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ABSTRACT

Thanks to the 4th Industrial Revolution, interest in virtual reality increased and many
improvements of VR devices were made. Among the VR devices, the simulator plays an
important role in improving the real feeling of virtual presence. In this paper, we analyze
the case of existing simulator and control method for efficient interlocking of motion
simulator and VR contents, and classify motion control elements in VR contents into four
types. Based on this preliminary study, this paper proposes a modular motion control
method to help the contents and simulator work more effectively in the production of VR
contents.
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[Table 1] Research for realism improvement[6]

Factor Devices
. HMD(Vive, Oculus, Samsung
Visual
Odyssey, etc)
Audit Stereophonic simulation
uditor; .
Y| device(NVIDIA VR Works)
Physical Controller(Motion
. Controller, Motion Simulator,
Tactile . . .
Vibrotactile device,
Wind controller, etc)
Vive Tracker, Base Station
Tracking | Position/orientation sensors(Kinect,
Leap motion, etc)
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[Table., 2] A research of simulator[12]

3axis extremely

Company/Re Ridin,
pany/ & Other Features
search Type
3 or 6 axis motion
. Chair simulator, 360degree
Sym4D . L.
type rotation, minimized
devices

AUTOVILL precise motor,
R CRAFT Chair Velocity based wind
MOTIONHO | type generating system,
USE Large scale at 1.6m
* 2.0m
. Minimized devices,
Chair .
MAXRIDER Users enter actions
type
system
Professional ski
PRO experience, recreating
SKI-SIMUL actual ski movement
ATOR . while exercising left
Standing .
or e and right on the
SKYTECHS | P sliding, The devices
PORT of PRO
SKI-SImulator are
large size
Scuba diving
A Study On . !
The experience, analyze
Development physical phenomena,
Of Virtual Chair and apply a
Underwater type simulator, Use of the
Environment attitude measurement
And Sensory .
) controls for precise
Simulator[9] )
eye processing
Interlocks simulators
ISAer?sti%lig on into universal
Chair for training content,
Virtual . .
Reality Chair Economic and
and type practical simulator
Education ] ] )
Apparatus implementation with
Using the 9 axi trol
Chair{10] axis control motor
only
Scuba diving
Virtual experience, Enhance
Space your sense of reality
Design for ) by using sensors
Standing
Sensory needed for real
. type
Scuba scuba diving, Only
D .ng the upper body can
Simulator[11]

have an effect for

buoyancy experience
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[Fig. 3] Limitations of the simulator
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[Table. 2] Motion control elements within
interactive content
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