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ABSTRACT

The purpose of this paper is to identify the significance of heterogeneity in
multi-player VR games. Heterogeneity is a concept of multi-player mode that a game
uses the immersive VR and non-immersive system at the same time. As immersive VR
device has become more commercial, multi-player VR games try to use heterogeneity
strategically. <The Playroom VR> is the best example to explain a new phenomenon, so
this paper analyses <The Playroom VR> by using a revised and reinforced MDA
framework. As a result, we can find heterogeneity concept not only in the separation of
player’s interface, but also in the division of play patterns and experiences within a
game itself.
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[Table 1] Types of VR Systems
Immersive VR Type Non-immersive VR Type
VR System fully-immersive VR semi-immersive VR non-immersive VR

haptic/gesture gloves,

Input Devices .
voice commands

data glove, space ball etc

mice, keyboards, trackball etc

large screen monitor,

standard high-resolution

Output Devices HMD, CAVE large screen projection, .

. . monitor
tiled display system

Resolution low—medium high high

Sense .0 f high level high or normal level non-low
Immersion
Interactivity high level normal level low level
Price high expensive lower cost VR system
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