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Construction of 21st Century Visual Algorithm in
5G-based VR/AR/MR/Hologram

Sang Guk Lim'

ABSTRACT

4th industrial age! 5G-based video content has changed rapidly. How do you view and understand
VR/AR/MR/holograms in the age of convergent technology media represented by digital convergence
in the 21st century beyond the modern visual system of Descartes? It predicts extension to an interactive
visual system. This study proposes a methodology to visualize the Lacanian visual acuity after applying
it to the L-System and to understand the visual system of the 21st century.
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Table 3. An algorithm of modern visual system using L—System

The spectator sees the

Gaze 1 1 picture. Gaze 2 1 | The spectator sees.

Objects (frame frames) The spectator can take a

2 I see through, 2 | hole (monocular)

I see through.

3 Look at the image 3 Screen (frame frame)
(picture). see.

4 I see the vanishing point 4 Reproduced image
of the artist’s drawing. (picture)see.

1 | The spectator sees.

The viewer sees a
2 | vanishing point through
Gaze 3 an object (frame frame).

1 | The spectator sees.

The spectator sees an
3 | image (picture) on the
screen.

Gaze 41

The in-screen image
4 | (picture) I see the
spectators.

With the screen in
between Image of

spectator and artist
(Figure) faces.

The spectator turns
around see.

The spectator is in a 360
3 | degree space
Look at the frame.

Image of artist in frame
(See figure).

Table 4. VR visual system algorithm using L—System

1. The spectator
sees (HMD).

2. Look through the object

3. The spectator sees through two
lands in the object.

4. It is reproduced with one focus
through the object(HMD).

5. The viewer sees the virtual
reality created by the artist.

7. The computer

reproduces the virtual
reality through the

6. The viewer sees a virtual
reality that reproduces on a
computer.

lens of the HMD.

8. The viewer sees the virtual reality of
the artist reproduced by the computer
360 degrees
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Table 5. Fusion type using L—System Algorithmization of visual system

Fusion
type
frame
expansion

Typification

Visual line view

Fusion
media

Algorithm

AR
type

The spectator sees.

The viewer sees the vanishing point of the
virtual space through the object in the real
world.

Viewers see moving images of virtual space
through objects in real world.

The viewer simultaneously views moving
images of virtual space through objects in
real life.

A moving image in a virtual screen sees the
viewer.

The reality and the virtual world face each
other with the moving image between the
viewer and the screen of the object.

P

VR
type

The spectator sees.

Look through the object(HMD).

The spectator sees through two lands in the
object.

It is reproduced with one focus through the
object(HMD).

The viewer sees the virtual reality created
by the artist.

The viewer sees a virtual reality that
reproduces on a computer.

The computer reproduces the virtual reality
through the lens of the HMD.

The viewer sees the virtual reality of the
artist reproduced by the computer 360 degrees.

ol

MR
type

The spectator sees.

Look through the object(HMD).

The spectator sees reality and virtual reality
simultaneously in objects.

It is reproduced in reality as a single focus
through the object(HMD).

The viewer sees the virtual reality created
by the artist in reality.

The computer reproduces virtual reality in
reality through the lens of the HMD.

The viewer sees the virtual reality that the
computer reproduces 360 degrees in reality.

hologram
type
(Floating)

The spectator sees.

In reality, we see virtual reality without
objects

The viewer sees the virtual reality created
by the artist in the reality without the object.

Computers reproduce virtual reality in reality
through media.

The viewer sees the virtual reality that the
computer reproduces 360 degrees without the
object in reality.
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