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Technology Trends of Realistic Contents and
Application to Educational Contents
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Abstract In the era of the fourth industrial revolution, the education industry is expected to grow further. It is
expected that growth rate of future education using VR/AR technology will be very high. Realistic contents
based on VR/AR technology provides high realism and experience through characteristics of immersion,
interaction and intelligence. This paper tries to analyze the trends of realistic contents technology at home and
abroad, and to come up with measures that can be applied to future educational content through case analysis
of realistic contents development.
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Table 1. Major Technology of Realistic Contents
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Table 3. Realistic Contents Development Case
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