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Emergence of Immersive Economy and Spillover Effect
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{ Executive Summary )

Immersive Economy is emerging and the development of immersive
technologies, such as AR, is expanding the experience area in terms of time and
space, Immersive economy refers to an economy that generates industrial, social
and cultural values by applying immersive technologies. Immersive technology
supports reality-oriented 3D experience, so users can learn information more
easily and quickly. Immersive technology is a general purpose technology that
influences various industries and induces innovation.

Immersive technologies are used in various Industries. In terms of
manufacturing innovation, BMW 1is realizing the production process by introducing
immersive technology into the production system. Lockheed Martin used the AR to
shorten the drilling process from 8 to 45 minutes in space ship manufacturing,
while the panel insertion process was shortened from 6 weeks to 2 weeks.
Immersive technologies are used in various aspects in service innovation. Surgical
techniques such as surgery and psychological rehabilitation therapy are used in
the medical field. In finance, the service is being innovated through virtual point
management, shopping, and payment using immersive technology. In the public
sector, immersive technology is being used in various fields such as defense,
police, and disaster education, leading social mnovation.

As a result of industry Input-Output analysis, immersive technology is expected
to produce 36.4 ~ 41.3 trillion won in production in 2023, 14 ~ 15 trillion in added
value, and 17.2 ~ 18.7 million in employment. The impact of HW, SW, and
contents related to immersive technology is expected to increase. Especially, it is
necessary to pay attention to the ripple effects of SW and content.

Industrial and social innovation are expected to accelerate due to the emergence of
a immersive economy. Businesses and governments need to look for countermeasures.
Companies should seek ways to utilize real-world technologies in terms of
differentiating products and services, and reducing costs. Also, it iS necessary to
supply policy mix and supply appropriate to immersive industry policy demand.
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@ Immersive belongs to what economists call ‘general purpose technologies' such asi
: electricity or information and communication technologies. General purpose :
technologies can be broadly applied in many different areas, accelerating
innovations across the economy. In our digitally mediated society, it is hard to think :
of a sector that immersive will not impact in some way. :

¥ XH& : Innovate UK(2018),"The Immersive Economy in the UK"

O BuolAs Ag7le] 7Hde tad guses dFass 2astel
AR S BEtaA G




fol
i

SPRi ol #2l ZE H2019-0115 AMZAR o HAD @

2. A7l NHAL AT BFan

2.1. A% g4l
(1 BMW) A4k A| ="l A717]14S =8 A4 3AHS 583
o A& A FAT SR P, 29, T B 5o BT B8

o BMW #3alz-=ol

X
ful
e
)
5o,
@
2
filo
)
o
=
3
ofN
4z
K
Y
>
i
i
Og{;,'f

- weheEE CGATAY BEOE ANE AR mulo] A kbl
Sol7by] Aol AP HA mE A 4
N 208 JRE AT
- AA 2 AYASS el FEHE BEUPCE dgd Lex
g vk A Z4E P YA EW 5

019.4.19.), “BMW, dLHA[AHRIO| AR, VR ZH| =" S E(2019.4.19), “otoleigHol T}
B MW Zoll SEcE”

Pl
11
=
ol IO
m> 0\l
’rG

SSPRI AZEgeymMeITA | 6



SPRi olfr2|x E A 2019-011% AzdA e Fan uggn

o FFEnlE SEREe 0UURE AWEe Az BE T Y
BAE D ATE F37)

o 3 A3 FAOFZ NASAGCo=E A2l 22]=(Orion) 41 A=l A

[e}de] p=
o AAHE A8S=E Driling o] 8AIZteA 45ECSE  ©=  Panel
e

AtE: The WALL STREET JOURNAL(2018.8.1), “Lockheed Martin Deploys Augmented Reality for Spacecraft
Manufacturing”

0 (GE) 9A4u, OAg iirde 283 2gd 477142 24
o GE: Thbdt AR RN Ar]ee AT 28 3
- 2nlE kAl SWr1Y Q22Z(UpskilDe] 2:7}o] ko] E(Skylight) ZeEZ-L
e, & ER7E 5 O Bopl A&
o GE A FFAH F A HUS EHshe AQAEe 2vie
e AgIte] A7 YU 53
YA FoR BE ARS AAOE TE Fibel Y AEIOIA
~EYPOE AY

- AT X @R Qe ANE 43S vebstan A el Al P

S SPRI AZEgeymeIzTA | 7



SPRi olfr2|x E A 2019-011% AzdA e Fan uggn

o AR 7]¥te] TR E wiwdS &8sl 2HE s

- dAods FHY TleAES AYe TSty wWiwde A¥HEAY,
A7 A Al Fd %

nE
AR Yol Ze FoelA 2 £47 O9AE e wokl
S X

=) 9]
o] Fbsstr, ARS AL FEa: Adste A9dE mE A
vl ol B&)] AJ4FA o] 34%7F A

[22] GE2| #AEH X 7w vs SZeA WA Hda vl A2

Baseline

Work Completed

34%

Faster with Skylight

A= www.ge.com, GE Report(2017.5.25.), “Looking Smart: Augmented Reality Is Seeing Real Results In Industry*

o MRI H-&#& A|%3sl= GE Healthcare &3olA+= FPAEo] g5t U=
2utE QP Bl A9t AGAAE WY T

- 27lolgol| EE FYAA JoE & AA4Ae BEIAgFoZ MY &
Q3% &2 AHdgE F9TE F JAEE AW

- GE Healthcare= 2~7}o)|g}o| EE

2.2 AHlx A

[ (8) <, A28 AZAE & dgd 99004 d7<e<s &8 T

o (h 7heASA AW VR, 5G, D ZAEHES LW AANR $2L
Aste] HF

- AR ARARE JH A 94 BAE R AR FEe B5A
“

AU F5 7EA Al AR o] 3Eo= X3

12) CNBC(2018.12.31.), “Orlando clinic develops virtual reality to treat PTSD in veterans.” ; KHISS &
2Y BAAYEE “2018d 4l o5 7]+~ 2019.1.7. Vol.315

S SPRI AZEgoIyMeITA | g



SPRi ol w2l E X[2019-011& AzdA e Fan uggn

- 7t A Al AR %01]/‘1 F 400km ZEoARl FTA AviEYel HAEZ7PF

sk e SHE Hal Y940 E o= E

NSRS 9]/\}7]' = "o 2 %ld)

- AFA AWl AEVF 3DEZHE H 3xte] AR 2Eit VR A|AS
3 94 Tlo|=E AA], TFAFA] JARIEH S| oA} o] wE) 445

A= www.cmnews.kr, “&= AH+SGE 0| &

o (3 228tk Restares (inic) VRS &85l A & ~EJ 2~ A oll(Post-Traumatic
Stress Disorder, PSTD)E X513
- Restores Clinice 2010@XE] PISDE o= IAEAEYA] VR ABE
Ao ol= HAXE MAF 23H 3FxeE] 221
- VR AMAdA= 7199 AE *Ei‘ﬂ*—e— AR 7171 sl AAE G
A - WAl - 7] 5 EFguE SHskes g9d 2 AUS A=A
~ )

- 289 Ad F 45099 iW%/\P 2 $FAUs A5Fom, FxgAL
66%, = 8-He 73%7} PSTDE =&

VR X2t AREH 59 AFS Ego] A U= HuAo] Flold,
ATEE oE o= st= VR Al=slS s 202130 3834 A8

13) CNBC(2018.12.31.), “Orlando clinic develops virtual reality to treat PTSD in veterans.” ; KHISS &
2Y BALYEe “2018d 4l om 7]+~ 2019.1.7. Vol.315

SSPRI AZEgeymMeITA | 9



SPRi ol 2| £ E H2019-011= HMAZHe Fen ugge

[12] VRS &3t Restores Clinicel PSTD x =&

At=: CNBC(2018.12.31), “Orlando clinic develops virtual reality to treat PTSD in veterans.”
o (o}Hle)) AR Egdle] HWMHRE Vo] TGAA B Amsher] 7o
- FUE AANE S Ao o] BHS AAEY e T}
ol BH o|mAE TR ol HH EASHE W2
- AR E9o® ulso] "] @ wol 4UslA Soi7 BEo] 3] o)

7RO, AeIA of BAR thsakx Rau AU Aok s
AbelE 45% 7H2l0

XFE: www.accuvein.com

O Es) Ad37lee 2833 7MAA =9, 23, 24 5= S8

Mol g 54

14) Porter, Michael E., and James E. Heppelmann, “Why Every Organization Needs an Augmented
Reality Strategy.”, Harvard Business Review 95, no. 6 (November-December 2017): 46-57.




H
il
fol
H

SPRi ol 2|2 E H2019-011% MUAA o Fatm

o (BNP Paribas) VR-& &8st A NA =%, Fa4it ARE AT

- VRAlA Alx A3 9 A UYE 81 & 4 9= VR Banking App A4
- Vectuel & RF Studio®} ELskd BEFAF FujzE sl 7Ptoz z24dE
Ao B4 ARE BoF= VR APAS A%t
[722!] BNP Paribasel sS4t VR A & &

|

o (Swarovski) o] VR 7|71& 2Hgsta AAHY Q= AE &5 235
T 71538 VR 4% 912 EA4

[722] Swarovskiel VR &£® 2 HA Ad|A

Thank you for your purchase

‘!»Mmmurﬂwmmmmml
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Experience”

o (Mastercard) &z <15 7]9ke] ZAA|e} AgtE AR 43 AH|2~E 7l

- AR7I71E 283l *‘Zﬂ el A 1ol & Wk AFES BIFH 7H4
5 A S TRt AETF AlFEH AL AA7EA] A

15) KBE8AF A ¥aA742018), “VR/AR 7|&S €83 A 58482 A"

S SPRI AZEgoy™MeITA | 1]



SPRi ol w2l E X[2019-011&

[2E] MastergardQJ AR &+

Y

-
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Xt&E: Eric Krokos, Catherine Plaisant, Amitabh Varshney “Virtual memory palaces: immersion aids recall”
Virtual Reality, Published online 16 May 2018, Springer-Verlag London Ltd., part of Springer Nature 2018
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