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Virtual Reality Headset Display
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Abstract

This study tries to develop and design based on ISO 15076 so that the color of visual content
reproduce in the virtual reality graphic work environment could be as close as possible to the initially set
color value. I propose a reasonable method to ensure color consistency in the work procedure for virtual
reality development. It is observed that selecting the Rift CV1 as the color space during development is
appropriate for standalone HMD including Oculus Quest for clear color reproduction. This is advantageous
for maintaining the balance of color sharpness and accuracy, and it is due to the characteristics of the Rift
CV1 color space that can use all color gamuts used in OLED HMD. When an sRGB-class display is used
in the development environment, the actual VR device results are able to target highly saturated colors that
the display could not display in the VR app, resulting in color fading. It is important to use a display that
can cover 100% of the DCI-P3 color space in the VR development environment.
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