
Perspective of Immersive Media 
(From Samsung VR Ecosystem) 
 
MPEG121 WS 
 
 
KyungGeun Lee 
Media Standard Lab. 
Samsung Electronics 
 
2018.1.24 
 
Samsung Developer Conference 
https://www.youtube.com/watch?v=2OTA0_j57pE 



2 

• GearVR and Next Steps 

 

• 360 Contents Ecosystem 

 

• Software and Services 

 

• Summary  
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 Enjoying VR with Movies, Games  
     and 360 Live Broadcasting etc. 



4 

• Content Creators, Service Providers, Consumers etc. 



 Demo at CES18 
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• Based on the future technologies, we can experience the following features; 



- MS Windows MR Platform   
- Mixed Reality Experience, 6DoF, 110° FOV 
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• To give the best experience,  
     all components should be  
     well connected, 
     and operated/supported organically. 
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• Capturing Device 
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• Capturing Device 
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 Feel the immersive experience as if you are in 3D theater.  
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Summary 
• Introduced Samsung’s Products, Ecosystem and Services/Software of VR. 

 

• Now, Samsung globally has been leading and establishing for VR E2E 

Ecosystem as 1st ver. Immersive media. 
 

• In near future, High quality Immersive media  and Volumetric contents such 

as AR, MR, Hologram will be the main content for devices. 
 

• For that, E2E Ecosystem technologies are essential for creating markets and 

the end-users benefits, thus Samsung does hope MPEG will deliver the core 

technologies on time for the Immersive media.  
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Thank you!!! 


