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ABSTRACT

The industry of virtual reality has received huge attention again after releasing the
advanced Head Mounted display Devices, such as, the Oculus Rift VR, Samsung Gear
VR, and PlayStation VR. However, almost VR contents studios concentrating on the only
visual stimulus, before getting the diversity of genre. We found that the reasons of this
phenomenon were lacking of enough time for profound studies, developments, and
seeking resources. Therefore, this research suggests that the designing method about VR
contents through the game resource, as a structure of story, which can handle the visual
flow and the psychological commitments, to improves VR industry. Also we established
the theoretical base of various VR contents planning and producing for game designers.
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[Table 1] Current Status of Virtual Reality Games

Game Genre Production
The Hum Horror, Sci—fi Totwise Studios
Albino Lullaby Horror Ape Law
Dead Secret Horror Robot Invader
;j;i?;fn;% Horror VRwerx
Resid.ent Evil VII: Horror Capeom
BioHarzard
WHITEDAY Horror Son-nori
Ghost Theory Horror Dreadlocks
Hear They Lie Horror Tangentlemen

Mortal Blitz VR FPS Shooter Skonec Ent.

Adrift FPS Adventure Three One Zreo
Eclipse FPS Adventure ‘White Elk Stud.
VEV: Ylva Ex Adver?ture Truant Pixel
Vivo Survival
VizionEck Ac‘iventure VizionEck
Shooter
Chernobyl VR Adventure The Farm 51
Project
Golem Adventure Highwire Games
How we soar Adventure Penny Black Stud.
Tekken 7 Fighting Bandai Namco Ent.
Headmaster Football Frame Interactive
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