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Abstract In recent years, various virtual reality contents have been explosively developed, and the 'chance operation'
in previous studies was mentioned. This study tries to implement the Step Sequencer in the virtual reality. Through
the theoretical background analysis and case studies of virtual reality, three major experiential values such as Value
of Overcoming Constraints, Value of Strengthening Experience, and Value of Creating New Experience were induced.
A convergencestep sequencer with the presence and immersion elements was developed and presented so that the
music contents divided into 4 areas can be understood easily controlled more conveniently while keeping the identity
of the step sequencer. It is expected that various convergence VR contentscan be developed in the future studies.
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Fig. 1. The Evolution of Virtual Reality, Syracuse Univ, 2016
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Table 1. HMD Devices Table 2. Case by VR
HMD Product Summary Category Summary
The user must use special HMD to be in the
Oculus Rift Dk2, 2014 , virtual reality.
. Immersive ) ) . ’
-1280X720 Display Virtual Realit All visual elements in the virtual reality are
—Positional Tracking y created artificially. It can be used in a fixed and
limited space.
. Immersive It enables users to experience virtual reality by
Oculus Rift CV1, 2015 Augmented adding virtual information or environmental
~1200X1080 Display gmet elements using special goggle or a series of
-Positional Tracking Reality devices.
-Touch  Controller,  Xbox360
Controller Hologram Users do not need any special devices (HMD
Augmented or Goggle) to experience visual contents of the
) Reality; HAR virtual reality.
HTC Vive, 2016 - - - - -
~1200X1080 Display Embodied The biggest difference is that virtual
Motion Sensor X 2 Virtual Reality; environr'nentsk are generated in the '
Wiress Controller x 2 EVR three-dimensional space in the reality.
Sansung Gear VR, 2014 _
25601440 Display 2.2 7P A o] AEIAAIA
—Panoramic View ~ .
~Cableless 7PEE el 25 AIAA 82 Fig. 29 2ol 2015
W g A=A o] E(soundscape)[9]7F T AH]
Sony Morpheu's, 2014 E}I!_ iy z,\_ %Ujr. % /\1‘4 FH;(]J_HE = VRg].ﬁ oz &
-1920X1080 Display _
~Connect of PS4 22 S8t Aoz v)Ee goF FA Aol Hs)
—-Game Control Device - = -
Z1el&= 7t SIAA dilEe] FHI=E 538kl
P71 AFarld T o 44 AEE &) ol
Zeiss VR Onw, 2014 ot FokEc
-Smart Phone Tray
Soundscape VR - Final Submission Mabsle VR Jam
Goolgle Cardboard, 2014
-Paper DIY
~Two Convex & Magnet
-NFC Tag Sticker
Oculus Go, 2018
-Wireless System
-2560x1440 LCD
TPgEA P orE 599 /PEEA BYY &
A, ERa9 SAIA, A5 7HdES Table 2 A A3 A B thA] et E vk o)
5) 2= A 135 & A
b o] aotd 5 Altkh & ATANE BRI g gino) axel e e Az e Sa4
KeR E} o 2718} 11 ksl .
& e AFlstast . (randomness)®] %24¢ A5 vk Qe webA & ol
TolAe THERAE AFAAME HFEA o R R
SR A AEES = A 25AHAM 7 8ttt
st olgfd FawEe Fastn ALl 9l
3 1995 i ‘el F2(Animusic) Al2l2E il
aFATHIL.

8) http://truemindl.blogspot.com/2016/09/03-3.html
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Table 3. Main experiential value of VR

Category Summary

It provides the space of experience
beyond the limit of the time and the
space.lt is educational experiential
space for both the handicapped and
healthy people.

Value of Overcoming
Constraints

It provides experiential value in
which users can immerse. It
provides amplified experiences
through interactions with sensors.

Value of Strengthening
Experience

Users can create new experiences
by intervening and controlling the
virtual reality. New contents other
than games can be generated in VR.

Value of Creating New
Experience
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Section Summary
A QXA 7]7] 918l 1t Tracking level is the degrees of freedom the

_]
O
. user is tracked whilst in the VR world. The
»HLS :j_%gﬂ o];qEE 1?_7_};\]7]3;_ %7‘78]' :’L% Tracking level
of

better the tracking, the better the sense of
o]l &2 Zuhsh Al selfflocation and feedba;k. '
Use of either monoscopic or stereoscopic
visuals. Stereoscopic visuals present two
slightly different images to each eye, aiding
depth perception in the array. Monoscopic on
the other hand presents the same image to
both eyes, so doesn't create as immersive
experiences.

Both the design of the image aesthetics and
technological feasibilities affect the image
Image quality quality. From the realism and detailed features
of the display to the technical aspects of flicker
rate, lighting types and resolution.

How much the user can see in the
environment's visuals.

A world which is devoid of sound is less
believable, and a little eerie. Using sound
within a VR world increases user feedback
Sound quality and makes the space more believable. There
are a number of sound channels and effects

Stereoscopic
vision

Field of view

Fig, 11e }43_ fﬂ THAS %oégi %E’igi }4% = that can increase immersion.
_ . Update rate The rate the virtual environment is rendered.
dlz2 9] HASHAe TAR 55 gtstr] S8 29 U Shifting the perspective from 1st person, where
3}@ ,\} %z} 4 EHAE AF E }9} ‘jr. perspsgtive a person embodies their avatar, to 3rd person,

where a person can view their avatar.

11) 'Lauren Kelly’2] "The psychology of virtual reality
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