The 4'th ID, which is THE core?




The 4'th industrial revolution, is it for real?
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Industrial Revolutions
Agricultural revolution
(1'st) Industrial revolution
2'nd Industrial revolution

3'rd Industrial revolution (in general)
- Computer, Internet

3'rd Industrial revolution by Jeremy Rifkin (2011)

- Digital power 2 Distributed capitalism

3'rd Industrial revolution by Chris Anderson (2010)

- Digital power 2 Distributed manufacturing
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<The Electricity Fairy>, Raoul Dufy, for Pavilion of Light & Electricity, World Expo (1937)




SANUARY 3, 1983
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PERSON OF THE YEAR

Yes, you.
You control the Information Age.
Welcome to your world.
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PERSON OF THE YEAR
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National Geographic 2001




Technological Essence of the 4’th Industrial Revolution

Digital power (Hardware-based)
- Digital power (Software-based) E=°l &7t

Digitalization

- Physicalization 22| ¢t
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Networks of computers
< Networks of (almost) everything 22 T =
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Kinds of Mankind

1. Those who own the machine

2. Those who can do what the machines cannot do

3. Those who can do what the machine do not want
to do

4. Those who do not belong to 1, 2, and 3.
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Modern Society as a Non-Linear System

Chaos phenomena (Unpredictable)
Sensitive to the initial condition
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Bi-furcation

Cyber-Democracy

Cyber-Autocracy
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1Xt Mechanical power

- 2%} Electrical power

H s,

NENET

Printed media

Electronic Media

3%} Digital power Digital media
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MAHH vs. O/CIO{HTH

1X} Mechanical power

2Kt Electrical power
3X} Digital power

CA4x 2

Printed media
Electronic media

Digital media
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MUY vs. 0]C|0fH

1Xt Mechanical power  + Printed media

2X} Electrical power - Electronic media
3%t Digital power - Digital media
4%} Hybrid power - Hybrid media
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Hybrid 2, Hybrid ®4
1. Analog + Digital
2. Hardware + Software
3. Algorithm + Data
4. Physical + Cyber

5. Content + Media + Platform
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UNESCO Cultural Cycle
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Consumption/
Participation
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Dissemination/
Transmission
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Content, Media, and Platform

-

Hybrid media vs. Multi-media ?

Wl
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Hybrid 2, Hybrid ®4
1. Analog + Digital
2. Hardware + Software
3. Algorithm + Data
4. Physical + Cyber
5. Content + Media + Platform
6. Producer + Distributer + Consumer = Prosumer

7. Artist + Curator + Audience = Artience
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Ten Unsolved Problems in CT

1. Game of the Future

2. Movies of the Future

3. Social media of the Future

4. Metaverse/Cyberspace of the future

5. Giga/5G Contents, Giga/5G Services

Wl
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6. Future of ‘Smart’

7. Information overload, abuse, misuse, privacy, publicity

8. Content-Media-Platform Democracy

9. Embedding culture to manufacturing goods

10. Soft sustainability
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Towards Content-Media-Platform Democracy
1. Content creation tools

2.

3.

4.

5.

6.

7.

8.

@
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Towards Content-Media-Platform Democracy

Open access to the public (Big) Data
Free/Low-cost access to media (including cloud)
Curation tools

Free/Low-cost public platforms

Healthy eco-system, including copy-right/copy-left

S vk W

7.
8.
Towards Content-Media-Platform Democracy
1. kl

o'& 81
2. Open access to the public (Big) Daz‘a /
3. Free/Low-cost access to media (including c/oua) ~
4. Curation tools
5. Free/Low-cost public platforms
6. Healthy eco-system, including copy-right/copy-left
7.
8.
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Human Resources

AOIXL (Creator)

M AXL (Producer)

CHZ (Prosumer, Artience)

Towards Content-Media-Platform Democracy

2

3.

4,

5.

6.

7. Content creating ability &*s4

8. Content appreciation ability #Z&s=
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LHEHE vs.  MAE

1Xt Mechanical power - Time
2K} Electrical power - Space (Physical)
3X} Digital power . Space (Cyber)
- 4X} Hybrid power - Hybrid space (Cyber-Physical)

2017 Kwangyun Wohn. All rights reserved.
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MASMH s EHAEHE

|

1X} Mechanical power - Factories, Transportations
2K} Electrical power - World Wars | & Il, Cold War
3%} Digital power - Capitalism

- 4%} Hybrid power - Democracy

2017 Kwangyun Wohn. All rights reserved.
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Media of the Future
Nicholas Negroponte (~1985)

Televisio

Hybrid Environment

Buildings

Urban
Furnitur, Environment

Nature
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Future Trends

« Tele-Vision =2 Tele-Presence

Box =2 Window = Wall 2> Portal

Single-Func. = Multi-Func. = Universal

Uni-Directional = Bi-Directional = Multi-directional

Fovea > Peripheral

Home-based Hybrid - Media

b

G-netwark

Internet
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