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ABSTRACT

As the interest in health and quality of life increases around the world, the desire to enjoy leisure and sports
grows. In addition, interest in virtual sports is increasing along the digital transformation trend represented by the
Fourth Industrial Revolution. In the midst of this, Republic of Korea has not been very prominent in VR-based
virtual sports that can provide a richer user experience after the early success of screen golf in the early 2000s.
In this paper, I would like to suggest policy instruments for vitalizing Korea’s VR-based virtual sports industry.
To this end, we first reviewed the latest VR product and service trends on each value chain, such as Contents,
Platform, Network, Device and analyzed related policies in Korea. And finally I proposed 1) the expansion of
the national strategy for virtual sports, 2) the strengthening of integrated R&D in terms of service R&D, and 3)

VR sports business ecosystem support.
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Fig. 1. NextVR’s VR broadcasts advertisement

Table 1. Examples of VR Contents of PS VR
experience[7]

Category VR Contents

YouTube

VR videos &

NextVR(specialized in VR Sports)
streaming

. Littlstar VR Cinema
services

Within

Stranger Things
Apollo 11 VR
The Last Guardian VR demo

Incredible VR

movies

Kismet

Invasion!

CoolpaintrVR
Cocos Shark Island

Virtual reality

simulators David Attenborough’s First Life VR

Everest VR

Spider-Man: Homecoming - Virtual

Reality Experience
PS VR heroes

Justice League VR: The Complete

Experience
Harmonix Music VR
PS VR music "
. Joshua Bell VR Experience
experiences

Philharmonia: The Virtual Orchestra
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Fig. 3. Cloud VR sports by Nokia at MWCI19[11]
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Table 2. VR-AR Tasks and Roadmap
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Table 3. Construction plan of VR sports space in public
gym & Development plan of VR sports program for the
seniors
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Table 4. Technology development plan to improve VR
sport broadcasting
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Table 5. Examples of VR Sports Service R&D

SvC VR Sports
Target Use Cases
Establishment of VR

sports space in daily

Category

sports facility
Facility Establishment of VR

sports space for

underprivileged youths /
disableds

VR sports Class for
Children and Youth

Education
VR sports Class for the

Elder];
General Particip ery

exercise ation Support for the
development of VR sports
Product equipment for SMEs(VR,
wearables, other

equipment, etc.)

Support VR sports clubs for

Club
employees / elderly
Running a VR sports
Event league for employees /
elderly
R Media production space
Media

support for VR based
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sports broadcasting

VR sports watching
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facilities

Watchi
ng Product

VR equipment
manufacturing support by
each sport and team

. VR based viewing
Media

facilities and space

Facility VR sports space

Education | VR based training facility

Support development of

Elite Sports Product VR sports equipment for

professional training

Development of new
Event events related to VR

sports
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