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A Study on the Development Strategy of VR Game Content by Group
Based on Conjoint Analysis
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ABSTRACT

VR(Virtual Redlity), which has drawn atffention as a major area in ICT, is currently being used in various fields, including medical care,
movies and architecture. Although VR technology is used in various fields, contents are mainly developed by creators where needs
of users are easily left out of consideration leading to failure in forming a consensus between Ul(User Interface) and UX(user
experience). To identify the consumer preference and attribute level of VR game content, which is responsible for the largest proportion
of VR contents, this study was designed to examine the consumers’ preference properties of VR game contents through a Conjoint
Analysis and derive the relative importance and weightings of each group. The study collected 166 questionnaires over a total of three
months from May fo July 2019, 150 of which were completed (90.4%). Stafistic analysis was conducted using SPSS Ver. 25.0. The results
of the study showed that the genre of the game (42.6%), number of players (24.0%), price for payment (20.3%) and game planning
(13.1%) were important attfributes in choosing VR games. The optimal mix of attributes was derived with new games, RPGs, multi-play
and medium price (22,000 KRW). Before mentioning technology in the expectations of users who use VR game confent, which is the
most preferred among VR contents, this study recognized the need to have a fun and new experience through VR game content.
Therefore, it is expected that this will serve as a reference for consumer behavior of VR game confents and research on VR game
confents development.
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‘ Output

~ Monitor, Projector, Head Mounted
Display

~ Auditory Display(Headphone, Speaker)

~ Tactile Display

~ Olfactory Display

~ Gustatory Display

Input

- Voice Input

~ Visual Information

— Power Input

- Bio-Signal Input

~ 3-Dimensional Tracking

— Eye Tracking

~ Arm/Leg Movement Tracking
~ Keyboard/Touch Screen

c t

Real Images Through - Simulation/Input Processing
the Camera — Virtual Objects Operating

~ Converting Output Information
(O3 1) thEdel VR AlA" 724
(Figure 1) Typical configuration of a VR system
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