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A study of usability evaluation factors for VR Contents based on
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Abstract

Currently, the virtual reality market is exploding and demand for various contents and quality contents is increasing
rapidly. Therefore, the quality control of contents is important, and the development guide of virtual reality
contents and the production of safety guide for self - regulation are being studied through the needs of the
government and the industry. Therefore, the quality control of contents is important, and the development guide of
virtual reality contents and the safety guide for self - regulation are being studied through the needs of the
government and the industry. While technical quality studies from the developer's perspective may seem systematic
and active, studies on user experience (UX) still require a lot of research. In this paper, we propose usability
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A study of usability evaluation factors for VR Contents based on the User-Experience

evaluation factors suitable for virtual reality contents. This research is expected to contribute to the development of

efficient contents by being used as basic data for evaluating the usability of virtual reality contents and verification

data of usability at the development stage.
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