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ABSTRACT

In this thesis, the objective is to identify and analyze trends in the evolution of virtual
reality in the midst of the trend of digital content and the trend of the 4th industrial
revolution. The analysis is divided into devices, development, distribution platforms and content
fields, which are divided into active, static, and classical content and trend. This thesis is
meaningful as a basic material in the planning stage of virtual augmented reality contents.
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[Table 1] investment and development
of global companies

Investment and development status

face | oculus VR $ 2.3 billion acceptance, oculus

book [rift Commercial version release(‘16.1)
Magic Leap- Investment in $ 54

millionVR- ‘DayDream’ release(‘16.5)
PS4 ver. PSVR release(‘16.10 Coming tq

market), Supplied VR Game Provision
Hololens Developer Version

ms [Delivery(‘16.3), window10 Hololens

Support schedule
sam | Gear360" Camera release(‘16.4), 3D 360in|

sung pbeyond project In advance
‘360VR’, 360Cam’ release(‘16.4), 'friends

LG [Implementation of the developer’s
ecosystem

google

sony

[Fig. 3] Left: Samsung VR gear,
Right: Google VR gear®)
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Tournament ) China Esjc.a.lbhshment of' VR Experlen.ce in
"Shine or mad' VR open Beijing, Shanghai and Shanghai
MBC | production(159), ~ VR image everland | OPen  the  Advantage  Hall = by
distribution through YouTube Utilizing Gear VR’
SBS ) Education
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