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- Overlays digital information onto the
real world.
- Used in applications like Pokenmon Go.
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Table 1. Current status of domestic XR studios

. . LED

Company Name |Established| Size Technolog

| XON studio About
XON studios LED wal 2020 660 m’ AQTO
Vive studios | Vive studios| 2021 About ,| AOTO
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. Al-one About
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studo | D SUd0 | 221 gs e | umee
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CJ E&M | production | 2022 1653 m Samsung
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SK telecom studio 2022 495 ? AQTO
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Table 2. Comparison of characteristics of chromakey and
LED wall methods

Category LED wall method \Chroma—key method
Commo | * Cost and time savings on location
-naliies | * Multiple scenes possible in a single space

Advantages

* Minimization of
post-production

= Time and cost reduction
in production

= Easy modification: early
content planning possible
= Enhanced actor
immersion

* Realistic lighting possible

* High-quality video through

post-production
* Versatile output options

= Simple production process

* Cost reduction in
production setup

* Minimal post-production
= Time and cost
reduction in production

* Early content planning
possible

* Enhanced actor
immersion

* Realistic lighting
possible

* High—quality video
through post-production
* Versatile output options
* Simple production
process

* Cost reduction in
production setup

Disadva
-ntages

* High cost: XR, LED wall
* High-spec equipment
required

+ Sophisticated lighting

* Color accuracy process
* Mandatory
post-production (high time
and cost)

* Spill: Chroma color
affects skin tone, requiring
removal

* Challenging long-term
pre-production and
modifications

= Lower actor immersion

* Costly: Requires
sophisticated lighting and
high-spec equipment

* Mandatory
post-production, which is
expensive and
time-consuming

* Spill issues: Chroma
color can affect skin
tones, necessitating
removal work

« Difficult to modify in
long-term pre—production
and post-production

* Can diminish actor
immersion
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