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In the 5G era, the Virtual Reality content market is growing again as it has become an environment where high-capacity data
can be transmitted at high speed. This is the expansion of social VR platforms where various users, not existing personal content,
can access virtual space in real time and interact. Due to the development of HMD-based related hardware technologies, social
VR platforms are providing users with more extended, embodied interactions, and are striving to increase their immersion. In this
study, physical and social interactions were classified, focusing on hand gestures, which are currently provided by social VR
platforms. In addition, brain waves were measured and analyzed to examine the level of immersion of users according to classified
interactions in the social VR platform '"VRChat'. Experiments have shown that in the social VR environment, users are more
immersed in social interaction. This study will serve as a cornerstone in designing user interactions with immersion in various VR

content as well as social VR content in the future.
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a8 2. A4 VR Z2E VRChat
Fig. 2. Social VR Platform VRChat
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Fig. 4. A User's 'Hi' Hand Gesture
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Fig. 5. Lookid Link's 2D Visualizer for the Experiment
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