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As the distribution of image contents is activated, users can easily access image contents through various routes and
media.In this paper, we propose a new virtual reality (VR) system, which is based on the development of IT
technology, in order to prepare for the fourth industrial revolution era.We propose a method of producing educational

video contents that combines maximized virtual reality.
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I, Preliminaries
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1, Concept of Virtual Reality Video
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IV. Conclusions
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