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FHHIREABEE 7 — N FHEEeIG W, FPHERE
WFH, BHERIIKICHITTFEH (Metaverse) , EHIFH
BB TFR/R-EES IR (FEE) &, IRaEiL
FHAHEMAMEE, FUBFAEERR. 015, EUF
HERAME., BUFHEREZENA—NTRATEIMNE,
IS TYIEHFMTENEMREMHR, BiRM T IiREmE
artEREE. BEaifielEsess=.

REITHAIEREZI XL, BTFE (Metaverse)
MEFENRESR, JTTFHE (Metaverse) BIXHEH 3T
AREERHRABIRIEINEES M, MABATEHERRESST
FH# (Metaverse) RUEIR. HP Meta, B, FELANRER,
#HAEXDiIsIEHEMIRBEIR, MASHAEBEB TR MR
BBIEAEXNEMEAEEHCNFERE, XEFPREENT
IFEAR. VRE MRS,

REFEITTFH (Metaverse) UERIZNFCIFTIEEELEF
MNEE. BFIttEX W, EHFRFEIIERZERIFRR
TEHREER, SELIBEEASANEIERINLERT.
HRHFHS5L8SULEFTPLARSHFLE GRS, BITFH
(Metaverse) , AMYUNKFHAR, BXRFEIIEEHFMNTH
HFRFPER. TE. BERNEFLSXNRERAMET. XXEE
FTANEWAERE, FEAA—MEBXTIIRRNEE
STiE,,
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JCFEH (Metaverse) F=HIBRLIRFRIFLSEN
&, BIIMABIERSFUA LR, EBREXNHITTFH
K. AIEFTEMARTEEIUERSYIIEH R PR
B, XBRE—IEARPL. B, EARERITTFH

(Metaverse) BIf{H, AR. VREMRFZZNEEE
EISCYIEHR S EMHFRRREAE, FTLAREAR,
VREMREHMDTIHIARE, NEIIEFIIEETTH

(Metaverse) KRELGEFAINE T RIPLEEEE
BRENEKX, MUSRENFEATIEESAR. VRE
MRETI R A REF.

A, IEFREEXRERIEA LB RN
SINEAERZRAIETTFHEYEafiAmEI S, AL
FRERARRSIAAR LT T It (Metaverse) HIEK
FUEF, MEMNRAR LN TIBEEERIARG R IIRER

HAZE,
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* AR: ARELIZ 2RI (Augmented Reality) , LA & VRE #LIL 52
— E G ENFEAR A E AR IR IR, AR BB AR AL
B R AT LRGSR, LR B E RS
PEHERGFHITELSE R ZHEAR, XAHEAKT19904542 4
MAM Y BT = w2 FRe ) 69427F, HRNEZGRAELARM

* VR: VRELE M I % (Virtual reality) , RIAREMIRIE, A€
MﬁmﬁifA;&;m%EM%%,&ﬁmfﬁ%ﬁ FRE
BRE IR TS, B KRB I FID R TR, A SRS T INE R
R

© MR: MRELRA IS (Mixed Reality) 35 69 & 25 & B 52 0 2 S0
3% T F RS A T AL, 4 B AR S R T AT I 5T A S AT AR
TR, ARRBEMAEZHIK. RASTIRE. BBINE. KERE
DI MILEBA . RASIEA—FRMILE (VR) Aok i I
(AR) &9 &% o

* XR: XRAHBFTHHEIFINEZHERE EMEFMEaRE, 6)E—
JE WA AM R B F. XREVR (EMIE) « AR (BGRILE) .
MR (R&ILE) FHANER
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