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A Study of Classic 2D Game that Granted VR Technology

NAOKI ITO™

In recent years, VR game attracts attention. There are many works that pursue magnificent graphic and reality. On the other hand,
the example which focused on a classic game is few case. However, daringly using VR technology for classic game, it’s expected
that it may become unexpectedly interesting. In this study, | made some game which added a VR technology to classic 2D game
including the Breakout, through an evaluation experiment and discusses about an influence of adding VR technology to classic
2D retrospective game.
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Figure 5 Oculus Rift
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Figure 6 Gear VR
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Figure 7 PlayStation VR
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Figure 9 Breakout for 2 Dimensions
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Figure 10 Super Mario 64
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Figure 11 Breakout for VR
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Figure 12 Pacman for 2 Dimensions
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Figure 13 Pacman for VR
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Figure 14 Player of playing Breakout for VR
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HSE 45 6.7 +2.2 +47.2%
EEE 72 6.9 -0.3 -4.8%
iM% 45 9.1 +4.6 +103.8%
HmBS 66 87 +2.1 +32.4%
BE 6.1 84 +2.3 +38.0%
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Table 3 Evaluation result of Pacman
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