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Thank you for the warm introduction, and I'm Dr LEE from Korea. I'm
the Director of the Korea Culture and Tourism Institute, a public research
organisation. It's my honour to speak to such distinguished audience in
beautiful place. | would like to speak in Korean from now on. Thank you.

| am researching on the culture industry, and I'd like to begin my
presentation from the perspective of the culture industry. First of all,
I'd like to explain about the status of the culture industry. It has been
growing sustainably with an average annual growth of 4%. Games,
movies, and broadcast are the main leading areas. Globally speaking,
Korean industry market size is about the seventh. However, compared
with the GBT, it is evaluated as the number one place, so we can say that
the Korean culture industry has a very competitive edge.

If we look at the budget support from the Korean Government, since our
institution was established 20 years ago, the budget has increased as
well. In Korea, culture industry has been growing rapidly. As you know,
the culture industry is based on the technology because the content is
conveyed through the media, and the media adopts the most advanced
technology. In that case, let's have a look on how media has evolved.

Media development has evolved, making new connections. For example,
reading books or watching movies is what we call the single media,
which presents the content unilaterally. However, after the third
industrial revolution, the smartphone and then the combined media
have appeared, and more connections have been made possible by
media. After the fourth industrial revolution, since the technology has
evolved, and the immersive media has appeared, and through the
immersive media, media has been becoming perfect. How has media
been perfected? I'd like to show you one video clip.

Media connects people, as well as perfects people, creating new
connections. In that case, how have people, the users, changed? Let us
talk about the human beings, the users. In the single media or the mass
media, people accepted the media as a one-way acceptance. However,
in the combined media era, people have got more involved through the
interactive participation.
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Now, | would like to show you one programme in Korea. The viewers
watch it, and then they give their opinions. If you look at the side, this is
what we call chatting. Then the programme content keeps changing. You
can see that the people get more involved, and people participate in the
actual broadcast. In the immersive media area, the people's behaviour
is becoming the database, and this database actually changes the
contents. The user themselves become a component of the contents.

| have explained to you about the technology change and acceptance,
and how the profession has been made. | also explained about the
interaction. The contents have changed as a convergence between
technology and then the human beings. For example, in the past, a
picture was the media, and then media become a technology-based
change. This one also changes the people's life as people have had
more leisure time, and TV has become the public culture. Then it has
evolved as the arrow is showing.

In that case, where is the arrow going? | believe the arrow is going to
expand the human being's experiences. Now, | would like to discuss
the arrow's direction, which is the change of the new technology. The
first change is the expansion of knowledge. It was edited and given
unilaterally in the past.

However, it is now produced through the algorithms stored in the
database. | would like to show you one video, which is called Plot. If
you input the keyword, based on the big data, the character plot will
be made. Then with the addition of artificial intelligence (Al), creation is
possible. Early this year in Japan, an Al writer has passed a preliminary
test in the literature award contest.

People have been receiving data. However, in the future, or even now,
everything that people receive is the algorithm-based information. |
call it turning algorithm. | give you an example. Have you heard of the
lawyer Ross? This is an Al lawyer. In fact, one law firm has employed
this lawyer, Ross, who's specialising in default. This lawyer gives the
consulting service based on the big data algorithm.

This is a custom-made service. This is because of the accumulation
of the big data, and in order to do that, the communication should be
possible from the human-to-human communication to the human-to-
non-human communication, as you see it.

The second change is the expansion of the immersive experience. In the
past, contents were conveyed through the visual presentation. However,
through the multisensory contents, more and more realistic experiences
are made. In the past, people just viewed simply. However, people can
go through the realistic experience nowadays. Also, these experiences
are called multi-modality. One example is that... I'll show you one Al
game.
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This realistic experience just gave the immersion, and instead of using
the mouse, people can actually shoot with a gun in the office. This will
give a great impact to our society. Therefore, we need to think very
actively about the morals and the guidelines in the virtual reality. We
really have to think about it in the future.

Lastly, the third change is the expansion of the emotions. In the future
when we read the book or watch the movie, we eat popcorns. It was a
very simple platform. However, at the moment, the borderlines between
games and the movies are becoming blurred. Do you know that X-Men,
Avengers, and Spiderman all come from the same source? They are the
heroes from the Marvel comics. Then they have their own universe. This
universe has no border among the platforms.

| would like to show you latest game from the company called Marvel.
This was actually very successful in tandem with the opening of the
movie called Thor. The main characters are appearing in the games.
You can actually download from movie to the games. This is Thor, the
character. | can't really show you much because of the time constraint.

Now | would like to show you one thing, a video clip that crosses the
platforms. In that way, people can share their emotions across the globe.
I'll show you Ping Pong, which is an educational video clip. This is also
the mobile application. This children's song has become very popular.
On YouTube, it has reached one billion views.

Very simple action and movement. The emotion that the shark gives is
shared globally. On TV, one Hollywood movie actress actually copied it,
as you can see it now. All the Asians doing the movement ... looked very
happy and joyful. The whole world could share this pleasure. However,
we have something called intellectual property. The core of intellectual
property is actually the human being's creativity. Again, the driving force
of technology comes back to the human beings.

Now, I'd like to explain to you why Korea has been dealing with the
cultural issues in the Ministry of Culture. It's because they have a
different policy, and | believe that it's important to maintain the balance
between the cultural factor and the commercial value together. Today, |
would like to tell you that we should continue talking about the human
because the human beings are the core of the intellectual properties and
creativity. Thank you very much.

95



	ACCF 2017 post event booklet_Final.pdf

