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Abstract

VR(virtual reality) which already is used commonly in diverse areas including entertainment,
design, and simulation training is most important area in ICT. VR already has various uses
within the tourism sector. As VR technology continues to evolve, there is little reason to doubt
that it will become more prevalent throughout society and the tourism sector in particular.

In this paper, we plan to improve the VR content to the market possibility and competitiveness
of VR content in the culture industry. Out of focus, lens dust, motion blur, blur effect were
minimized to improve the simulation sickness which caused by the cognitive dissonance in the

HMD. And also, the content was considered Ul design for user’'s immersion.
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