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Abstract

In the field of realistic content in Korea, it is difficult to revitalize the market due to the lack of
quantitative and qualitative content and short of corporate competitiveness. Although some areas related to
devices have world-class competitiveness, their technologies related to realistic content are still lower than
those of developed countries. With the recent commercialization of 5G network, the importance of realistic
technologies such as virtual and augmented reality has increased, and high-quality and large-capacity
realistic content services, which were difficult to use in the existing 4G network. However it has become
possible as 5G network is capable of transmitting high-speed and real-time data. This paper investigated
and analyzed the technology and service direction and platform of AR,VR real-life industry field and
grasped the actual status of use. Based on this, it can be used as a basic data for seeking development
direction through 5G network technology and junction, and guidelines related to the development of
necessary technologies can be provided.
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