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ABSTRACT

This paper analyzes the content development process using head mounted display (HMD) in a virtual reality (VR) environment, the
accompanying real-time rendering technology, and the optimization effect of applying the normal mapping technique to 3D objects. In
particular, the effect of improving content performance was verified by focusing on the case of applying real-time rendering technology
and normal mapping, a 3D object optimization technique. As a result of the experiment, it was found that the frame rate per second (FPS)
of content applied with the normal mapping technique improved by about 18% and the latency decreased by about 12%. This can
contribute to improving user immersion and increasing content efficiency in an actual use environment. This study aims to examine the
impact of these technologies on VR content development and suggest future development directions.
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