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Recently, new media art genres such as digital art, computer art, internet art, interactive art,

etc. have been activated. In particular, digital media art has a formula called immersive,

emphasizing that realism or immersion is the main technical consideration factor for digital

media art contents . General immersion has been recognized as a factor that enhances user

engagement and satisfaction. There are several types of immersion . In particular, Maggie

Burnette Stronger described the types of immersion in museum exhibitions as experiential

immersion, which relies only on senses without a narrative, and narrative immersion, in which

actors draw narratives in various scenes (narrative). immersion), surround screen technology,

high-definition video, and digital audio, theater-type immersion, interactive immersion that

encourages participation and interaction with the audience through networks and social

media, and computer virtual space It is classified into five types of virtual immersion provided

by However, in recent digital media art, with the development of the 4th industrial revolution

convergence technology, the above five types of immersion are combined and produced . For

example, 'The Quarry of Light' in Provence, France, also falls under experiential immersion and

theater immersion .

Meanwhile, media art is based on digitizing the original . This may enhance the emotion of the

original, but it may also impair satisfaction by giving the impression of a forgery . This effect

will also be related to the degree to which the digital material of media art is similar to the

original . Also, depending on the popularity of the original, the effect of the similarity of the

digital product on the evaluation of the audience may be different . However, in exposing

immersive media art to the audience, how to set the level of similarity to the original work

and the suitability between the type of immersive technology used in digital media art and

the type of media art depend on the audience's immersion and consequent replay.

1. Introduction



It is to empirically analyze the effect on inquiry degree. Through this, we compared whether

immersive technology itself affects the immersion of digital media art, and whether the feeling

of immersion occurs when technology and artwork are fit . It is to be with the world of

blockchain by explaining the suitability of it and empirically analyzing it .

In addition, it is intended to provide a standard for media art producers and planners to select

which media art type according to the characteristics of the original work and which

immersive technology to select according to the selected media art type.

Based on the immersive media art project, we want to complete our platform with good

projects that revitalize eco-friendly energy and the local economy.

At a time when new energy companies around the world are entering the blockchain field one

after another, the growth of the global economy has eased and environmental standards have

become stricter day by day, traditional oil and energy companies are facing a stagnant

development period . Through AI-enabled digital technology, we are looking for ways to

improve industrial processes, improve operational efficiency and safety, and achieve

sustainable goals such as environmental protection .

According to statistics, 72% of oil company executives want to adopt blockchain technology .

In fact, if blockchain is introduced in the energy and resource field, it can maximize tangible

performance and efficiency and simplify the monitoring process. have.

Blockchain provides a platform to effectively execute and record energy transactions, and at

the same time store a large amount of reliable data that cannot be manipulated, and at the

same time, supervisory authorities can access it and track it .

We will expand the usage infrastructure through the B2C platform of immersive media art and

increase the usage volume as a B2B platform through the eco-friendly energy project .

Through continuous exploration and argumentation, we will complete the project .

SMP Blockchain Team



The 4th Industrial Revolution and the Financial Industry

As Bill Gates said in 1994 that ŗbankingis necessary,banks are notŘbecame a reality, the 4th

industrial revolution, which is becoming hyper-connected and super-intelligent in all fields, is

data-driven. As the economy opens up, a wave of change is coming to the data-based

financial industry as well.

I'm trying The value chain of financial services is beginning to disintegrate as so-called

'fintech ', a financial technology company, has already appeared in all fields including

traditional banking, securities, insurance, and card business.

Differentiation of Fintech and Financial Industry

With the growth of the fintech industry, the financial services industry is being differentiated,

and financial companies and fintech companies are now able to carry out the functions that

were previously performed by traditional financial companies. Specifically, the service contents

of traditional financial service providers are changing in payment and settlement, insurance,

deposits and loans, funding, investment management, and market infrastructure, and new

fintech companies are replacing their functions . This phenomenon of unbundling by function

in the financial industry is expected to intensify, which will reduce the effect of economies of

scale and scope for financial companies and weaken the profit base such as loan-to-deposit

margins and payment and settlement -related fees.

Differentiation of financial services by function

The financial services sector with the highest degree of substitution is ŗpaymentand

remittanceŘ,and fintech services have already largely replaced it . It is expected that the market

will be segmented by its customer base, and the ŗdepositsand lendingŘsector will retain its

importance for the functions and roles of traditional banks for the time being. Lastly, the field

that will be replaced the most is "virtual currency", and it is not expected that it will grow to a

level that replaces existing money and payment methods yet. The reason is that homework

issues such as high price volatility, low scalability, and the risk of theft or loss due to hacking

have not been solved yet.

2. Blockchain



Fintech and Blockchain

The biggest function of blockchain can be said to be the replacement of arbitrators . It is

evaluated as a powerful technology to solve the problems of fees, corruption/corruption,

financial inclusion, information monopoly, and security caused by mediators by reducing or

replacing the role of mediators in digital asset transactions. Blockchain is a basic technology

that allows traditional financial companies to overcome the tough challenges of non-financial

companies, and is also evaluated as an innovative technology for non-financial companies to

replace the functions of financial companies. It is applied as a base technology for virtual

currency issued by the private sector and digital currency issued by financial companies or

central banks. Financial services in various fields that record transaction information, centered

on global financial companies and IT companies, overseas remittance and money transfer ,

issuance and trading of securities), various projects are underway to apply blockchain

technology .



Media art is art that utilizes these new technologies after the invention of photography, 

telephone, and film, or art that uses new media technologies. At this time, media art using 

digital technology such as IT is digital media art.

The goal of digital media art is to maximize the sensory stimulation of the audience using 

technology to induce the emotion of the original. Multimedia video exhibition ' Carri¯resde 

Provence' located in Les Beaux de Provence, Bouches-du-R¹ne, Provence-Alpes-C¹te d'Azur, 

France lumi¯res)'s 2014 special exhibition <Klimt et Vienne -Un si¯cle d'or et de couleurs> is a 

representative example of immersive media art.

In Korea, <Van Gogh> in Jeju Island's Bunker of Light, <Garden of Light with Masterpieces> 

and <Safari at Night> by Arte Museum are representative. The <Van Gogh> exhibition 

reinterprets the representative work of Dutch painter Vincent van Gogh (Bunker de Lumi¯res, 

1853 - 1890) into immersive media art. The direction and technique that emphasized the 

rough and intense brush strokes and bold color expression of Van Gogh's original work were 

developed by the French company Culture Space, and were developed by Renato Gatto, 

Gianfranco Iannuzzi, and Massimilano Siccardi. ) was directed. The running time of this work is 

32 minutes, and since 900 masterpieces of art are viewed in one place, the efficiency of spatial 

movement is high. This seems to be a significant part that leads to the creation of spectator 

demand.

The intention of this technical art museum exhibition is, first, that it paid attention to the 

determination and flexible lines of the brush strokes, which can be said to be the original 

characteristics of Van Gogh's works.

Second, because it was dark due to the nature of the place that used to be a bunker, it was 

intended to have an immersive dramatic effect by projecting only light with about 90 beam 

projectors so that the audience could be immersed in only the work. In particular, Van Gogh's 

'Starry Night' (1889) work maximized the effect in this intention.

Third, it is an expression technique that visually maximizes an imaginary phenomenon by 

reinterpreting the intention of the work to the extent that it is confusing whether it is an 

exhibition of art or a performance of an immersive drama by filling a bunker with a total 

width of about 100m. It belongs to the category of Sieve video dramas.

3. Digital media art



Figure 1. Digital Media Art

One of the many reasons for applying digital technology in media art is that digital 

technology makes viewers more immersed. [Table 1] summarizes the characteristics of 

immersive digital media art.

Table 1. Features of immersive digital media art

Quarry of light Arte Museum

Arte Museum Bunker of light

Features Explanation

Reinforcing Audience 
Awareness

Maximizing the audience's perception of the work with sound and 
light

Improving the sense of 
unity between the 

audience and the work

When the audience enters the work, they feel that the distance 
between the work and the audience is completely lost.

Enhancing audience 
understanding

It allows us to understand and interpret the work rather than simply 
acquiring information.

Enhanced sense of 
presence

It gives the feeling of seeing the original right in front of you.

Five senses experienceExperience with multiple senses at the same time



Digital media art is a system that allows sense and interactivity to the viewer by applying 

immersive applications to the original work. If it is characterized by interactivity and narrativity , 

the technology used in digital media art is a visualization technology by a beam projector 

that allows these characteristics to be well expressed, an overwhelming and emotional sound 

expression technology, and It is characterized by a technology that facilitates the interaction 

of In particular, technologies such as artificial intelligence, tele sensoriality, and virtual reality 

are expected to have the effect of giving an illusion to the audience and making them 

immerse themselves in the work.

Illusions at this time include wild illusions of emotions and thoughts, aesthetic illusions 

provided by the scene, and moral illusions about others and good and evil.

First, the basic of immersion technology in digital media art is to provide visual stimulation. In 

particular, digital media art uses projection mapping technology that uses multiple projections 

to provide precise moving images. Projection mapping technology is a compound word of 

projection, which means 'to shed light' or 'to throw light', and mapping, which is a concept of 

'to put on'. It is a skill that can give

Projection mapping technology is an example of the Ghost Pixel Visuals team using over 90 

video clips on a 200 -foot sandstone wall at the Red Rocks outdoor concert venue in Morrison, 

Colorado, USA. A typical example is the application of 3D projection mapping technique to 

Squared Labs' performance at the 3 -day electronic music festival (Electronic Daisy Carnival 

(EDC) 2012) in Las Vegas. Projection mapping technology is also being used in experiential 

marketing.

Projection mapping includes overwhelming spatial acoustics. Most immersive media or 

immersive media are being developed based on visual stimuli such as VR. However, 3D audio, 

360-degree rotating sound, and 24 -channel environment are emerging as important 

techniques for media art production such as 3D content. Accordingly, the technology of 

immersive sound and spatial sound has recently emerged and was introduced at the SOSSAS 

Symposium in Seoul, Korea in September 2019. Stockhausen installed 50 loudspeakers in a 

spherical dome. It was arranged in three layers, and the sound was emitted from all directions 

so that the electronic sound was radiated in three dimensions.

4. Project introduction



In this case, since it is possible to express sounds in various directions, the sense of space can 

be increased as much as desired. In line with the recently emerging realistic media art, sound 

that provides a realistic and overwhelming sound close to reality is increasing its importance 

as an immersive technology. In other words, spatial sound as an auditory art in the existing 

video works that depended on vision further maximizes the visual stimulus and raises the level 

of immersion for the audience.

In the end, the better the spatial sound quality of the projection mapping technology as an 

immersion technology, the more suitable sound production will be possible for specific media 

art production.

Quality of projection mapping technology

Interactivity in media art means mutual communication and exchange between works of art 

and viewers. Interactivity is a key technology for producing responsive media art in real time, 

and it is a necessary skill to appreciate and imitate works on sports and martial arts.

In this case, the immersion technology used in new media art may have a function of 

enhancing interactivity. As the interactivity of immersion technology is strengthened, it can 

help communication between works and viewers in media art, so the suitability of immersion 

technology and media art can be improved.

2. Media art viewing characteristics

Media is a means of conveying thoughts, feelings, and meanings between people, and 

broadly, it is an extension and message of the human body and sensory organs.

Through media art, the audience appreciates and understands the original work. In tasks 

related to appreciating these works, the similarity of the media art to the original, the degree 

of fame of the original (because the higher the reputation, the easier to understand), the 

accessibility of the original (the more easily accessible the work, the easier it is to understand) 

because it will be easier) was selected as the viewing characteristic. According to the uncanny 

valley theory, it is believed that there is a nonlinearity between a robot's human likeness and 

its liking for a robot.

The reason is that when a robot becomes similar to a human, it suddenly induces a sense of 

strangeness, discomfort, or fear, and the likeability of the robot abruptly drops. If Uncanny 

Valley is applied to a media art work, the likeability increases as the media art work is closer 

to the original. It can lead to a loss of interest in art. However, if the similarity is not similar to 

the original, the similarity of the media art to the original will be considered appropriate for 

the use of technology that makes the media art immersive.



Similarity to the original media art

On the other hand, the reputation of the original work will have a positive effect on the 

increase in understanding of the media art. For the quality of digital media art, the quality of 

the performance as a performance such as the story structure of dramatic elements, 

workability, and commercial success is also important, but the reputation of the original is 

probably the most important factor.

Also, people tend to get absorbed in the original work they are familiar with because they will 

not put the cognitive effort into understanding the work. Therefore, the possibility that 

immersion technology will achieve compatibility with media art will be higher.

Original fame and immersion skills

The accessibility of the original is how easily the original can be exposed from the point of 

view of the audience. If you are close to your place of residence (physical proximity) and there 

are no economic or identity obstacles in contacting the original, it can be considered that the 

accessibility of the original is high. And the higher the accessibility of the original, the less 

willing the audience will be to meet the original through digital media art. In other words, 

they will not try to have a virtual experience of the work by using a separate immersion 

technology for the highly accessible original.

3. Immersion technology -Media art suitability

Immersion in visual art is an effective aesthetic effect from the ancient mimesis -centered 

visual mechanism to digital media art. When using various technologies to make immersion 

more effective in the production of digital media art, the target work (original) is usually 

considered. At this time, from Theodor W. Adorno's view that technological media will hinder 

the contemplative immersion because it impedes the viewer's autonomous imagination, digital 

technology on the contrary enhances human perception and makes it possible to immerse 

yourself in a richer interpretation of the image. There is even the view of Walter Benjamin that

It is known that there is a trade -off between immersion technology and the audience's actual 

immersion. This suggests that in digital media art, the immersion of the audience can be 

guaranteed only when the immersion technology is properly used according to the 

characteristics of the work. In other words. If the immersion technology used in a specific 

digital media art meets the intention of media art directing and information delivery, viewers 

can heighten their immersion into the world of the work through the work.



According to the traditional TTF theory, TTF is known to have a positive effect on satisfaction.

Also, TUSPEM (Technology Utilization, Satisfaction and Performance Model), a form of a 

technology -performance hybrid model, presupposes a significant causal relationship between 

skill-task suitability and satisfaction. In the context of digital media art, we propose the 

concept of immersion technology -media art suitability by substituting immersion technology 

for technology and media art viewing for tasks. Then, based on the TTF and TUSPEM theories, 

immersion technology -media art suitability is expected to affect audience satisfaction.



Immersion

In general, it is known that immersion has a positive effect on satisfaction. This trend was also 

confirmed in the context of information -based services, museum visits, and museum visits. 

Therefore, even in the situation of viewing digital media art, immersion is expected to have a 

positive effect on satisfaction.

In fact, digital media art is a work intended for the immersion of the audience, and in a wide 

closed space, the audience becomes one with the work world and understands the work 

cognitively and emotionally in the overwhelming color, movement, and spatial sound of the 

work. Because it is a device, immersion will give the viewer a sense of satisfaction.

In the traditional information system theory, a positive causal relationship is established 

between satisfaction and revisit intention in terms of user loyalty, which is also found in the 

tourism field. Therefore, this trend also appears in digital media art viewing.



In summary, the characteristics of immersive technology used in digital media art and the 

effect of perception of suitability according to the viewing characteristics of media art on 

immersion, satisfaction, and revisit intention are examined.

First, it was found that the higher the similarity and the reputation of the original image and 

the projection mapping quality of the immersion technology characteristic and the media art 

viewing characteristic, the higher the perception of relevance. appeared to do At this time, 

when looking at the standardization coefficient, it was found that the similarity of the original, 

the reputation of the original, the projection mapping quality, and the accessibility of the 

original had a significant effect on the perception of relevance in the order of accessibility.

Second, it was found that the original reputation and relevance perception of media art 

viewing characteristics increase the sense of immersion in media art exhibitions. This sense of 

immersion increases the audience's satisfaction with the exhibition, which has a positive effect 

on the intention to revisit.

Third, it was an expected result that the lower the access to the original media art, the higher 

the relevance. The audience perceived that the more difficult it was to access or purchase the 

original work geographically and economically, the more appropriate it was to use immersion 

technology to digitalize the original work. This is because, despite the convenience and 

popularity that digital media art provides, immersive technology is suitable for giving an 

impression comparable to the original.

Fourth, among the immersive technologies, the projection mapping quality had a significant 

effect on the fit, whereas the interactivity had no relation with the fit. The projection mapping 

technology is suitable for conveying the authority felt in the masterpiece as a one -sided 

projection, but it seems that the response of the masterpiece to the stimulus input by the 

audience is because it is not suitable for the authority of the masterpiece. Also, the current 

viewing of digital media art is not an exclusive experience, but because other audiences 

observe one's interaction with the work, it must have been limited to have a sense of 

immersion. It will lead to a new reaction to suitability by developing an interactive technology 

that hinders the original work.



First of all, we graft the first attempt to apply the task -technology suitability theory in the field 

of digital media art, the recent trend of immersive content, which is a success in the form of 

immersive content or virtual convergence (Extended Reality) with different task -technological 

suitability. It will be shown that it is a useful concept to explain The fact that immersion 

technology and media art characteristics do not directly affect the feeling of immersion 

through the verification of the business model but go through the suitability will be effective 

in user selection for information technology -based

Second, more sophisticated and diverse empirical analysis studies in the field of digital media 

art or immersive contents through empirical analysis of the effects of most existing methods 

on content development methods and techniques, or on customer satisfaction and revisit 

intention It is expected to revitalize business by combining interdisciplinary research in the 

fields of business administration and culture and arts.

Our efforts will provide practical implications for producers, engineers, and managers in 

exhibiting, performing, and directing digital media art.

First, it should be noted that it is beneficial to satisfaction and re -visit intention to select a 

work that suits the characteristics of the audience, considering that the sense of satisfaction is 

greater with digital media art for works that are difficult for them to access easily. .

Second, the creation of works using GAN technology in artificial intelligence or deepfake

technology also implies that the general public's evaluation of the content will be good by 

considering the characteristics of the original target and selecting the appropriate GAN 

technology to produce the ensemble.

Third, it provides additional principles to media art designers. While the issue of sustainability 

continues to be raised in content production using virtual reality, augmented reality, and 

immersive content technology, our business will give visitors an idea of what to consider in 

order to keep visiting and revisiting.

Digital media art is establishing itself as one of the powerful alternatives to revitalize the 

digital economy through virtual convergence technology, one of the 4th industrial revolution. 

Now is the time to make a full -fledged effort on the factors that influence the success of 

digital media art in terms of the success of information technology or marketing. By selecting 

and applying an immersive technology suitable for the characteristics of the media art being 

viewed (reputation, accessibility, etc.)



Creationof spacefor creativity

Visitors to facilities including exhibition 

halls can experience creating new 

things rather than wasting time, 

including works on display.

Through the media art education 

center and the media play center, all 

spaces of the museum will be 

composed of the concept of a creative 

studio where you can learn pleasure 

and knowledge through art beyond 

time consumption.

4-1. Thailand art museum

Starting from the first floor, you can enjoy the cultural complex on the second floor. With a small

outdoor concert hall and beautifully decorated outdoor landscaping, it is designed as a movement

route so that you can enjoy and relax as a wedding and broadcast filming location. Through this

configuration, visitors will be able to stay for at least an hour and enjoy exhibitions, food and

beverages, and a complex cultural space..

Space features

V Creative space design for visitors on the theme of art and science

VWith the concept that humans are creative animals, we plan content so that visitors can create

their own new creations in all spaces, including the exhibition hall.

VMaking your own souvenirs (Birch name tag, laser-processed metal crafts, recycled bags, etc.)

V Direct production of your own art products (Planetarium, Theo Jansen Kinetic Art, Music Box,

etc.)

V Producing media art works in collaboration with artists

V All visitors become creators and experience new concepts of art + science + makers content

as a space where they can become writers.



V Satisfying the curiosity of local and foreign tourists through exhibition halls of the seven

wonders of the world

V Understanding and acquiring knowledge about art through the Media Art Education Center



Art museum floor plan

1st floor exhibition hall and ticket sales

V Final work selection and space interior 

planning

V Installation of various interactive digital 

media art contents

V Interactive art zone

V Light and light zone

V Sketch Aquarium (Safari) Zone

V Natural zone

VWorld Media Art Pavilion

V 7 Wonders Exhibition Hall

ü Composition of a small exhibition 

space between spaces (using small 

screens and beam projectors)

ü Small Lecture Space (Media Art 

Education Center. Small Lecture and 

Experience Space)

ü Book cafe-style library and MD 

product display stand

ü 3D Interactive Art Exhibition Hall

ü cafe stand

ü Various workshops (wood workshop, 

leather workshop, plastic workshop)

ü Science cafe (3D printer, CNC, etc.)

ü Sale of souvenirs and art household 

items

2nd floor exhibition hall and rest area



Artechouse in Washington, USA TeamLab in Florida, USA

Leicang in Beijing, China Meow Wolf in Santa Fe, USA

MAAG Halle in Zurich, Switzerland Factory Obscura in Oklahoma, USA

Mori Digital Art Museum in Japan Bunker of light in Korea


