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Abstract

This paper aims to provide a framework for analyzing VR games based on immersion, which is related
to the play experience as a game content, rather than the existing studies that emphasize presence as a
technical concept of VR. To this end, the relationship between presence and immersion in VR games was
reconsidered through theoretical studies and literature reviews, and four immersion-generating factors unique
to VR games for other digital games were derived. Then, the proposed immersion analysis framework was
applied to analyze the playability of popular VR games by genre. The findings show that the games in
each genre are designed around sensory-motoric immersion to maximize the use of VR devices. It is
important to increase the intensity of immersion through close connections between different immersion
factors rather than increasing all four factors. This paper expects to provide a practical framework that the
game designers can use in their fields by emphasizing user experience beyond device performance
improvement and production techniques that focus only on physical effects.
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[Table 1] Multiple Aspects of Immersion in Digital Games
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[E 3] AIZ20IE VR AY <FZ AlZ20lE>2| 2¢E =4
[Table 3] Immersion Analysis of <Cooking Simulator> VR game
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[Table 5] Immersion Analysis of <Superhot VR> gamy
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