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[Abstract]

This study analyzed how computer-based digital technology affects convergence performing arts
according to the trend of the times of domestic performing arts. Based on the analyzed contents, the
purpose of the study was to propose an appropriate use plan for performing arts and technology and a
plan for future development of convergence performing arts.

Looking at the analysis results according to the purpose of the study, as a first step, the use of
video technology developed in the performing arts stage using video technology evolved into holograms,
media art, and 3D techniques. In the second step, technology and art were fused using artificial
intelligence and robots. Artificial intelligence composed music, choreographed dance, and wrote a play
script. In addition, robots performed and played with humans on stage. Third, virtual space was also
used in performing arts. It was possible to direct spaces in various places using virtual spaces rather
than performance halls and stage spaces.

In this way, performing arts using digital technology will become more diverse and professional, and
things that are possible in imagination that cross boundaries will be developed into reality. This study
proposes a convergence that appropriately utilizes various technologies of digital and computer while
maintaining the area of creation that humans can do and the expressiveness and artistry they express. In
preparation for these changes in the times, future convergence performing artists should be able to
acquire a combination of artistry and technology of stage technology experts who can use digital
technology, professional actors who can express artistry along with Al, and professionals who can

create art by manipulating Al
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I. Introduction

1. Significance of Research
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II. Theoretical Background

1. Convergence Performing Arts

1) Definition of Convergence Performing Arts
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2. The Impact of Digital Technology on the
Performing Arts
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III. Computer Technology Development
and Convergence Performing Arts with
the Change of the Times

1. Before the Development of Digital Technology
- Beginning of the Convergence Performing Arts
between Technology and Performing Arts
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2. Development of Digital Technology -
Convergence Performing Arts between
Technology and Performing Arts

ORI 7149] AAke AFEI0] AL ojujdict. 2

A5 2010 Qe e Sge eSS 75
Qlrfo] Z7kS Uilc = AEqt AZA ] 7o) ek
I 2 QA shict.

B 72 sdled 7SSt A

I Aoflzofl Ui _I"QT %ﬁﬂr EH%% =
oz J8iA 715t o2
7125 st ol=fet 7l§o*—l% p Oil%ﬂ ARt <
A Ax v 5ol 7ISHA o M }%%Ejr. 3
2y ARE Zle2 7189 ds 7159 SRS
of ‘At sddlle 7158tE 7HssAl shitt.

ZletEde Mz e FEE HEol Wo9] AR
AQl A2 t]tjojotEs= bl QlojA sk Ul%i
A dle2rt EQit Eot Zetdselold AR Vs
€ 220l opd ¥1 =3 Adshs 3AA 0] QO*Ur
o|AH Aol HAIE vlo] 7]aat g5 FE= M
A Al=EAL 2 AI=E Sl WRSH E AT 10].

Et 7w IR sAdlso] oA FHE AR R
SF A sttt BR8(2006) AltHA 7]t &
5719 HEu|olahs o] fofylon frjjo] tiefetol
3RS ookl sHYITH11]. 342016)= 1990 T HH
Foozo] ol gael S Clofat 3 2R

REE] ARIiEkL Bastste12), ol Al
Aol YR} 71 egTolets Agoe
dle ZEH= TRl tiets 7 A E QI 13].

I} At S5 TAolE ARk WresES
%

l=l

E

|
4y

N

Py ek

OH

O
.
E

oz AAsIec Fae Y 0P B2
83 §EY FAE EAAR WU I

@ elolzo steplo i @y U3
1% St gastol Wkl

® 1% A EH 4R 7wt Aol 585
T sidat FAlo) YAleke Aze 7Yl
AlEE9jon, W HETH=

=

I B | 2 =
2 9lck ol 273 BASHL g Axlo) g3t
ut] YERE, PUA AlZe] YA EoR U
3], FRR2017)9] A7 WS Zo| FcH14]. &
A7) E2I7e 712Ael SRt A2, B2 Alofo.

2 90 9ol Agsisien 52 Tﬂ A2, e
299 o|2711A| 3 %

Table 1. Convergence of Performing Arts and
Technology History of Performing Arts Content

Existing sets of performing arts (dance,

1990s theater) and stage art using lighting to
multimedia stage by producing videos
With the development of hologram and
2000s digital imaging technology, the stage is

three-dimensional in 3D and 4D.

Performing arts, dance, and theater, as
well as fine arts, media, digital media
(media arts) and convergence content

The Digital Age

Convergence of Artificial Intelligence
and Performing Arts (Choreography,
Composition, Lyrics, Art Drawing)
Robot Playing and Performing Arts
(Robots and Performances)
Augmented Reality and Performing Arts

The Al Era
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Fig. 5. * Orchestral Series IV.—Absence' Performance

Fig. 7. Al Gugak Concert
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