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ABSTRACT

Creating a virtual reality ecosystem is more important than anything else for virtual reality, which has recently been
drawing attention as a sector of the fourth industrial revolution. Virtual reality ecosystem consists of content (C),
device (D), platform (P), and network (N). While content is key among these, virtual reality depends on input and
output devices, so device utilization is very important. Recently, hands-on devices are being developed for realistic
experiences. This study presents examples of contents development using VirZOOM, an experienced device, to reduce
immersion and motion sickness of VR contents. We look forward to further promoting the development of virtual
reality content in the future through this study.
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2.2 VirZOOM Bike
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