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Abstract

Global internet population is estimated to top over 3 billion in
2016, bolstered by the widespread adoption of smartphones, enhanced
internet environment, implementation of 10T, and the rise of emerging
technologies such as VR (Virtual Reality), AR (Augmented Reality)
that bring a brand new entertainment experience. With the internet and
new media being important means to distribute digital content, a
complete transformation has been found in hardware specs design, user
interface design, service and application. models, and consumer
behavior to unveil new entertainment possibilities.

Other than traditional media forms such as TV and the internet,
multimedia integrated with the interaction design has obtained
increasing attention amid the widespread of .new media technologies.
Pop concerts aim to deliver a live experience and thus with the help of
digital technologies such as holographic projection, they can give the
audience the feeling of brand-new multimedia entertainment and
participation in conjunction with wearables. With the seamless
interactive technology, fans are satisfied with the chance to get up
close to their idols. Meanwhile, better multimedia devices have
provided the audience more true-to-life experience during the
broadcasting of live concerts and sports events.

Hence, this report focuses on how smart connected technologies
and applications will drive the development of innovative service
models in the multimedia industry and what outcomes and impacts will
be. This will suggest cooperation opportunities for Taiwanese
companies to facilitate their future deployment.
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