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A Case Study on Application of Realistic Content to Space Design
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Abstract In a digital multimedia environment with various experiences and communication, We live in an age
where it is possible to experience from imagination to reality realizable by imagination. The remarkable
technology based on ICT has been attracting attention as next generation video service technology from 3DTV,
UHD TV, and hologram. These media, combined with space design, are able to offer us amazing and diverse
experiences. In addition, now, there is a demand for more differentiated contents using human five senses
recognition technology. We analyzed the application of realistic contents to space design. As a result, we have
come to the conclusion that creative production which can express more fun and convenient will be an

important issue.
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<Table 1> SUZOU SKY SCREEN

. China Harmony Times
location
SUZHOU SKY SCREEN Square
year 2008
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<Table 2> VIVA VISION

Las Vegas

VIVA VISON Fremont Street, USA

image

Aso] 25

At

f

Journal of Digital Convergence | 373



<Table 3> THE PLACE SKY SCREEN

location Yeosu Expo Fair,
THE PLACE SKY SCREEN Korea
year 2004
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<Table 4> Singapore SUNTEC Convention Center

Singapore SUNTEC Convention location | Singapore SUNTEC
Center vear 2013
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<Table 5> N—Tower OLED SIGNAGE TUNNEL

Namsan Tower,
Korea

year 2016

N-tower location
OLED Signage tunnel
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