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            초록
          
        

        
          The purpose of this study is to verify the effect of VR use fun factors on leisure satisfaction, the impact of leisure satisfaction on sustainable reusage intentions for who are using VR content as leisure activities. This study selected 300 people and conducted a survey who visited VR content places or had experience using them from the metropolitan area. The survey was conducted from 10 January to 28 February 2020, and a total of 264 copies were used for analysis. Results are as follows, First, VR content fun factors had a significanteffect on leisure satisfaction. Second, VR content leisure satisfaction had a significant effect on reusage intentions.
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