o

=

S
e

710l

A
1% # ofje Al R4T EPUCHD
14

e

J s

weje] APl
Q}
A obEolA 5

=

GRS

=)
=]

E

g)|

10
=4

A she d4T SolAl 7t

L

7
Rp| 2
3 AbwE

Al
=

(1st Korea Atrtificial Intelligence Conference)
o
=

x*obkwon@khu.ac.kr
Virtual Reality
Kun Woo Yoo, Kyungwha Hwang*, Ohbyung Kwonsx*
Kyung Hee Univ., * Kyung Hee Univ., ** Kyung Hee Univ.
ujgoj9] ¥ol= F71A

=

yukw@Kkhu.ac.kr, *you7i@khu.ac.kr,

Z|exog @

ot

I Abg ROl Zhge) #7438 of

AR

o]

Study on Coevolution Method between Artificial Intelligence and

A5t
olof H]

T+

d
=

)

c}

o]
AN

M %

ol F=JARFNE

o
=

84

I

N

<)

T

Hlof =

|

L.

ol=ol

=

=2

i of

74

|

L.

g =Zo] &

|

L.

ot

°

s
£[1,2,3] AR5 &

0

Al o]

L

L.

55 of

e =r1A stol

SH

Al
=

0
R

ot

[9)

i =2

0

1 9

°

ol & st

7

S AANCe=
IX]2H4,5],

d}o
O]—\_

s

|

R
il

A

o
100

Bo

o

g]

71,
o]
o]7}

=

ETIRS

5tatof

=~

ATH4,5].

'3
b

A
ES
2

=
B

R

=

Al9]
El

o}7]

L
-

a .2}

Kress et al.[9]

~Zoolet s
171

]

SN
=

=2

A}
o]

3 7t
Zo]rt.

-

L.

Ft

rhebA]



ol

ARSI 450 2718

. QIZLZREEXEH HE

. ZHE XE X
. &o/X o/o/x| AF
. AlLjElo g8

. guFF

ACKNOWLEDGMENT

of 8 Et AME 202049
of FARATATY AYL Wo
(NRF-2020S1A3A2A02093277)

Aned
[1] Cowan, K., & Ketron, S. (2019). A dual
model involvement  for
The

telepresence,

of  product

effective virtual reality: roles of

imagination, co-creation,
and Journal of Business

Research, 100, 483-492.

interactivity.

[2] Deng, X., Unnava, H. R., & Lee, H.
(2019).

virtual reality decreases interest in actual

“Too true to be good?” when

reality. Journal of Business Research, 100,
561-570.

[3] Tussyadiah, I. P., Wang, D., Jung, T.
H., & tom Dieck, M. C. (2018). Virtual

. A e | B

172

(1st Korea Artificial Intelligence Conference)

reality, presence, and attitude change:
Empirical evidence from tourism. 7ourism

Management, 66, 140-154.

[4] Li, M., Li, L., Jiao, R., & Xiao, H.
(2017, October). Virtrul reality and
artificial intelligence support future

In 2017 Chinese
Automation Congress (CAC) (pp. 416-419).
IEEE.

training development.

[5] Luck, M., & Aylett, R. (2000). Applying

artificial intelligence to virtual reality:

Intelligent virtual environments. Applied

artificial intelligence, 14(1), 3-32.

[6] Didehbani, N., Allen, T., Kandalaft, M.,
S. (2016).

Virtual reality social cognition training for

Krawczyk, D., & Chapman,

children with high functioning autism.

Computers In human  behavior, 62,

703-711.

[7] Cavedoni, S., Chirico, A., Pedroli, E.,

Cipresso, P., & Riva, G. (2020). Digital
Biomarkers for the Early Detection of Mild
Cognitive Impairment: Artificial
Intelligence Meets Virtual Reality.

Frontiers in Human Neuroscience, 14.

[8] Bricken, M., & Byrne, C. M. (1993).
Summer students in virtual reality: A pilot
study educational of

on applications

virtual reality technology. In Virtual

reality (pp. 199-217). Academic Press.

[9] Kress, B., Pace, M., & Chatterjee, I.
(2020, August). Artificial intelligence (AI)
as a key enabling technology for next
generation mixed reality (MR) experiences
leading to mass adoption in enterprise
and consumer spaces. In Emerging Topics
in Artificial Intelligence 2020 (Vol. 11469,
p. 1146906).

Optics and Photonics.

International Society for





