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[Abstract]

Virtual reality realistic video contents can be experienced in immersive environment without distinction between real and virtual
world, and is a technology in which real and virtual information are mixed and expressed, which is a field with great growth potential in
the long term future. This study deals with the process of producing multi - viewpoint based virtual reality attraction contents. For the
research, the wire control technology system configuration corresponding to the simulation and real time 3D virtual reality image
contents pipeline were studied. We created "VR bungee' attraction contents based on multiple viewpoints by synchronizing the motion

settings between the VR images produced by the 3D game engine and the simulations.
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Fig. 1. VR motion simulator
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Fig. 2. Wire based simulator
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Fig. 7. ‘VR bungee’ wire-based simulator frame structure
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Table 2. VR contents production environment

Unity3D algorithm and Script

1) Scene composition (Camera
animation)
O SteamVR ~ Vive activation
O Beautify — Natural light effect (Bloom)
(O Aquas — Water expression
O Flock — Bat flock AL
O Azure[Sky] - Dynamic Sky direction
O PostProcessing — Overall color edit
O LeanTween — Fade In, Out timing
Settings

Unity 3D Production

2) Create Scripts for Basic Operation
O Action_Start.cs — Full production
control
O Animal_Control.cs — general

production of animal movements L
(O SwingSound.cs — Simulator sound
production when jumping
O Show_Trigger.cs — Script to prepare

next point when point is reached B
(O RenderScale.cs — Script to reduce =
Antialias on Vive Headset Screen
O Scripts assigned to each other's
movement
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Table 3. Time-based scenarios based on motion simulator

Dil(])rr?t Scene (VR) Simulator
Helicopter floats very high and sits on a swing chair at
10 the end of a long rope. Sitting on
sec [The bottom is the end of a rock (small cliff), and when 1| a swing
look around, I see my body sitting in safari clothes (both{ chair.
arms hold the rope and the body doesn't move).
30 ‘When you start, repeat jumping. The speed
There are elephants, deer, lions, crocodiles, etc. all over of falling
see the terrain, and they fall and stop for a while.) slowly
30 Deer, elephant appear (eat grass, fruit, and deer run
sec away).
Two elephants move by.
30 [The lion (Rhinoceros) appears (the lion looks away and
sec starts jumping again while it stops after falling)
You can see waterfalls in the distance and alligators
30 | below when you get to the water's edge. Falling and [Pause after
sec | stopping near the water (start jumping again when the | falling
crocodile comes and starts to attack)
If you go through the waterfall, you will come out of the
40 cave.
sec Bats rush in, and rocks fall from the cave ceiling
When you come out of the cave, you switch to the first
position.
sleoc Slowly stop at the start position.
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Table 4. Scenes and production contents

Content direction

Starting point

After wearing safety equipment, the
seat of the simulator will be raised
land the contents will be driven along
with the start button.
The simulator jumping begins by
falling off the cliff.

When the first point is reached, the
simulator stops and several deer
gather and run away.

Start jumping again in a moment.

‘When we arrive at the second point,
a hummingbird will hover around
and fly away, and a lion will come
up in the distance.
Jumping begins again with the
attack of the lion.

At the third point, three elephants
are grazing. Sometimes
hummingbirds move around.
Start jumping again in a moment.

When we get to the fourth point,
here are two alligators by the water,
and a waterfall going into the cave in

front. After a while the alligator

comes and jumps again with the
attack, and enters the cave through

the waterfall.
en you enter the cave, a swarm of

bats flies on the bridge.
After staying on the bridge, it falls
down again, starts jumping, and
reaches the exit of the cave, the
contents are terminated and moved
to the starting point.
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