

It has been highlighted by coaches that even professional
players can benefit from improving their vision ability and
require effective methods for vision training. In this study, we
focus on training the ball handler’s vision ability to search for
a wide-open teammate that has the opportunity to shoot. In
addition, the ball handler has to observe the defenders around
the wide-open teammate and quickly choose the best way to
pass the ball without turnover. Furthermore, the ball handler has
to dribble stably while looking for and observing the wide-open
opportunity, which substantially increases the difficulty of the
offense. Superior sports vision ability for searching and observ-
ing wide-open opportunities on the court is usually developed
after years of practice and training on the court. Through the use
of VR technology, players can be trained under well-controlled
conditions that mimic real-world scenarios repeatedly, enabling
the trainee to develop vision ability more effectively.

In this work, we interviewed three basketball coaches
to explore how they train the vision ability of players. We
concluded from the interviews that three aspects need to
be considered simultaneously in designing basketball vision
training tasks: reaction time, cognitive processing, and dribbling.
We follow the feedback from the coaches as well as the principle
of optimized gaze behavior proposed by Klostermann et al. [19]
to design three kinds of vision training tasks in VR. We propose
VisionCoach, an immersive VR vision training system for
basketball players, that simulates not only the player’s viewing
perspective on the court but also renders the designed vision
training tasks. VisionCoach can help players train their vision
ability with regard to searching for and observing wide-open
opportunities. Furthermore, instead of using controllers,
VisionCoach enables the player to intuitively interact with the
system by using hand gestures and speech, which better fits
real-world game situations because players in real games do
not handle anything but the ball. In this way, the player can
hold or dribble the ball while simultaneously experiencing the
proposed immersive vision training system.
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To explore the effectiveness of the proposed system, we
conducted a 4 week-long between-subject study using the con-
ventional 2D vision training method and the proposed immersive
VR training system. The conventional 2D vision training method
proposed by Schwab et al. [31] is called Vision Performance
Enhancement (VPE) program. VPE is a well-known tool used
in vision training for various sports, in which a 2D screen
shows a specific sign appearing in diverse patterns and users
need to answer the vision training tasks quickly. We divided
the participants into two groups (one used the 2D-VPE and the
other used the proposed VR-VisionCoach to train the players’
vision ability) and compared the reaction time and cognitive
processing correctness of the two groups. We also collected
the player’s gaze data acquired from the head-mounted display
(HMD) as well as the video sequences of player’s dribbling
captured by an additional camera. The player’s gaze orientation
and dribbling trajectory are visualized to measure the vision
training effectiveness. Furthermore, to explore whether the skills
gained during VR training can be transferred to the real world or
not, we design a real-world test on an actual court. We also assess
several subjective feedback by using questionnaires related to
system usability, sports imagery ability, presence, and simulator
sickness.

II. RELATED WORK

A. Extended Reality (XR) in Sports Training

With the rapid development of multimedia technology, VR
has been used as a training medium for various sports, such
as football, rugby, and basketball. Existing VR sports training
systems offer comprehensive training, including training of
physical motor skills, mental skills, and team tactics. For exam-
ple, Stinson et al. [33] proposed a virtual soccer goalie system
to explore the feasibility and practicality of sports psychology
training in a VR environment. In addition, companies such as
StriVR Labs [21] and Eon Sports [32] built training scenarios
similar to natural sports fields of baseball and hockey based on
pre-recorded 360-degree videos and use VR headsets to train
athletes. Tsai et al. [35] proposed a basketball tactical training
system that allows users to familiarize themselves with tactics
from a first-person perspective in a 3D space. On the other
hand, some research has proposed immersive systems targeted
at tactical visual analytics. Chu et al. [7] proposed TIVEE, a
badminton tactics system designed to assist users in exploring
and explaining badminton tactics across multiple levels. Addi-
tionally, Ye et al. [43] developed a system called ShuttleSpace,
which enables a badminton coach to analyze trajectory data from
the player’s perspective.

As an alternative, in recent years, augmented reality (AR)
solutions have been proposed to achieve guidance training. For
example, Lin et al. [24] proposed a HoloLens-based basketball
free throw assist system, which allows users to correct their shot
angle according to the instant visualization of the shot trajec-
tory. A recent product, PuttView Outdoor [28], also visualized
the ball’s trajectory in HoloLens to help golfers make swing
decisions.

Although a variety of novel XR sports training systems have
been proposed, very few studies has been conducted on the visual
abilities of athletes. In this work, we focus on designing a VR
vision training system for basketball players. The field of view
(FoV) of the existing AR HMDs is very small (e.g., the horizontal
FoV of HoloLens is 54 degrees), which makes them inappropri-
ate for vision training because the horizontal FoV of human
eyes is approximately 200-220 degrees. In contrast, the FoVs
of most VR HMDs are larger (e.g., horizontal FoV of Oculus
and HTC VIVE are approximately 100-110 degrees) but are still
insufficient. In this work, we choose to use a StarVR HMD [10],
which has 210-degree horizontal FoV and 130-degree vertical
FoV, to display the training content in a manner similar to the
FoV of human eyes [41].

In summary, we propose a novel VR system with three vision
training tasks to improve basketball players’ vision ability and
conduct experiments to validate the training effectiveness of the
proposed system.

B. Vision Training in Sports

Appelbaum et al. [1] divides the existing vision training meth-
ods into two categories, i.e., component skill training methods
and naturalistic sports training methods. In the category of com-
ponent skill training, vision skills are split into multiple com-
ponents and training for each component is executed separately.
Both the Sports Vision Pyramid proposed by Kirschen et al. [18]
and the Welford Processing Model proposed by Welford [39]
show the elements of component skill training, including static
visual acuity, dynamic visual acuity, and motor reaction. These
tasks are typically presented in simple visual acuity patterns
through a 2D panel. Recently, some companies have proposed
to integrate these tasks into a signle system, such as Senaptec
Sensory Station [25], Sports Vision Performance Training by
Vizual Edge [12], Sports Vision Performance by M&S [34],
and Vision Performance Enhancement (VPE) program [31]. For
naturalistic sports training methods, the trainees are not asked to
answer questions during vision training. Usually, these kinds of
methods ask the athletes to wear a pair of stroboscopic glasses
that displays content to interfere with vision (e.g., Senaptec
Strobe [26] and Visionup Strobe glasses [38]) or to use an
eye-tracking sensor to observe the eye movement of athletes
during the training process.

The effectiveness of the above vision training methods has
been verified [2], [3], [14], [15], [20], [40]. For example, Krasih
et al. [20], twenty-seven participants were invited to train with
the Nike SPARQ Sensory Station for three days, and the results
indicated that the participants showed significant improvement
in vision ability. Appelbaum et al. [3] recruited 157 participants,
and divided them into two groups, one trained with Nike Vapor
Strobe glasses and the other without. Their experimental results
showed that the participants trained with Nike Vapor Strobe
glasses were more sensitive to movements.

At present, component skill training methods are more com-
mon than the naturalistic sports training methods because they
can provide more systematic training. The VPE program pro-
posed by Schwab et al. [31] is the most widely used component
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skill training method. It is a special vision training software for
athletes that trains various visual skills like central and peripheral
awareness, saccadic fixation, reaction time, scanning, tracking,
and stereopsis. Most athletes use the VPE program to train for
6 weeks, 3 days a week, 7 minutes each day.

For basketball, vision training involves more aspects rather
than just training the ability of finding visual information such
as possible wide-open teammates. The ability of cognitive pro-
cessing [17], [22], [23], [30] after receiving visual information,
i.e., the process of making decisions based on the observed infor-
mation, is also critical. Unfortunately, existing systematic vision
training methods are based on 2D monitors and have limitations
in immersively displaying the training content, resulting in a gap
between the training and the real-world practice. Furthermore,
the existing systematic vision training methods only focus on
reducing the trainee’s reflection time but lack the training of
cognitive processing. Therefore, in this work we design a novel
vision training VR system for basketball players, which has the
following advantages:

i) Three tasks highly related to the scenarios of real basket-
ball playing are designed and integrated to systematically
train the “Foveal Spot”, “Gaze Anchor”, and “Visual
Spot” of the trainee.

ii) By simulating scenarios of real basketball playing in the
player’s first-person perspective, the training process is
more immersive, and the gap between the training and
real playing can be reduced.

iii) The proposed system also considers cognitive processing
ability and dribbling stability during training, which are
important for the vision training of basketball players.

III. BASKETBALL VISION TRAINING

A. Background

Basketball is a five-on-five team ball game where each team
tries to score as many points as possible in a limited time to
win the game. In each basketball play, the player possessing the
ball needs to have a good vision ability to efficiently identify
wide-open teammates and quickly pass the ball to the one
who has the best chance to score depending on the defenders’
movements. The vision behavior of the ball handler is different
when he/she is in the stop-ball state and in the dribbling state. In
the stop-ball state, the ball handler has 5 seconds to observe who
is the best candidate to pass the ball. In the dribbling state, the
ball handler has much shorter time to observe the situation and
make the passing decision. Furthermore, the ball handler needs
to dribble smoothly and not drop the ball during dribbling. To
sum up, developing basketball players’ passing vision includes
improving the ability to search for wide-open opportunities and
observe defenders around wide-open opportunities, as well as
maintaining the stability of the dribble to prevent turnover.

To design a proper vision training system for basketball play-
ers, we conducted semi-structured interviews with three basket-
ball coaches of university basketball teams to understand their
needs and the way they have achieved vision training. According
to these interviews, there are currently no universal player vision
training methods. One of the interviewed coaches introduced

two vision training scenarios he designed to train his players.
In the first training scenario, four players are asked to stand
in their attacking positions, and each player makes a gesture
indicating a number randomly. The trainee has to calculate the
sum of all gesture numbers and provide the answer quickly.
The coach mentioned that this kind of training scenario aims to
not only speed up the trainee’s reaction time when he/she sees
an opportunity but also improve the trainee’s cognitive aspects
of mental calculation, which enforce the trainee to process more
information about the current situation. In the second training
scenario, four players are asked to execute specific tactics, and
one of them makes a gesture indicating a number randomly. The
trainee must say that number as quickly as possible. This training
scenario aims to make sure that the trainee can find wide-open
opportunities quickly while all teammates are moving. Further-
more, in these two scenarios, the trainee has to dribble the ball
and complete the task simultaneously. Although the coach has
proposed a systematic vision training method, it is difficult to
accurately replicate the training content as well as efficiently
digitalize the training process, resulting in high labor and time
costs for training and assessing players’ vision abilities.

Based on the interviews, we conclude that three aspects should
be considered in the design of a vision training system.

i) The training process should focus on the reaction time
of seeing a target, which trains the player to pinpoint
wide-open opportunities quickly.

ii) The training process should involve a cognitive process-
ing task that requires more information processing, which
trains the player to make passing decisions correctly.

iii) The training process should involve dribbling, ensuring
the player does not lose possession of the ball while
observing wide-open opportunities.

Furthermore, to fairly assess the vision ability of a trainee, the
vision training system should be able to control and duplicate
the training content flexibly, as well as efficiently digitalize the
user’s interaction or feedback in the training process.

B. Task Design and Goal

As described in Section III-A, the offensive ball handler needs
to have good vision to find a wide-open teammate on the court, as
well as observe the defenders around the wide-open teammate to
pass the ball properly without turnover. In this work, we propose
a VR training system to help basketball players systematically
and efficiently train and record their vision ability.

As shown in the top image of Fig. 1, Klostermann et al. [19]
divided the functions of the eyes into foveal vision which
acquires detailed information, and peripheral vision which is
sensitive to object changes. They proposed three optimized gaze
behaviors depending on the complementarity between the two
visual abilities.

a) Foveal Spot: Athletes process information about their cur-
rent gaze position through foveal vision.

b) Gaze Anchor: Athletes gaze in free space and process
information through peripheral vision.
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Fig. 1. Overview of the three optimal gaze behaviors and our corresponding designed vision training tasks. The yellow dots indicate the current fixation position,
the red nodes indicate covert attention of the peripheral vision position, and the green arrow line indicates switching fixation positions.

c) Visual Spot: Athletes not only need to fixate on an object
but also need to use peripheral attention to select the next
gaze position to switch to.

On the other hand, in terms of cognitive processing, the
participants need to shout out the corresponding pronunciation
after receiving the visual information. For the visual information,
we use the common visual acuity pattern in conventional training
methods [8], [13], [20] to design our training task. Considering
that the conventional vision training system (i.e VPE) uses the
C-shaped pattern, we imitated its design to ensure that the evalu-
ation between the two groups (i.e., 2D-VPE, VR-VisionCoach)
is as fair as possible. Moreover, we conducted a pilot study to
investigate which relative position is more proper to place the
visual pattern. The study shows that it is better to place the pattern
on the top of the teammate players because it helps to train
the player’s peripheral vision and prevents the patterns being
frequently occluded by other virtual players.

Based on the above three optimized gaze behaviors and the
common visual acuity pattern in conventional training, we de-
signed the following three tasks related to vision training in
basketball.

1) Saccadic Fixation Task: As shown in Fig. 1(d), this task
requires the trainee to find the player whose jersey number is
1 and respond with the orientation of the visual acuity pattern
(’C’) above that player. To search for a specific player, the user
needs to use the gaze behavior of the Foveal Spot. Furthermore,
to observe the orientation of the visual acuity pattern above a
specific player, the trainee needs to perform additional cognitive
processing.

2) Dynamic Visual Task: All players in this task move to
execute specific basketball tactics. As shown in the top image
of Fig. 1(e), the task starts with all players having the same
visual acuity pattern orientation. Then at a random moment,
there is an orientation change in a particular player’s pattern,

as shown in the bottom image of Fig. 1(e). The goal of this
task is for the player to report the jersey number of the player
having a distinct pattern orientation. Therefore, the trainee needs
to use the gaze behavior of Gaze Anchor to gaze into free
space and use the covert attention [6] of peripheral vision
to quickly determine which pattern has changed its orienta-
tion. Furthermore, to observe the jersey number of the player
whose pattern orientation is changed, cognitive processing is
required.

3) Central and Peripheral Task: The task begins with all
teammates paired with corresponding defenders, and one of
the teammates reaches out for the ball, as shown in the top
image of Fig. 1(f). Note that the orientation of the visual acuity
pattern is random for each teammate, and the trainee is asked to
focus on the teammate who reaches out for the ball. Then, the
virtual defenders move, and a random teammate will be guarded
without any defender, as shown in the bottom image of Fig. 1(f).
The trainee is asked to identify the teammate who is being left
unguarded, i.e., without a defender and report the corresponding
orientation of the visual acuity pattern above that teammate. This
task requires the trainee to use covert attention of peripheral
vision while focusing on the teammate who is reaching out for
the ball. Then the trainee switches gaze position to the unguarded
teammate, which is a Visual Spot gaze behavior. Finally, cog-
nitive processing is required to observe the orientation of the
visual acuity pattern.

Through these three tasks, basketball players can be trained to
use the appropriate gaze behaviors to scan the court efficiently,
quickly search for target players, and observe the orientation
of the visual acuity pattern to answer after cognitive process-
ing. We also asked trainees to dribble while performing these
three tasks, and their dribbling stability was evaluated to in-
vestigate the interference of scanning the court and dribbling
simultaneously. The proposed VR training system has the goals
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Fig. 2. System overview of our proposed system. The devices we use for
training contain (a) an HMD, (b) a Lighthouse, (c) a Microphone, (d) a Leap
Motion, (e) a Server, and (f) a Basketball.

of G1 - Improving the task accuracy and reducing the reaction
time. and G2 - Improving dribbling stability while scanning the
court.

IV. SYSTEM DESIGN

We propose an immersive vision training system for basket-
ball players. As shown in Fig. 2, the system consists of six
items of equipment and two modules of software. As for the
equipment, a StarVR HMD (with 210◦ horizontal FoV and 130◦

vertical FoV) and a lighthouse are utilized to display the training
content and track the trainee’s head pose. A microphone and a
Leap Motion sensor are attached to the HMD, so the trainee can
interact with the system via voice and gestures. A server with
Intel i7-12700 K CPU and GeForce RTX 3060 GPU is used to
recognize the trainee’s speech/gestures, generate the detailed
setting of each training task, and render the virtual content.
In addition, a real basketball is used for dribbling during the
training. The details of the two software modules are described
below.

Interaction Module: It is impractical for a trainee undergoing
vision training and dribbling the ball at the same time, to use an
additional controller to interact with the system. We design an
interaction module based on gesture and speech, which makes
interaction more intuitive and convenient during training. A
Leap Motion sensor and a microphone are attached to the HMD,
and the sensor signals are transmitted to the server installed
with Ultraleap Gemini [36] gesture analysis software and speech
recognition facility based on Microsoft Azure Cloud Cognitive
Service [27]. Ultraleap Gemini tracks the trainee’s hand position
and detects the bones of the hand, so the user can directly
use gestures to click on the UI elements to select the training
tasks. The speech recognition facility recognizes the trainee’s
oral response to each vision training task (i.e., the orientation of
a specific visual acuity pattern or the jersey number of a specific
player), and the system examines whether the response is correct
or not.

As shown in Fig. 3, our vision training process can be divided
into two stages. In Stage 1, the trainee needs to interact with the

Fig. 3. User interaction flow.

UI panel to select the training task. To facilitate the following
vision training task with dribbling, the trainee has to hold the ball
with one hand and interact with the UI panel using another hand.
To avoid additionally holding an irrelevant physical object while
training, we allow the user to interact with the panel directly
using one-hand gestures instead of a controller. In Stage 2, the
trainee starts to respond to the training task. Since several users
in our pilot study mentioned that leveraging the gestures to the
responses of number/direction is not that intuitive compared to
using speech directly, we chose to apply speech interaction in
Stage 2.

Training Content Generation Module: This module generates
the simulated VR content based on the vision training task type
selected by the user (i.e., Saccadic Fixation task, Dynamic Visual
task, or Central and Peripheral task). For the Dynamic Visual
task, the virtual teammates move based on tactical trajectories
randomly selected from the tactics provided in NBA2K18 [9],
which is a 2017 basketball simulation video game.

V. EXPERIMENT OVERVIEW

We conducted a six-week-long controlled between-subjects
study to evaluate whether the proposed system can train the
vision ability of basketball players effectively. As shown in
Fig. 4, the experiment consists of three sessions, i.e., the pre-
test session, the training session, and the post-test session. All
participants performed three separate tests (i.e., a 2D-VPE Test
using the VPE program [31], a VR-VisionCoach Test using the
proposed VisionCoach system, and a Real-World Test performed
on a real-world basketball court) in the pre-test session. We
recorded reaction time and task accuracy for each participant,
which are considered as the participant’s vision ability base-
line. During the training session, the participants were divided
into two groups, i.e., the 2D-VPE Condition Group or the
VR-VisionCoach Condition Group, based on the ranking of
their vision ability baselines. Our grouping method aimed to
divide the participants into two groups based on their rank-
ing: seven participants with above-average ability and seven
participants with below-average ability. Subsequently, we ran-
domly assigned half of the above-average ability participants
to the 2D-VPE Condition Group and the other half to the
VR-VisionCoach Condition Group. The same group partition
strategy was used for the below-average ability participants.
However, due to the odd number of participants in both the
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Fig. 4. Experimental procedure. The experiment consists of three sessions, i.e., the pre-test session, the training session, and the post-test session. From the
pre-test session, we collected the task accuracy and reaction time of each trial of the three tests as the vision ability baseline and divided them into two groups.
Among them, green represents vision ability baseline being relatively good, and red represents relatively poor.

above and below-average groups, we encountered difficulties
in achieving equitable random assignment, resulting in 3 par-
ticipants from the above average and 4 participants from the
below average for 2D-VPE group, and 4 participants from the
above average and 3 participants from the below average for
VR-VisionCoach group.

The training session lasted for four weeks, and the difficulty
of the tasks increased steadily every week. After the training
session, the participants underwent a post-test session with the
same content as the pre-test session.

A. Participants

Our system is designed for basketball players (no matter pro-
fessional or non-professional) who are seeking vision training.
However, we specifically targeted users from university teams
or departmental teams to mitigate the potential influence of
different age groups or skill levels among participants. To be
more precise, we recruited fourteen students who are currently
active players in their basketball teams and eager to improve their
vision ability, among which nine were female, and five were
male. Four participants reported having VR experience, and
ten others had never experienced VR. Prior to the experiment,
participants were asked to play a VR sports game (All-In-One
Sports VR) to be familiar with the VR environment and reduce
the potential impact of individual differences in VR adaptation.

In terms of the participants’ basketball experience, two partic-
ipants reported playing basketball for more than five years, six
for 3-5 years, and six for 1-3 years. Six participants had experi-
ence playing as Point Guards, four as Shooting Guards, two as
Small Forwards, four as Power Forwards, and four as Centers in
the team. Furthermore, none of the fourteen participants reported
having previous vision training experience.

B. Pre-Test Session and Post-Test Session

During the pre-test session and the post-test session, partic-
ipants took the 2D-VPE Test, the VR-VisionCoach Test, and the

Fig. 5. Schematic representation of the content of the 2D-VPE Test tasks. (a)
Saccadic Fixation Task: Identify the visual acuity pattern direction. (b) Dynamic
Visual Task: Identify the dynamic visual acuity pattern direction. (c) Central and
Peripheral Task: Stare at the pattern in the yellow box and find various directions
among the five patterns. The above three tasks are all answered by pressing the
corresponding direction on the keyboard.

Real-World Test. In the 2D-VPE Test, participants were asked
to perform three selected tasks in VPE within a fixed period.
In the VR-VisionCoach Test, participants were asked to perform
three kinds of tasks proposed in our system (c.f. Section III-B)
within a fixed period. Although we choose an HMD having
the FoV close to a real human’s, there is still a gap between
the VR environment and the real environment. Therefore, we
designed a Real-World Test that is similar to the VR training
scenario in order to explore whether participants can transfer
the learned skills in VR to the real world. It’s worth noting
that, unlike the VR training scenarios, we introduced a defender
in front of the participants in the Real-World test. Initially, we
wanted to introduce defenders in VR-VisionCoach to simulate
real basketball game scenarios. Unfortunately, during the pilot
study, we discovered that the defenders obstructed most of
the content within the participants’ field of view. Since our
objective was to have participants concentrate on improving
their vision abilities during training, we made the ultimate
decision to exclude defenders from the system. On the other
hand, in the Real-World test, we had to invite individuals to
serve as teammates, and they were required to memorize the
predefined movements for all assigned tasks. This proved to
be a challenging endeavor for the individuals we invited, so
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Fig. 6. Real-world test content. (a) is the real-world test scenario, with bounding boxes of different colors representing different identities, i.e., red is the participant,
white is the defender, and green is the teammate. (b) is the definition of cognitive processing showing the correspondence between the types of hands raised and
the types of passing we defined.

we limited both the number and complexity of the tasks for
the Real-World test. Unfortunately, it consequently made the
Real-World test too straightforward in the absence of defenders.
Therefore, we decided to introduce defenders in the test to add in-
terference. As shown in Fig. 6(a), the participants need to dribble
the ball and observe the movements of their teammates with the
interference of defenders. For each participant, the goal of the
Real-World Test was to quickly discover which teammate had a
different posture from the other three and then pass the ball to that
teammate by using a specific ball-passing action (e.g., overhead
passing, chest passing, or bounce passing) depending on his/her
posture. The mapping of posture and passing type is illustrated
in Fig. 6(b). Taking Fig. 6(a) as an example, participants need
to observe that teammate No. 2’s posture differs from that of the
others. After the cognitive processing of the brain, the ball must
be passed to teammate No. 2 by a bounce pass.

C. Training Session

The training session lasted for four weeks, with each partic-
ipant training three times a week for 18 minutes a day. During
the four-week training session, the task became increasingly
difficult. Below, we describe the training conditions in more
detail.

VR-VisionCoach Condition: Participants were asked to use
our VR system containing three training tasks (i.e., Saccadic
Fixation task, Dynamic Visual task, and Central and Peripheral
task) introduced in Section III-A to perform vision training. The
participant watched the training content via a StarVR HMD and
interacted with the system through gestures and speech. As the
number of training weeks increases, we increased the difficulty
of the three tasks through the following rules. The size of the
visual acuity pattern changed from large to medium in the second
week. In the third week, the visual acuity pattern remained at
medium size, but participants were required to dribble during
vision training. In the last week, the visual acuity pattern changed
to small size.

2D-VPE Condition: Participants were asked to interact with
the VPE program using a 2D display and a keyboard. As shown
in Fig. 5, corresponding to the three tasks in our VR training
system, we selected three tasks with similar gaze behaviors in
VPE. As training progressed over a larger number of weeks, we
increased the task difficulty by reducing the size of the visual
acuity patterns for the Saccadic Fixation task and the Dynamic
Visual task. In addition, the flash time of stimuli was shortened
for the Central and Peripheral task. On the other hand, since the
2D-VPE system requires the trainee to answer via the keyboard,
participants cannot dribble simultaneously during training. In
order to minimize this unfairness between VR-VisionCoach and
2D-VPE Groups, we ensured that 2D-VPE participants would
receive normal dribbling training additionally.

D. Performance Metrics

As mentioned in Section III-B, the first goal of our work
is G1-improving the task accuracy and reducing the reaction
time when the trainee performs vision tasks. Therefore, in
the pre-test and post-test sessions, we collected the number
of questions answered by the participant (Nq), the number of
questions answered correctly (Nc), and the reaction time of each
question (tq) for all the three kinds of tests (i.e., 2D-VPE Test,
VR-VisionCoach Test, and Real-World Test). Two metrics are
used for quantitative evaluation: (1) Task Accuracy defined by
Nc

Nq
, and (2) Reaction Time defined by

∑Nq
q=1 tq
Nq

.

E. Qualitative Feedback Collection

We collected subjective responses to the proposed VR vision
training system through a qualitative survey after the post-test
session. The questionnaire covers the following four aspects.

a) Usability: This characteristic evaluates whether our pro-
posed training system is easy to use and whether partici-
pants could clearly understand the training objectives. We
used a System Usability Scale (SUS) [5] with a five-point
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Likert scale to explore the score of usability, in which a
higher score indicates better usability.

b) Sports Imagery Ability: This characteristic explores
whether the participants felt the skill imagery of improving
their vision ability and the strategic imagery that could
demonstrate their vision ability in the real game after
training. We used the sports imagery ability questionnaire
proposed by Williams et al. [42], which was self-assessed
by participants using a seven-point Likert scale.

c) Presence: We apply the Igroup Presence Questionnaire
(IPQ) [37] to explore the level of immersion on a seven-
point scale.

d) Simulator Sickness: To measure the participants’ discom-
fort with the proposed system, we analyzed participants’
self-reports on a seven-point scale for each question on
the Kennedy Lane Simulator Illness Questionnaire [16].

VI. RESULTS AND DISCUSSION

A. Quantitative Analysis

As described in Section III-B, the first goal of our work is
G1 - improving task accuracy and reducing reaction time. We
use the performance metrics defined in Section V-D to assess
whether participants improved in terms of task accuracy and
reaction time.

1) Performance Metrics in 2D-VPE Test and VR-
VisionCoach Test: In the 2D-VPE Test, participants trained
in the 2D-VPE Condition and the VR-VisionCoach Condition
can achieve skill improvement. The 2D-VPE Condition Group
achieved an average improvement of 43.61% in task accuracy
with a standard deviation (SD) of 22.81%, and an average
improvement of 0.91 seconds in reaction time with an SD of
0.52 seconds. The VR-VisionCoach Condition Group had an
average improvement of 20% in task accuracy with an SD of
23.12% and an average improvement of 0.12 seconds in reaction
time with an SD of 0.36 seconds.

In VR-VisionCoach Test, participants trained under the 2D-
VPE Condition and the VR-VisionCoach Condition also showed
a trend of improvement. The 2D-VPE Condition Group showed
an average improvement of 0.17% in task accuracy with an
SD of 4.01% and an average improvement of 1.44 seconds in
response time with an SD of 1.02 seconds. The VR-VisionCoach
Condition Group achieved an average improvement of 2.26%
in task accuracy with an SD of 10.2% and an improvement of
2.39 seconds in reaction time with an SD of 0.89 seconds.

On the other hand, we conducted independent samples t-
tests using SPSS software. Specifically, we compared the pre-
test and post-test results separately for the two groups. As
shown in Table I, the analysis revealed significant differences
in task accuracy and reaction time for the 2D-VPE Test within
the 2D-VPE Condition group with effect size 2.36 and 1.95,
respectively. However, no significant differences were found
in the VR-VisionCoach Condition group. Furthermore, in the
VR-VisionCoach Test, we observed significant differences in
reaction time for both the VR-VisionCoach Condition group
and the 2D-VPE Condition group with effect size 3.32 and 2.74,
respectively. Among them, participants in the VR-VisionCoach

TABLE I
STATISTICAL ANALYSIS OF THE PERFORMANCE METRICS OF THE TWO GROUPS

IN THE PRE-TEST AND POST-TEST

Condition Group have more improvement. However, there were
no significant differences in task accuracy for either group.

The above results indicate that regardless of whether the
participants were trained in the 2D-VPE Condition or in the
VR-VisionCoach Condition, they can show considerable im-
provement in task accuracy and reaction time for both the 2D-
VPE Test and the VR-VisionCoach Test. However, participants
trained under 2D-VPE Condition had more improvement in the
2D-VPE Test compared to those trained under VR-VisionCoach,
and participants trained under VR-VisionCoach Condition had
more improvement in the VR-VisionCoach Test compared to
those trained under 2D-VPE Condition. Please refer to the
supplementary section for more details of each participant’s
individual task accuracy and reaction time in the 2D-VPE Test
and VR-VisionCoach Test.

2) Performance Metrics in Real-World Test: Given that
the gap of FoV between the training using 2D-VPE/VR-
VisionCoach and the training on the real court may influence the
learning performance, we designed and conducted Real-World
Test to analyze whether the skills learned during the four-week-
long training can be transferred to the real world. As described
in Section V-B, in the Real-World Test, the participants need to
correctly discover which teammate adopted a different posture
and identify the posture to pass the ball with a specific way
through cognitive processing. As shown in Fig. 7(a), in the
pre-test session, participants under both training conditions ex-
perienced cognitive mistakes, i.e., passing the ball in the wrong
manner to the correct teammate. However, after four weeks of
training in the VR-VisionCoach Condition, participants who had
cognitive wrong in the pre-test session had improved, while the
participants in the 2D-VPE Condition still experienced cognitive
errors. As for the reaction time performance, Fig. 7(b) indi-
cates that participants trained under VR-VisionCoach Condition
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Fig. 7. Real-world test analysis results with quantitative evaluation. (a) is the task accuracy result. (b) is reaction time result.

improved significantly more than those trained under 2D-VPE
Condition.

On the other hand, we performed independent samples t-tests
utilizing the SPSS software. More specifically, we conducted
separate comparisons of pre-test and post-test results for both
groups. As illustrated in Table I, our analysis unveiled notewor-
thy disparities in task accuracy in the context of the Real-World
Test with effect size 2.08, while no statistically significant dif-
ferences were observed in reaction times.

From the results, it can be concluded that participants in the
VR-VisionCoach Condition showed a trend toward improve-
ment in all three tests in terms of both task accuracy and reaction
time. In contrast, from the results of Real-World Test, we further
found that the cognition of basketball vision ability obviously
cannot be effectively trained through 2D-VPE Condition, which
also shows that the training based on our proposed VR system
is more suitable for basketball vision training.

B. Dribbling Data Analysis

As mentioned in Section III-B, the second goal of our work is
G2 - Improving dribbling stability while scanning the court. We
attempted to visualize the dribbling status to figure out whether
the dribbling can be stably maintained or not. To understand the
dribbling status, a ball detector trained based on YOLOv4 [4] is
utilized to detect where a ball is in a video sequence. We applied
a mask of Gaussian distribution to the location of the ball in each
frame and fused the masks over time to form a heatmap.

In general, the ball moves back and forth between the par-
ticipant’s hand and the ground, forming a straight trajectory in
our visualization. As the speed of the ball is usually slower near
the hand and faster near the ground, a red area is formed near
the hand and linked to the ground via a thin blue-green line.
During stable dribbling, the red circle should be rounder and
smaller, and the blue-green line should be slenderer, indicating
the player can always dribble the ball consistently by returning
it to the hand at a similar position with a similar trajectory. We

Fig. 8. Dribble visualization results. Baseline dribbling refers to the drib-
bling performed by the participant without the headset. Pre-dribbling and
Post-dribbling are dribbling results in the participant’s VR-VisionCoach Test
(where he/she wore a VR HMD) for the pre-test session and post-test session,
respectively.

visualize each participant’s Baseline dribbling, Pre-dribbling
and Post-dribbling. Baseline dribbling means the participant
dribbles without the headset. Pre-dribbling and Post-dribbling
are dribbling results in the participant’s VR-VisionCoach Test
(where he/she wore a VR HMD) for the pre-test session and
post-test session, respectively.

As shown in Fig. 8, for participants in the 2D-VPE Condi-
tion Group as well as the VR-VisionCoach Condition Group,
the dribbling trajectories were diverse and not very stable in
the Pre-test session because they were not used to dribbling
while wearing a VR HMD. After a four-week training procedure,
the visualized ball trajectories for the VR-VisionCoach Condi-
tion Group became slenderer, but the visualized ball trajectories
for the 2D-VPE Condition Group were still diverse. These results
show that the proposed VR vision training system improved the
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Fig. 9. Examples of gaze analysis visualization for the pre-test and the post-
test.

participants’ dribbling stability while they were scanning the
court and making the decision.

C. Gaze Data Analysis

To further investigate the learning performance of the partic-
ipants trained under the VR-VisionCoach Condition, we used
the eye tracking sensor equipped in the StarVR HMD to obtain
the participants’ gaze orientation data and then visualized the
fixation points sampled with 10 FPS. Note that the fixation points
were sampled from the beginning of that question to the time
the participant answered the question.

Fig. 9 shows two examples to demonstrate the visualized
fixation points in two questions. The white rectangle indicates
the target player in each question. The boundary of the frame
is colored by green or red depending on whether the participant
answered the question correctly or incorrectly, respectively. For
Question #1, the target player was far from the middle of the
court, so the participant looked around all players on the court
in both the pre-test and post-test. In the pre-test session, the
participant spent a considerable amount of time on the wrong
players and still answered incorrectly in the end. In the post-test
session, the participant answered Question #1 correctly. For
Question #2, the participant answered it correctly in the pre-test
as well as post-test sessions.

However, the number of fixation points in the post-test was
considerably less than that in the pre-test, which means the
participant spent lower time on cognitive processing to confirm
the information. These results proved that the participants who
had been trained for four weeks under the VR-VisionCoach
Condition can identify the target player more accurately and
efficiently.

D. Qualitative Questionnaire Analysis

As a novel training method, we conducted qualitative ques-
tionnaires to investigate four aspects of the proposed immersive
vision training system, i.e., usability, sport imagery ability,
presence, and simulator sickness (cf. Section V-E). All fourteen
participants had used our proposed VR system in the pre-test

TABLE II
RESULTS OF THE FOUR FACTORS IN THE SLATER-USOH-STEED PRESENCE

QUESTIONNAIRE

and post-test sessions, and they were asked to fill out the ques-
tionnaires based on their impressions of using the proposed VR
system after the post-test session.

Usability: The result of usability in the SUS questionnaire [5]
was Mean = 86.43 and SD = 7.32, which is excellent per-
formance as defined in an earlier study [5]. The participants
gave positive feedback on using the proposed immersive train-
ing system. This result indicates that the proposed immersive
basketball vision training system can be successfully used to
train basketball players’ vision ability in the future.

Sports Imagery Ability: Sports imagery ability includes Skills
Imagery and Strategy Imagery. For the Skills Imagery, the
2D-VPE Condition Group and the VR-VisionCoach Condition
Group obtained an average score of 5.57 and 5.38, respec-
tively (using the 7-Points-Likert Scale). The SD of the former
was 0.81, while the SD of the latter was 1.4. The 2D-VPE
Condition Group had a slightly higher average score than the
VR-VisionCoach Condition Group. This might be because the
tasks in the 2D-VPE Condition were simpler to achieve and
the participants would have more confidence on their skill im-
agery. For the Strategy Imagery, the 2D-VPE Condition Group
and the VR-VisionCoach Condition Group obtained an aver-
age score of 5.38 and 5.57, respectively (using 7-Points-Likert
Scale). The SD of the former was 1.12, while the SD of the latter
was 1.29. The VR-VisionCoach Condition Group had a slightly
higher average score than the 2D-VPE Condition Group. As the
training content of the VR-VisionCoach Condition simulates the
real training scenario more closely than the 2D-VPE system,
it helps the participants to more easily transfer the skills they
learned through the VR training system to their real-world
performance.

Presence: Table II presents the results of Slater-Usoh-Steed
presence questionnaire [37] using a 7-Points-Likert Scale. For
the characteristic of Spatial Presence, the VR-VisionCoach
Condition Group had a higher average score (4.86) than the
2D-VPE Condition Group (4.71), indicating that the participants
trained using the proposed VR-VisionCoach system can grasp
the immersive environment more easily.

Simulator Sickness Saredakis et al. [29] reviewed papers on
the use of head-mounted displays that reported average total
SSQ scores, including 55 publications with a total of 3016
participants. The average total SSQ for these works was 34.26.
However, our overall SSQ achieved an average total SSQ of
19.77, which shows that the level of sickness caused by our
system is acceptable. In addition, as presented in Table III,
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Fig. 10. Statistics results and schematic of various training contents and media.

TABLE III
RESULTS OF THREE INDIVIDUAL GROUPS OF SYMPTOMS IN THE SIMULATOR

SICKNESS QUESTIONNAIRE

we report scores for three separate symptom groups, clearly
seeing higher scores for function and disorientation. Among
the fourteen participants, eight participants reported eyestrain,
while nine had difficulty focusing and blurred vision. We believe
that the design of the HMD may not fit the size of every
participant’s head, so it may wobble slightly when the participant
is dribbling, resulting in difficulty in focusing and blurred vision.
Furthermore, the HMD also emits strong lights on the screen,
so participants may suffer from eyestrain when they have to
concentrate on the screen for a period of time. In contrast, we
found that most of the nausea symptoms came from sweating,
mainly caused by the fact that participants had to dribble during
the task while experiencing the proposed immersive training
system. Nevertheless, the participants mentioned that when they
were given breaks between each training task for about a minute,
the sickness symptoms significantly reduced.

E. Comparison of Training Content and Display Medium

We also provided another training condition that uses the same
training content as the VR-VisionCoach system but displays the
content via a 2D monitor. Unfortunately, owing to the COVID-
19 pandemic, we were not able to recruit enough participants
who can dribble while wearing an HMD. Therefore, instead of
separating the recruited participants into three conditions, we
conducted our experiments based on only two condition groups.
However, we still explored the feasibility of the training scenario
that uses the designed basketball vision training contents and
displays the content via a monitor. All fourteen participants were
asked to experience this training scenario for 5-10 mins and then

answer two questions: (Q1) Using the same display medium (i.e.,
a 2D monitor), which kind of training content is more helpful for
you to train your basketball vision ability? (Q2) Using the same
training content (i.e., the content in the proposed VisionCoach
system), which kind of display medium is more helpful for you
to train your basketball vision ability?

The responses of the 14 participants are shown in Fig. 10.
With different training contents but the same display manner
(i.e., a 2D monitor), six participants felt that the conventional 2D
training content (i.e., VPE) can better facilitate vision training,
while the other eight participants felt that our designed basketball
training content was better. Participants who chose the former
stated, “Conventional 2D training content can improve reaction
time.” (P3, 2D-VPE Condition), and “I think conventional 2D
training content requires more attention. (P11, VR-VisionCoach
Condition)”. By contrast, the participants who preferred the
designed basketball training content provided feedback such as,
“The conventional 2D method is more like an eyesight examina-
tion, and it is difficult to make connections with the scenario
of playing basketball. (P7, 2D-VPE Condition)”, and “The
designed basketball training content can help me intuitively
associate with the real court conditions. (P13, VR-VisionCoach
Condition)”. The participants’ comments help us conclude that
the conventional 2D training content (i.e., VPE) requires the
participants to focus on a single object, quickly find the change,
and press the corresponding key to answer the question. How-
ever, more participants considered that in a basketball game, the
player should not only focus on one of their own teammates
but also glance at the defenders to decide whether there is a
good opportunity to pass the ball and how to pass the ball in a
safe way. Compared to the conventional 2D training content, the
designed basketball training content closely resembles the real
game scenario, and they can transfer the learning experience to
the real world better.

For the question regarding using the same training content
(i.e., the content in the proposed VisionCoach system) but
displaying the content in different manners, i.e., a monitor or
a VR HMD, all 14 participants chose to display basketball
training content via VR HMD. Examples of participants’ com-
ments include “Except for the weight of the HMD, the 3D
stereo content can enhance the feeling of being in a basketball
court and dribbling the ball simultaneously, similar to the real
scenario on the court. (P2, 2D-VPE Condition)”, “The immer-
sive basketball training content simulates the real situation in
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the game, allowing me to apply the practiced skills to a real
game more directly. (P5, 2D-VPE Condition)”, and “Experi-
encing basketball training content via VR HMD is more con-
sistent with real situations, such as head movement and gaze
orientation. (P8, VR-VisionCoach Condition)”. In summary,
it is clear that although the HMD causes some inconvenience
(e.g., the weight of HMD or the extra localization setting of the
HMD), displaying the basketball vision training content via a
VR HMD can not only provide immersive vision training using
the first-person FoV but also train players to maintain stable
dribbling, which mimics real basketball game scenarios.

F. Discussion

To meet the training tasks recommended by the basketball
coach, it is indeed challenging to ensure that the difficulty levels
in VR-VisionCoach and VPE systems perfectly align in terms of
content design. We can only do our best to have VR-VisionCoach
simulate the training process similarly to the VPE system,
gradually progressing from simple to difficult. However, due to
the aforementioned limitations, there might be some potential
unfairness in this study, including: (1) The difficulty level of 2D-
VPE is system-dependent. Although we made our best efforts
to align it with the difficulty level of VR-VisionCoach based on
expert interviews and pilot studies, deviations may still exist. (2)
Due to the interaction method in the VPE system, participants
in the 2D-VPE condition require additional dribbling training.
This might introduce bias compared to our proposed system
that allows simultaneous training. On the other hand, recruiting
a large number of participants for a 6-week training process
presents a challenge. While significant differences in statistical
analysis and improvements in visualization were observed, the
smaller sample size in the between-subjects study may raise
concerns. Additionally, despite efforts to ensure both groups
had similar vision ability before the six-week training, some
consideration of individual metrics had to be sacrificed in order
to achieve an overall balance across the six reference metrics,
potentially resulting in bias in the comparison.

VII. CONCLUSION AND FUTURE WORK

In this paper, a novel VR vision training system for basketball
players is proposed to simulate the player’s viewing perspective
on the court as well as generate the designed vision training tasks.
The designed systematic training tasks can better improve the
vision ability of basketball players, in terms of task accuracy, re-
action time, gaze behavior, and dribbling movements. Compared
to participants trained under convention 2D-VPE, participants
trained under the proposed immersive training system have
noticeably improved performance in terms of measurements of
vision ability, proving the effectiveness of the proposed training
system. Furthermore, the results also show that the skills gained
from the designed training tasks in VR can be transferred to
the real-world condition to observe and identify a wide-open
teammate to pass the ball to, which increases the chance of
scoring.

In the future, we will focus on the following aspects.

i) Although we have built a speech recognition module in
our system to recognize the answer of the participants,
the recognition accuracy is only around 80% owing
to variations in participants’ pronunciation and accent.
Therefore, our user study requires additional labor to
double-check the answers of the VR-VisionCoach test.
We plan to improve the speech recognition model by
using more collected training data.

ii) We have proposed a method to visualize the dribbling
stability. In the future, we will collect more dribbling data
and define more objective metrics to evaluate dribbling
stability.

iii) In addition to the proposed three training tasks, we plan to
design more training tasks focusing on various eye gazing
behaviors. Furthermore, we will modularize the system
to allow the user to change the court/player models so that
athletes playing diverse kinds of sports can select suitable
tasks to train their vision ability.

REFERENCES

[1] L. G. Appelbaum and G. Erickson, “Sports vision training: A review of
the state-of-the-art in digital training techniques,” Int. Rev. Sport Exercise
Psychol., vol. 11, no. 1, pp. 160–189, 2018.

[2] L. G. Appelbaum, Y. Lu, R. Khanna, and K. R. Detwiler, “The effects
of sports vision training on sensorimotor abilities in collegiate softball
athletes,” Athletic Training Sports Health Care, vol. 8, no. 4, pp. 154–163,
2016.

[3] L. G. Appelbaum, J. E. Schroeder, M. S. Cain, and S. R. Mitroff, “Improved
visual cognition through stroboscopic training,” Front. Psychol., vol. 2,
pp. 1–13, 2011.

[4] A. Bochkovskiy, C.-Y. Wang, and H.-Y. M. Liao, “YOLOv4: Optimal
speed and accuracy of object detection,” 2020, arXiv:2004.10934.

[5] J. Brooke et al., “SUS–A quick and dirty usability scale,” Usability Eval.
Ind., vol. 189, no. 194, pp. 4–7, 1996.

[6] M. Carrasco and B. McElree, “Covert attention accelerates the rate of
visual information processing,” in Proc. Nat. Acad. Sci. USA, vol. 98,
no. 9, pp. 5363–5367, 2001.

[7] X. Chu et al., “TIVEE: Visual exploration and explanation of badminton
tactics in immersive visualizations,” IEEE Trans. Vis. Comput. Graphics,
vol. 28, no. 1, pp. 118–128, Jan. 2022.

[8] J. F. Clark et al., “Vision training methods for sports concussion mitigation
and management,” J. Vis. Exp., vol. 5, no. 99, 2015, Art. no. e52648.

[9] Visual concepts, “NBA2K,” 2023. [Online]. Available: https://www.
nba2k.com/

[10] StarVR Corporation, “Starvr one,” 2023. [Online]. Available: http://www.
starvr.com/

[11] P. Düking, H.-C. Holmberg, and B. Sperlich, “The potential usefulness of
virtual reality systems for athletes: A short swot analysis,” Front. Physiol.,
vol. 9, pp. 1–4, 2018.

[12] Vizual edge, “Sports vision performance training,” 2023. [Online]. Avail-
able: https://vizualedge.com/edgetrainer/

[13] Vizual edge, “Sports vision performance training - Visual fitness,” 2023.
[Online]. Available: http://vizualedge.com/

[14] J. Holliday, “Effect of stroboscopic vision training on dynamic visual
acuity scores: Nike vapor strobe eyewear,” Master Thesis, Utah State Univ.,
Logan, UT 84322, USA, pp. 1–44,2013.

[15] T. Hülsdünker et al., “The effect of 4-week stroboscopic training on
visual function and sport-specific visuomotor performance in top-level
badminton players,” Int. J. Sports Physiol. Perform., vol. 14, no. 3, pp. 343–
350, 2019.

[16] R. S. Kennedy, N. E. Lane, K. S. Berbaum, and M. G. Lilienthal, “Simula-
tor sickness questionnaire: An enhanced method for quantifying simulator
sickness,” Int. J. Aviation Psychol., vol. 3, no. 3, pp. 203–220, 1993.

[17] E. Kioumourtzoglou, V. Derri, G. Tzetzls, and Y. Theodorakis, “Cogni-
tive, perceptual, and motor abilities in skilled basketball performance,”
Perceptual Motor Skills, vol. 86, no. 3, pp. 771–786, 1998.

[18] D. G. Kirschen and D. L. Laby, “The role of sports vision in eye care
today,” Eye Contact Lens, vol. 37, no. 3, pp. 127–130, 2011.

Authorized licensed use limited to: University of Central Florida. Downloaded on April 08,2025 at 03:57:05 UTC from IEEE Xplore.  Restrictions apply. 

https://www.nba2k.com/
https://www.nba2k.com/
http://www.starvr.com/
http://www.starvr.com/
https://vizualedge.com/edgetrainer/
http://vizualedge.com/


LIU et al.: VISIONCOACH: DESIGN AND EFFECTIVENESS STUDY ON VR VISION TRAINING FOR BASKETBALL PASSING 6677

[19] A. Klostermann, C. Vater, R. Kredel, and E.-J. Hossner, “Perception and
action in sports. on the functionality of foveal and peripheral vision,” Front.
Sports Act. Living, vol. 1, pp. 1–5, 2020.

[20] K. Krasich, B. Ramger, L. Holton, L. Wang, S. R. Mitroff, and L. G.
Appelbaum, “Sensorimotor learning in a computerized athletic training
battery,” J. Motor Behav., vol. 48, no. 5, pp. 401–412, 2016.

[21] S. Labs, “Strivr – Immersive training solutions,” 2023. [Online]. Available:
http://www.strivrlabs.com/

[22] D. M. Laby and L. G. Appelbaum, “Vision and on-field performance: A
critical review of visual assessment and training studies with athletes,”
Optometry Vis. Sci., vol. 98, no. 7, pp. 723–731, 2021.

[23] E. Laurent, P. Ward, A. M. Williams, and H. Ripoll, “Expertise in bas-
ketball modifies perceptual discrimination abilities, underlying cognitive
processes, and visual behaviours,” Vis. Cogn., vol. 13, no. 2, pp. 247–271,
2006.

[24] T. Lin et al., “Towards an understanding of situated AR visualization for
basketball free-throw training,” in Proc. CHI Conf. Hum. Factors Comput.
Syst., 2021, pp. 1–13.

[25] Senaptec LLC, “Senaptec sensory station,” 2023. [Online]. Available:
https://senaptec.com/products/senaptec-sensory-station

[26] LLC Senaptec, “Senaptec strobe eyewear,” 2023. [Online]. Available:
https://senaptec.com/products/senaptec-strobe

[27] Microsoft, “Azure cloud cognitive service,” 2023. [Online]. Available:
https://azure.microsoft.com/en-us/products/cognitive-services/

[28] PuttView, “Puttview outdoor,” 2023. [Online]. Available: https://puttview.
com/

[29] D. Saredakis et al., “Factors associated with virtual reality sickness in
head-mounted displays: A systematic review and meta-analysis,” Front.
Hum. Neurosci., vol. 14, pp. 1–17, 2020.

[30] H.-E. Scharfen and D. Memmert, “Measurement of cognitive functions in
experts and elite athletes: A meta-analytic review,” Appl. Cogn. Psychol.,
vol. 33, no. 5, pp. 843–860, 2019.

[31] S. Schwab and D. Memmert, “The impact of a sports vision training
program in youth field hockey players,” J. Sports Sci. Med., vol. 11, no. 4,
pp. 624–631, 2012.

[32] E. Sports, “Eon sports VR,” 2023. [Online]. Available: https://eonreality.
com/

[33] C. Stinson and D. A. Bowman, “Feasibility of training athletes for high-
pressure situations using virtual reality,” IEEE Trans. Visual. Comput.
Graph., vol. 20, no. 4, pp. 606–615, Apr. 2014.

[34] M&S Technologies, “Sports vision performance,” 2023. [Online].
Available: https://www.mstech-eyes.com/products/detail/sports-vision-
performance

[35] W.-L. Tsai, T.-Y. Pan, and M.-C. Hu, “Feasibility study on virtual reality
based basketball tactic training,” IEEE Trans. Vis. Comput. Graphics,
vol. 28, no. 8, pp. 2970–2982, Aug. 2022.

[36] Ultraleap, “Gemini,” 2023. [Online]. Available: https://www.ultraleap.
com/tracking/gemini-hand-tracking-platform/

[37] M. Usoh, E. Catena, S. Arman, and M. Slater, “Using presence question-
naires in reality,” Presence, vol. 9, no. 5, pp. 497–503, 2000.

[38] Visionup, “Visionup strobe glasses,” 2023. [Online]. Available: https://
www.castellani.eu/visionup-glasses/

[39] A. T. Welford, “The measurement of sensory-motor performance: Survey
and reappraisal of twelve years’progress,” Ergonomics, vol. 3, no. 3,
pp. 189–230, 1960.

[40] L. Wilkins and R. Gray, “Effects of stroboscopic visual training on vi-
sual attention, motion perception, and catching performance,” Perceptual
Motor Skills, vol. 121, no. 1, pp. 57–79, 2015.

[41] L. J. Williams, “Cognitive load and the functional field of view,” Hum.
Factors, vol. 24, no. 6, pp. 683–692, 1982.

[42] S. E. Williams and J. Cumming, “Measuring athlete imagery ability: The
sport imagery ability questionnaire,” J. Sport Exercise Psychol., vol. 33,
no. 3, pp. 416–440, 2011.

[43] S. Ye et al., “ShuttleSpace: Exploring and analyzing movement trajec-
tory in immersive visualization,” IEEE Trans. Visual. Comput. Graphics,
vol. 27, no. 2, pp. 860–869, Feb. 2021.

Pin-Xuan Liu received the BS degree in computer
science and information engineering from Fu Jen
Catholic University, Taipei, Taiwan, in 2021, and
the MS degree in computer science and informa-
tion engineering from National Tsing Hua University,
Hsinchu, Taiwan, in 2023. She is currently working
toward the master’s degree with the Department of
Computer Science, National Tsing Hua University,
Taiwan. Her research interest is virtual reality.

Tse-Yu Pan received the BS degree from the De-
partment of Computer Science and Information En-
gineering, National Taiwan University of Science
and Technology, Taipei, Taiwan, in 2013, and the
PhD degree from the Institute of Computer Science
and Information Engineering, National Cheng Kung
University, Tainan, Taiwan, in 2018. He is an as-
sistant professor with the Graduate Institute of A.I.
Cross-disciplinary Tech, National Taiwan University
of Science and Technology, Taipei, Taiwan. After
graduation, he served as a postdoctoral fellow and

adjunct assistant professor with the Department of Computer Science from
2019 to 2023. His research interests include human–computer interaction, virtual
reality, computer vision, and multimedia content analysis.

Hsin-Shih Lin received the PhD degrees from the
Department of Physical Education, National Taiwan
Normal University. He is an adjunct assistant profes-
sor with Physical Education Office, National Cheng
Kung University. His research focus on sport sci-
ences.

Hung-Kuo Chu received the BS and PhD degrees
from the Department of Computer Science and In-
formation Engineering, National Cheng-Kung Uni-
versity. He is a full professor with the Department of
Computer Science, National Tsing Hua University.
His research interests focus on image-based mod-
eling, neural rendering, deep image/video synthesis,
texture synthesis and inpainting, digital-twins simu-
lation, and virtual/augmented reality.

Min-Chun Hu received the PhD degree from the
Graduate Institute of Networking and Multimedia,
National Taiwan University, in 2011. After gradua-
tion, she served as a postdoctoral researcher with the
Research Center for Information Technology Innova-
tion in Academia Sinica and as an assistant/associate
professor with the Department of Computer Science
and Information Engineering, National Cheng Kung
University. Currently, she holds a position as a pro-
fessor with the Department of Computer Science, Na-
tional Tsing Hua University. She has received several

awards, including Exploration Research Award of Pan Wen Yuan Foundation
(2015), Outstanding Young Researcher Award from the Computer Society of
the Republic of China (2017), IEEE Tainan Section Best Young Professional
Member Award (2018), Google Research exploreCSR Award (2021-2022), CES
Innovation Awards (2023), and NSTC Ta-You Wu Memorial Award (2023).
Her research interests encompass digital signal processing, multimedia content
analysis, pattern recognition, computer vision, computer graphics, virtual reality,
and augmented reality.

Authorized licensed use limited to: University of Central Florida. Downloaded on April 08,2025 at 03:57:05 UTC from IEEE Xplore.  Restrictions apply. 

http://www.strivrlabs.com/
https://senaptec.com/products/senaptec-sensory-station
https://senaptec.com/products/senaptec-strobe
https://azure.microsoft.com/en-us/products/cognitive-services/
https://puttview.com/
https://puttview.com/
https://eonreality.com/
https://eonreality.com/
https://www.mstech-eyes.com/products/detail/sports-vision-performance
https://www.mstech-eyes.com/products/detail/sports-vision-performance
https://www.ultraleap.com/tracking/gemini-hand-tracking-platform/
https://www.ultraleap.com/tracking/gemini-hand-tracking-platform/
https://www.castellani.eu/visionup-glasses/
https://www.castellani.eu/visionup-glasses/


<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /sRGB
  /DoThumbnails true
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 0
  /ParseDSCComments false
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo false
  /PreserveFlatness true
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /Algerian
    /Arial-Black
    /Arial-BlackItalic
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialUnicodeMS
    /BaskOldFace
    /Batang
    /Bauhaus93
    /BellMT
    /BellMTBold
    /BellMTItalic
    /BerlinSansFB-Bold
    /BerlinSansFBDemi-Bold
    /BerlinSansFB-Reg
    /BernardMT-Condensed
    /BodoniMTPosterCompressed
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /BritannicBold
    /Broadway
    /BrushScriptMT
    /CalifornianFB-Bold
    /CalifornianFB-Italic
    /CalifornianFB-Reg
    /Centaur
    /Century
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /Chiller-Regular
    /ColonnaMT
    /ComicSansMS
    /ComicSansMS-Bold
    /CooperBlack
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /EstrangeloEdessa
    /FootlightMTLight
    /FreestyleScript-Regular
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Haettenschweiler
    /HarlowSolid
    /Harrington
    /HighTowerText-Italic
    /HighTowerText-Reg
    /Impact
    /InformalRoman-Regular
    /Jokerman-Regular
    /JuiceITC-Regular
    /KristenITC-Regular
    /KuenstlerScript-Black
    /KuenstlerScript-Medium
    /KuenstlerScript-TwoBold
    /KunstlerScript
    /LatinWide
    /LetterGothicMT
    /LetterGothicMT-Bold
    /LetterGothicMT-BoldOblique
    /LetterGothicMT-Oblique
    /LucidaBright
    /LucidaBright-Demi
    /LucidaBright-DemiItalic
    /LucidaBright-Italic
    /LucidaCalligraphy-Italic
    /LucidaConsole
    /LucidaFax
    /LucidaFax-Demi
    /LucidaFax-DemiItalic
    /LucidaFax-Italic
    /LucidaHandwriting-Italic
    /LucidaSansUnicode
    /Magneto-Bold
    /MaturaMTScriptCapitals
    /MediciScriptLTStd
    /MicrosoftSansSerif
    /Mistral
    /Modern-Regular
    /MonotypeCorsiva
    /MS-Mincho
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /NiagaraEngraved-Reg
    /NiagaraSolid-Reg
    /NuptialScript
    /OldEnglishTextMT
    /Onyx
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Parchment-Regular
    /Playbill
    /PMingLiU
    /PoorRichard-Regular
    /Ravie
    /ShowcardGothic-Reg
    /SimSun
    /SnapITC-Regular
    /Stencil
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /TempusSansITC
    /TimesNewRomanMT-ExtraBold
    /TimesNewRomanMTStd
    /TimesNewRomanMTStd-Bold
    /TimesNewRomanMTStd-BoldCond
    /TimesNewRomanMTStd-BoldIt
    /TimesNewRomanMTStd-Cond
    /TimesNewRomanMTStd-CondIt
    /TimesNewRomanMTStd-Italic
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Times-Roman
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /VinerHandITC
    /Vivaldii
    /VladimirScript
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /ZapfChanceryStd-Demi
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 150
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages false
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 900
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.00111
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 150
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages false
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 1200
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.00083
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages false
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1600
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.00063
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e55464e1a65876863768467e5770b548c62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc666e901a554652d965874ef6768467e5770b548c52175370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA (Utilizzare queste impostazioni per creare documenti Adobe PDF adatti per visualizzare e stampare documenti aziendali in modo affidabile. I documenti PDF creati possono essere aperti con Acrobat e Adobe Reader 5.0 e versioni successive.)
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020be44c988b2c8c2a40020bb38c11cb97c0020c548c815c801c73cb85c0020bcf4ace00020c778c1c4d558b2940020b3700020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken waarmee zakelijke documenten betrouwbaar kunnen worden weergegeven en afgedrukt. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create PDFs that match the "Suggested"  settings for PDF Specification 4.0)
  >>
>> setdistillerparams
<<
  /HWResolution [600 600]
  /PageSize [612.000 792.000]
>> setpagedevice


