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ABSTRACT

This study is the research tendency(201672019) on the content and the intelligent
information technology. After the IIT emerged as a social topic, related research
increased, and interest in VR and AR was the highest. In games, more research has
been done on VR and AR. In the case of big data technology, it was a tendency to pay
attention to the study of movie contents. Many studies have attempted a technological
approach to IIT. With regard to artificial intelligence technology, there were differences
by technology and content area, mainly viewed from a legal and institutional perspective.
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[Table 1] Interviewees of Depth Interview
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