


Play to Play




NIZtS

20| Wiz =9 ¥ = oFY ¥

O 3 018 =2 o

OicH VRAIRAIE 2SIt I

18.7

w v o»n foE @
N o) faec VR/AR ERsA s
¢ ey 1.5 .09 o= 0. o oa

N a0l MO 2032L7HK] 441 31008+ SH{0)
=H5104 2024-20321 =0t 20.8%9]
MEE(CAGR)S B HOZ (&

0 8% W18 =2 WY HIg

189

N yanig BeE VR/AR HEws e NFT U018 =2
IF4%) oY R

HE M 2 HHi=S IS0l mple=gs= HI=
VR/ARS ELISIACHS HIZO| 18.7%= JHa BT
QrOE EoIst A17|&0| ZQUIE VR/AROI 18.9% JHE BIUTH

2023 CHeHElI= HIIEH A
South Korea Virtual Reality Gaming Market Report by Segmen - IMARC group



oA HI0I M2

2 = S0l 2E0= EFAClI ZE0| JISHHH,
B 4 Ol= VRC| S4= ZIlHst &8 £~ /US
BeatSaber Pistol Whip
a|= /2ot ~E1/3= - ME2 Z&EA o= HE Sd0[e] Eol8dE =4
ChA

- 0l= S4101 22| M0l A= £+ JUHLE ALEXIC| SA 0 MistsS =
« VRoIEAO| 2AH|= 2loh FAIZIC| AtE0] 0=
- Ol2fst M= Qloll B2 0ISE obKl Bi= A2 AR S2I0I2LH=

CHEFE O] HIRO0l AES

olX2io|X ZElA

FPS/AEL



NIOF OFOICION : n==o= ciost mini= mizsts Hie

JIE Algie| Bt =22 Bl CHHE X
=

=S 2IE06I0 20iIL=
=11 =l Ol
'.:_f._o

BeatSaber

CIHES Bl Cist S0l 4 HIS
2ISHI&O0! Otl OFHIOIE HIY &4
OIOIENE =JI6t0] O CHi=2 B

[
Clst ZHS = 4 UTE M OIS Jts

Play to Play
(EELZA Ot0o[E)



21246101 HI

2=
/=

;

2Z0ILE AIO

VRO

= VR A

J

QEME HiX

=& =Hl

il

@)
—

dlOl=

E=-
=

ZIES9] &i" Ml

il

CHEFE 0l 28t OHHIOIE HIR A0 =

ol Z

=
=

Oidi =Al

L—
o

= Ji

|
=1

HEO| D= =Xl




JI= Al

ol = Xl
— =1 IS =Mk
{ Game Start J
Main MapOlAl AIE
=diolid Map 1 Map 2
: O Level
{ Player ] { Main } —— >[ Forest }
MaintIAS ZE0) b2 A AE
VR 21Dl HI &gt X
BRNa A B BAIKR
oIAI2 2hs
[ VR ] { BP_GameMode } A HUD see!
Inputtll CHEt X2
=cil0Io 2H | Ihel M g Ky HUD !

[ BP_Pawn J

X~ o (=
== '='H'O'—>[ ETC (Widget, HP) J

)
)

1= I OHOIEY HE l

Toe e




AZ2 X8| VR & JHA

I=&21 JIs + JI£ VR EIE= UM = HISOHA &=

Input Processing, Locomotion
VR &8 Xd| & B2 Hel 15

Grab - ObjectToHand

VR JIS

20| JISTHAl F=IIE2 8

mlI

SnapTurn

ZEEZZE 1S Edl= JIs 8

Grab - HandToObject

GrabS #=S I GrabS d= I
ObjectIJt HandZ 0|S6t= HandJt Object& 0IS5l=
Grab TypeS Ek=E 9 Grab TypeS EkE /8 /

2|31t Hand Mesh@| & &
=& HM

->

JH




: 52 H2ll 2t Static Mesh Actor 2lE|l 24

=21 IHAE draw call 2l 24
= HI LH MAN[AO! &[] Skad

—l

12
00
{0t

HLOD A& £ HLOD

.

f29| -

ForPlay EtPhyEics S etling s




A4



JI£ VR Jls JHM
stEM Q= XKHNIEIC VRIS JHE
==0| 23 0|lsH4l Hand YHE| &= 15)

A ZI010 ST S
HEE diE 24 IZIE1I°', VR= Jldist HIg £ A




