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Abstract Development of 5th  generation mobile telecommunication technology is visualizing ideal
hyper-connected social information and communication technology (ICT). In particular, virtual reality (VR)
technology is at the starting point for new expansion and leaps. This work defines virtual reality as media in
this context and collects and analyzes discourse on its scalability around space and communication theory. We
first elaborated the concept, starting with the early discussions of the virtual reality concept in 1990, and
discussed the relationship between the physical world and digital information, expression and interaction
immersion as a medium, simulation, art creation theory, and finally evolutionary development. In conclusion,
beyond the discourse on the technology of virtual reality, academic subjects were required to have theoretical
frameworks on cognitive science, neuroscience, social science, and humanities issues (ethics, personality, etc.) for
the development and evolution of virtual reality. In other words, it is time for the evolution of virtual reality to
be discussed, which can be moved beyond.
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