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[Abstract]

Lately the VR (Virtual Reality) game genre is becoming increasingly more popular and it has been
cementing its place in the market as its own independent game genre. The key advantage of VR is
that it lowers the barrier between player and the virtual world, thus creating an immersive experience.
The suggested method develops a game that allows the player to experience what it is like to be
visually impaired using the unique characteristics of VR. A distinctive feature of this game is that the
character is provided only a limited range of sight, which is created using silhouette outlines. This
restrictive visual field is then grafted onto VR and the player can indirectly experience blindness in a
highly immersive manner. The silhouette outline along with the particle system is created using Oculus
Rift, a headset highly used in VR game development, and Unity 3D game engine. We will also explain

in detail regarding the removal of borders between the objects.
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I. Introduction
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Fig. 1. 2018 Top Selling VR Games — Steam[2]
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II. GAME DESIGN

1. Lighting
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Fig. 2. Removing contrast of objects

2. Outline Shader
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(c)

Fig. 3.
and render,

(a) Normal vector, (b) Extend to normal vector
(c) Outline Render After Object Render
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Fig. 4. Normal vector
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Fig. 5. Outline Shader

3. Object Shader
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Fig. 7. Z-Testing[12]

4, Finite-State Machine
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Fig. 8. Character FSM

5. Player Animation
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6. Monster Algorithm
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Fig. 10. Monster Algorithm
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8. User Interface
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9. Oculus VR
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(b) Hand Tracking

Fig. 14. Hand-Tracking

III. Experimental Environment
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(a) Monster Death Animation

(b) Game Result

Fig. 15. Result Scene

IV. Conclusions
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