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{(Abstract)

This paper summarizes the characters of virtual reality
contents and its design problems, and suggests user
centered approach in design methodology of VR contents.
Based on case study of former VR contents design project,
| developed a new VR contents design process in
experience design perspective. This design process was
applied on Tangible Space Initiative project of KIST, ‘which
showed positive roles of this design process as a clear
communication media between project players, and an
active generator of user-centered interaction design.
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8) Heedong Ko. Myon-Woong Park, Hyun-Jhin Lee: Conceptual
Framework of Tangible Initiative and its Application Scenario to
Heritage Alive!, proceedings of VSMM(Virtual Systems and Multi
Media) 2002 conference, 1001-1007, (2002).
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