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Abstract

Virtual Reality (VR) technology is seen as one of the driving forces behind the fourth industrial
revolution. It is also predicted that development of VR contents will accelerate due to 5G technology. In
line with the development of these industries, research by industry, academia, and research institutes is
being promoted. Problems with VR contents are in VR contents safety, and industry and academic
associations are studying analysis methods and guidelines to improve problems. However, the existing
research result, the experimental method, has a problem that takes a long time. These problems make it
difficult for users to accumulate fatigue and obtain accurate data. Therefore, in this paper, the FGI analysis
of VR experts is used to solve problems that take a long time to solve these problems. It proposes survey
techniques suitable for VR contents.
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Questionnaire method for Usability Evaluation of VR Contents
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[H 1] VR SHXO| A8} Y a0t Y

[Table 1] User Experience Element and Description of VR Content
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[Table 2] Psychological Experiences of VR Content and Human Factor Elements
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[Table 3] Key Indicators of Usability Assessment
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[Table 4] Jacob Nielson's 10 Principles of Usability
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2.4 FGI(Focus Group Interview)

FGI(Focus Group Interview)= HZX ZHt HERHOZE ME X|AZ H{ot 20| SHAL ML
4oz EFS FHE 7K1 AHFER EES 0 Zast YEE 2S55= YRO|CH19). siEY
2A2 YUl MF HAOM 7| o2 HEX0 FEE 3 = Us FHO| o, 2 =
20 M= VR 2HXQ| AL} ZYE HI15H7| fI5to] ME27 HEtE IR FGI LAIZ ALE
SHQUCE FGIQ| MEXQl Z2hA= (22 113t 2ok
340 (© 2019 NCISS



Journal of Next-generation Convergence Information Services Technology
Vol.8, No.3, September (2019)

Survey subject Consist of subjects
configuration with similar conditions
Focus Group Provide feedback based

Interview on interview guidelines
Analyzing the
Result YA a
answers to the questions

[2& 1] FGI(Focus Group Interview) ZZ2A|A
[Fig. 1] FGI(Focus Group Interview) Process
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[Fig. 2] Process for performing user experience assessments
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[Table 5] Distinguish and modify ITQ survey
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[Table 9] Distinguish and modify SSQ survey
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1 Lt MEE4E =20
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4 L= 2HIx0| 53Ut
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9 ZHXT} 0oz EHIC
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