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In this research, we developed a new data browsing system in a data-driven
society. The development of the data browsing system has been developed a cube-type viewer and a VR
viewer originally while incorporating data visualization and information graphics viewpoints. With
the VR viewer, it is also possible to capture a 360-degree image taken with an astronomical camera

and set it as the viewer"s background image, and realize that spatial visual information and
time-series information are authored in the same screen. As a result, it became possible to grasp
and feel the atmosphere and the details and development of the related places, and also constructed
an operation model that views the data browsing space as a kind of open world game system.
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