RE «

i

B R AR ERAANBIES AR XEFTFT  XFHEEY
HHNTXREEZRYT ERTRABETHOCIFET T RN
i > 3 T e B g K BE R SR ol REKR B T R o IR T B KRB AR
7 8 UK R AR R AR - #F £ 3 AT SO0 R B E A R HT
¥ T BT E TR & G AR 5 1 K MG A S A K o T
B R FAE T E R R D B RESR R T R A B AR T
FTEBHE 2

&ﬁ%%(wmmmww>ﬁﬁﬁiﬁﬁ Dz A 4
(immersive multimedia) 2 " & f§# ¢ Z & | ( computer-simulated
reality) SJEF - AW HAEMES EE  HEMNETZEE
BREET AN EFET LS =M im e Al R BN
BB RzE MR = e AR T L EER SRS M
WEATHELE o

JE#F 5 (augmented reality ) 5 & 1 5 72 46 4% & M [E 5 &
RETEGNARERA T B R 2 BET B EeHEZE LA
EREEENREARTE SEBRPRREREGR IR RES
& by 4tk (3D projection mapping ) <F & EE N o H &k
FHREEEAEEARERTHRREREGE PR ETER
zt B H—FREZEEHNER -

AREREBRELRTERT 6 £HFEH B 5 50
B0 - AR T A % A9 S B B4 D 1 B B A
EERRME - FF BRAGLRTHEYS  FEEERRBL
SR AR H TR AT E N R R SR S T
BATH B B 2 BRI o B R AT o S HE
S HE AR T B — R IR TR LG I T R TR
Bz -

1
O000e2s0000000000000000ans


shyunhuang
ITIS


mE

Abstract

Given the influx of investments from the global internet and IT
brands, and startup investors, along with the support of state-of-art
technologies, VR (Virtual Reality) and AR (Augmented Reality) are no
longer out of reach, providing an impetus for the hardware and
software development in the game industry. Aside from international
brands that keep expanding market share via mergers.and.acquisitions,
there are an increasing number of newcomers setting their eyes on the
industry with innovative technologies and business models to redefine
scope and applications of VR and AR in the game industry. With joint
efforts, VR and AR have become one of the fastest growing emerging
sectors in the game industry.

VR, sometimes referred 'to immersive multimedia, is a
computer-simulated environment that can-simulate physical presence
in the real or imagined worlds where users are directly or indirectly
interact with. Simply put, it Is a three-dimensional visual effect
simulated by a computer, and the user can directly interact with a
variety of sensors in an open space.

By contrast, AR is a live direct or indirect view of a physical,
real-world environment whose elements are augmented (or
supplemented) by computer-generated sensory input such as sound,
video, graphics or GPS data. Broadly speaking, AR can be applied
from weather visualizations, the first application of AR to TV, to 3D
projection mapping. With the help of AR, the information about the
surrounding of the wuser will become interactively and digitally
manipulated.

This research aimed to explore the VR and AR applications in the
game industry where global content and platform service providers
have high interests in. The market trend analysis and several case
studies were provided for the local digital game companies to seize
new opportunities. At the same time, by examining global market
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trends, business models of new startups, and the deployment of
Taiwanese companies in AR and VR, the impact of those technologies
on the digital game industry can be assessed. In this way,
recommendations can also be given to Taiwanese companies
committed to seeking new opportunities in the global and Taiwan
digital game space with VR and AR.
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