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Studies on the Sense of Presence in VR Games
— Implementation verification of game design considering the sense of presence —
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Abstract"PlayStation VR" and "HTC Vive" using the binocular disparity stereoscopic head mounted display with motion
sensor were released in 2016, and the VR system was spreading to players. DiIGRA JAPAN provides a word template file for
the paper of Journal of Digital Games Research.The many VR games using these systems were released, but almost titles
are not realized the sense of presence in which the misidentification of the brain. We devised a game design based on the
sense of presence, implemented it, and verified its effect by playtesting.
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