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A Study on FOV for developing 3D Game Contents

Lee Hwan—joong®*, Kim young—bong**
Pukyung National Univ.,
Department of Information Engineering
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Abstract

Since 3D gamers can control points of view and field of
view freely, 3D games generate high realities and
immersions, On most of 3D games, a point of view and
a field of view are determined by positions and
FOV(field of view) of camera. Although FOV is a simple
technical factor, it leads to graphics distortion and
affects immersion of the game and causes some gamers
to get physical sickness, Therefore, we will suggest the
instruction to operate FOVs in many 3D games by
examining and analysing various rendering results with
control of FOV and real cases of FOV in published
games with same 3D modeling environments .
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