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Abstract A sense of fear becomes less as the audience gets used to watching horror movies and playing horror games.
However, the development of VR has enabled to create new ways to express fear in these days. It appears that VR can
give the audience much stronger fear when the contents of VR and those of 2D animation about the same. This is
because VR can produce a stronger sense of reality than 2D animation does. This study creates 2 kinds of horror videos
by using VR and 2D animation respectively, and compares and contrasts the ways in which murders, ghosts, monsters,
and zombies appear on the scene in each video. By doing so, this study examines either VR or 2D animation can give the
audience stronger fear.
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