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Considerations for Quality Evaluation of VR Game Contents
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Abstract

Recently, the most notable field in virtual reality content is virtual reality game content. Virtual reality
game content has a completely different play method from existing PC and mobile game content. Virtual
reality game content wears HMD(Head Mounted Display), a device dedicated to virtual reality, on its head,
and plays with a dedicated controller in its hand. With hardware and operation methods different from
existing games, quality evaluation is also required to evaluate virtual reality game content, unlike existing
game content quality evaluation. Existing research on game quality evaluation is steadily developing with
the revitalization of the industry, but research on virtual reality game content quality evaluation is
insufficient as an early market for new hardware and platforms. According to this industrial background,
small and medium-sized game content developers have difficulties in conducting quality evaluation. The
reason is the lack of professionals who can exclusively evaluate the quality of game content. This paper
proposed a checklist that can conduct quality evaluation even in situations where there is a shortage of
professional manpower using the quality characteristic model of ISO/IEC 25010.
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[Fig. 1] Virtual reality game usage time after COVID-19 [4]
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[Fig. 2] ISO / IEC 25010 Quality Characteristics Model [8]
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[Table 2] Research procedure
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[Fig. 3] Virtual Reality Device HMD(Left), Controller(Right) [9]
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[Fig. 5] NVIDIA® VR Funhouse
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