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Implementation of Developement System of Education Contents Utilizing 3D VR

Bae Sungsill + Lee Jeongmin + Ahn Sungsoo
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3D virual reality technique develop rapidly such as parts of education, health, national
defense, etc. This paper implements an education contents utilizing 3D virtual reality based
on HMD. In this paper, contents make up Changdeokgung Palace using to 3Dmax and Unity
program, it shows on implemented Helmet Mounted Display. HMD obtain dynamic image
from the target source of smart phone. Also, contents consist of service senerio through
divided palace position and King's a day’s journey especially. Above all, this paper indicate
improving performance according to reduced cybersickness and immersion enlargement. And
memory capacity reduced by various technique such that file type, compressed file,

minimized resource.

Proposed technique can obtain dynamic 3D image by HMD implementation at real time
basis so that it is possible to use simultaneously multi-source. From the various and practical

experiment, it is confirm that proposed 3D VR education system is useful for experience of

virtual reality practically.

Key Words : VR, HMD, Cybersickness, Contents
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