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            초록
          
        

        
          This study attempted to present a leisure activation plan for the active aging of the elderly by examining the application cases and research status of virtual reality programs for the elderly currently being applied at home and abroad, and deriving ways and directions to realize services in the field of leisure activities using virtual reality technology, one of the core technologies of the 4th industry. First, as a result of examining the application cases and research status of virtual reality (VR) programs to strengthen the body and cognitive abilities of the elderly, the current status of virtual reality programs tailored to the elderly in Korea could be classified into two main categories. First, programs for physical rehabilitation and health purposes, and programs developed for the purpose of strengthening cognitive ability and preventing dementia are representative. Second, a total of five measures were derived for the service realization plan and direction of leisure activities for the elderly using virtual reality (VR) technology. As a result, measures were derived such as developing a user-friendly interface, segmenting customized content for leisure activities for the elderly, developing personal or home platforms such as smartphones or connected TV interworking and mobile applications, conducting basic digital literacy education for virtual reality experiences for the elderly, and strengthening support from the government and local governments.
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