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Abstract This study is about production techniques that can improve visual immersion in VR games.
First, we reviewed the theory of VR games, current status, visual and immersion through prior work,
and selected samples to extract key components that can improve visual immersion in VR games. and,
VR games were produced and developed by applying the concept of COVID—19, which is currently
popular around the world. As a result, the resolution of technical Element's, frame rate, viewing angle,
brightness of lighting, design quality, and Contextual Element's storytelling, background, directing,
color, texture, interest and fun because is Significant results that can induce and improve immersion
were obtained, and in the end, smooth gameplay was realized. Through this research process and
results, it is expected that it will be a basic data in the field of production and development of VR

games that can induce and improve users' visual immersion in the future.
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Fig. 1. Top Selling and Most Popular Rankings on
Steam and Oculus Stores
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Table 1. BEAT SABER Analysis Results

Elements Detail Elements Contents
Resolution 2%(1440%1600)
Frame Rate 72fps or Higher
Technical FOV 110°
Elements Brightness of Light Overall Dark
Effect 3D Particles and Glow
Design Quality Low Polygon Modeling
. Cut Cubes to Music
Storytelling and Rhythm
Game Space Background |Dark and Closed Tunnel Space
Game Directin Create and Move Cubes and
Contextual B Walls
Elements " Dark Achromatic and
Color and Texture N
Fluorescent Colors
Exercise Effect of Listening to
Interest and Fun Various Music, Cutting Cubes
and Avoiding Walls
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Fig. 3. Contents and Sequence of VR Game Production
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Fig. 4. 3D Modeling Production Screen
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Table 2. Application of Technical Elements and
Contextual Elements Content

Elements Detail Elements Contents
Resolution 2%(1440%1600)
Frame Rate 72fps or Higher
Technical FOV 110°
Elements Brightness of Light Overall Dark
Effect 3D Particles and Glow

Design Quality

Low and High Polygon Modeling

Storytelling

Destroying the Covid—19 virus
based on music and rhythm

Game Space Background

Dark Cave Space

Contextual

Game Directing

A Bat's Virus Attack.

Elements

Color and Texture

Dark Achromatic and
Fluorescent Colors

Interest and Fun

Vibrant Virus Destruction and
Exercise Effect
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Fig. 5. Configuring and directing VR gaming environments
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Fig. 8. Video of playing a VR game
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