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ABSTRACT

The need of high quality VR contents has been steadily raised in recent years. Therefore,
this study investigated the user’s interest factors of VR game which is receiving the most
attention among VR contents. We used STEAM review data and applied Text mining and
Network analysis to perform this research. As a result, it was possible to confirm 4 word
clusters related VR game users. Each cluster is named by ‘presence’, ‘first person view
game’, ‘auditory factor’ and ‘interaction’. This study has its meaning. First, user related
research would be very helpful to develop high quality VR game. Second, it confirms that
review data of VR game users can be structured, analyzed and used.
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[Table 3] Key Words that Consist of Data

Rank Words Counts Ratio
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18 music 1592 0.40 P £
) k=
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46 headset 955 0.24 [Fig. 1] CONCOR Network Structure
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[Table 4] Key Words of Cluster No.1
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Words Eigenvector Description
time 0.367
play 0.217 Words related to game
hour 0.175 immersion time
gameplay 0.115
experience 0.187 Words related to new
feol 0.136 experiences i.n VR
game playing
fun 0.203 Posit'ive feelings for
playing VR game
problem 0.076 Negative feelings for
bug 0.068 .
sick 0.042 playing VR game
Cluster No.l name : Presence
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[Table 5] Key Words of Cluster No.2

Words Eigenvector Description
weapon 0.218 The type of
gun 0.204 weapon and objects
shoot 0.142 to be destroyed in
enemy 0.139 first person view
zombie 0.103 games
Cluster No.2 name : First person view game
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[Table 6] Key Words of Cluster No.3

Words Eigenvector Description
song 0.102
music 0.078 Words related to
beat 0.044 hearing
track 0.044

Cluster No.3 name : Auditory factor
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[Table 7] Key Words of Cluster No.4

Words Eigenvector Description
control 0.113
controller 0.101 Peripheral device
button 0.080
headset 0.058 Main device
Cluster No.4 name : Interaction
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