http://dx.doi.org/10.13067/JKIECS.2014.9.12.1455

Py o] wate kel tigk A
e
The study on the development of media facades
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ABSTRACT

In the future we are likely to see the development of public media with traditional media is out of the screen using a digital
signage media facade. The purpose of searching for effective production and planning methods and message effects when planning
messages the public can empathize with and accept. In this paper, we want to include the utilization of production techniques and
media facade by applying culture and art and presenting how this can be applied to corporate advertising.
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Table 1. Reflection coefficient
. Reflectance . Reflectance
Materials ) Materials )
wall paper 78~80 white paint 60
news paper 45~55 gray paint 60~80
white calcium .
carbonate 60~80 black paint 35~55
white wall 60 red brick 10~35
dark yellow _ gray fiber
wall 10~30 board 4
wood(white) 40~60 wood(yellow 30~0
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Table 2. Brightness difference with example

Brightness
Diffefence Sort
0.01 lux crescent
0.27 lux full moon
50 lux living room
100 lux corridor/toilet
320 lux darkness daytime
1000 lux artificial lighting (studio lighting)
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Table 3. Mapping progress step

w

Object arrangement

l
Beam projection
l
2D image pattern, Mapio2 pattern mapping
l

2D, 3D animation projection
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