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The Impact of Metaverse Development and
Application on Industry and Society

EaS
S

12

*

Mo

Seung Hyeog Moon*

2 oF veiH vt 2 o RofellA @e #AE Roa ok HdiW EEo] sojuwA Wt aE d4 A}
A&t 7”%]” 7HA AE ool ARRA alFel 8 FE7 O 99S s vkl itk wEE A= AL Y
Hlol, 3D 123, 5G, Sk HFEI 22 Vlee] kst weh JPFAAL dAAAE Adste] M2E 7HA
=2 }%3}% Aeg AA Fao ZIdEel #AE 7HAI FAY T]ssEel Fojsta v o2 S AA-AME-E
st A1 Ws7L dddn. 2y TREAAIeE AAAATE AEET] AAsiH = ok Eolok & Al Bk &
g oAde el W&k Bt ALE FEs dolA vdd Aol THEEitE o83 ddHd AdH o B
Eo AT ASEold Aujze] 1<l o] ojfojof it ¥ AFE Tl vigw s 2d g % wd e
A HgEoks FAsta &% didEe 2AHE =ES] trkes vEH A Adel 22d A4S grsy]
g At ks AlA

F20 . wegw s 7MddA, 3D z2elF, 5G, B9

Abstract Metaverse is at the center of heated debates in many areas recently. Coupled with real world,
metaverse is extending its domain into social and cultural activities in addition to economic value creation as
untact activities increase. Global companies are investing in R&D for metaverse. The reason is that metaverse is
supposed to create new value by converging virtual and real worlds thanks to technology advancement such as
Al, big data, 3D graphic, 5G, cloud computing, etc. Thus, innovative changes are expected in the economic,
social and cultural areas. However, there are many problems to be solved yet for connecting virtual world and
real one. Also, epoch-making development of products and services should be done for realistic experience and
profit creation using virtual space in various industries beyond untact social activities against pandemic situation.
The essence, present condition, development and its application areas of metaverse will be analyzed, and
expected problems researched so that the strategy and methodology for securing global competitiveness will be

addressed in coming metaverse era.
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