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Design of tourist spot application using VR
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ABSTRACT

Recently, hardware, software, and content related to virtual reality (VR) have been increasing. In this paper,
we design an application that enables users to experience various sightseeing spots without having to go
directly by utilizing the characteristics of making virtual reality such as space, deep sea, etc. Conventionally,
two-dimensional images and video were used to acquire and experience information about tourist attractions,

but this application enables a realistic experience through three-dimensional images and video.
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19 1. Google Cardboard
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