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Recently, new media art genres such as digital art, computer art, internet art, interactive art,

etc. have been activated. In particular, digital media art has a formula called immersive,

emphasizing that realism or immersion is the main technical consideration factor for digital

media art contents. General immersion has been recognized as a factor that enhances user

engagement and satisfaction. There are several types of immersion. In particular, Maggie

Burnette Stronger described the types of immersion in museum exhibitions as experiential

immersion, which relies only on senses without a narrative, and narrative immersion, in which

actors draw narratives in various scenes (narrative). immersion), surround screen technology,

high-definition video, and digital audio, theater-type immersion, interactive immersion that

encourages participation and interaction with the audience through networks and social

media, and computer virtual space It is classified into five types of virtual immersion provided

by However, in recent digital media art, with the development of the 4th industrial revolution

convergence technology, the above five types of immersion are combined and produced. For

example, 'The Quarry of Light' in Provence, France, also falls under experiential immersion and

theater immersion.

Meanwhile, media art is based on digitizing the original. This may enhance the emotion of the

original, but it may also impair satisfaction by giving the impression of a forgery. This effect

will also be related to the degree to which the digital material of media art is similar to the

original. Also, depending on the popularity of the original, the effect of the similarity of the

digital product on the evaluation of the audience may be different. However, in exposing

immersive media art to the audience, how to set the level of similarity to the original work

and the suitability between the type of immersive technology used in digital media art and

the type of media art depend on the audience's immersion and consequent replay.

1. Introduction



It is to empirically analyze the effect on inquiry degree. Through this, we compared whether

immersive technology itself affects the immersion of digital media art, and whether the feeling

of immersion occurs when technology and artwork are fit. It is to be with the world of

blockchain by explaining the suitability of it and empirically analyzing it.

In addition, it is intended to provide a standard for media art producers and planners to select

which media art type according to the characteristics of the original work and which

immersive technology to select according to the selected media art type.

Based on the immersive media art project, we want to complete our platform with good

projects that revitalize eco-friendly energy and the local economy.

At a time when new energy companies around the world are entering the blockchain field one

after another, the growth of the global economy has eased and environmental standards have

become stricter day by day, traditional oil and energy companies are facing a stagnant

development period. Through AI-enabled digital technology, we are looking for ways to

improve industrial processes, improve operational efficiency and safety, and achieve

sustainable goals such as environmental protection.

According to statistics, 72% of oil company executives want to adopt blockchain technology.

In fact, if blockchain is introduced in the energy and resource field, it can maximize tangible

performance and efficiency and simplify the monitoring process. have.

Blockchain provides a platform to effectively execute and record energy transactions, and at

the same time store a large amount of reliable data that cannot be manipulated, and at the

same time, supervisory authorities can access it and track it.

We will expand the usage infrastructure through the B2C platform of immersive media art and

increase the usage volume as a B2B platform through the eco-friendly energy project.

Through continuous exploration and argumentation, we will complete the project.

SMP Blockchain Team



The 4th Industrial Revolution and the Financial Industry

As Bill Gates said in 1994 that “banking is necessary, banks are not” became a reality, the 4th

industrial revolution, which is becoming hyper-connected and super-intelligent in all fields, is

data-driven. As the economy opens up, a wave of change is coming to the data-based

financial industry as well.

I'm trying The value chain of financial services is beginning to disintegrate as so-called

'fintech', a financial technology company, has already appeared in all fields including

traditional banking, securities, insurance, and card business.

Differentiation of Fintech and Financial Industry

With the growth of the fintech industry, the financial services industry is being differentiated,

and financial companies and fintech companies are now able to carry out the functions that

were previously performed by traditional financial companies. Specifically, the service contents

of traditional financial service providers are changing in payment and settlement, insurance,

deposits and loans, funding, investment management, and market infrastructure, and new

fintech companies are replacing their functions. This phenomenon of unbundling by function

in the financial industry is expected to intensify, which will reduce the effect of economies of

scale and scope for financial companies and weaken the profit base such as loan-to-deposit

margins and payment and settlement-related fees.

Differentiation of financial services by function

The financial services sector with the highest degree of substitution is “payment and

remittance”, and fintech services have already largely replaced it. It is expected that the market

will be segmented by its customer base, and the “deposits and lending” sector will retain its

importance for the functions and roles of traditional banks for the time being. Lastly, the field

that will be replaced the most is "virtual currency", and it is not expected that it will grow to a

level that replaces existing money and payment methods yet. The reason is that homework

issues such as high price volatility, low scalability, and the risk of theft or loss due to hacking

have not been solved yet.

2. Blockchain



Fintech and Blockchain

The biggest function of blockchain can be said to be the replacement of arbitrators. It is

evaluated as a powerful technology to solve the problems of fees, corruption/corruption,

financial inclusion, information monopoly, and security caused by mediators by reducing or

replacing the role of mediators in digital asset transactions. Blockchain is a basic technology

that allows traditional financial companies to overcome the tough challenges of non-financial

companies, and is also evaluated as an innovative technology for non-financial companies to

replace the functions of financial companies. It is applied as a base technology for virtual

currency issued by the private sector and digital currency issued by financial companies or

central banks. Financial services in various fields that record transaction information, centered

on global financial companies and IT companies, overseas remittance and money transfer ,

issuance and trading of securities), various projects are underway to apply blockchain

technology.



Media art is art that utilizes these new technologies after the invention of photography, 

telephone, and film, or art that uses new media technologies. At this time, media art using 

digital technology such as IT is digital media art.

The goal of digital media art is to maximize the sensory stimulation of the audience using 

technology to induce the emotion of the original. Multimedia video exhibition 'Carrières de 

Provence' located in Les Beaux de Provence, Bouches-du-Rône, Provence-Alpes-Côte d'Azur, 

France lumières)'s 2014 special exhibition <Klimt et Vienne-Un siècle d'or et de couleurs> is a 

representative example of immersive media art.

In Korea, <Van Gogh> in Jeju Island's Bunker of Light, <Garden of Light with Masterpieces> 

and <Safari at Night> by Arte Museum are representative. The <Van Gogh> exhibition 

reinterprets the representative work of Dutch painter Vincent van Gogh (Bunker de Lumières, 

1853 - 1890) into immersive media art. The direction and technique that emphasized the 

rough and intense brush strokes and bold color expression of Van Gogh's original work were 

developed by the French company Culture Space, and were developed by Renato Gatto, 

Gianfranco Iannuzzi, and Massimilano Siccardi. ) was directed. The running time of this work is 

32 minutes, and since 900 masterpieces of art are viewed in one place, the efficiency of spatial 

movement is high. This seems to be a significant part that leads to the creation of spectator 

demand.

The intention of this technical art museum exhibition is, first, that it paid attention to the 

determination and flexible lines of the brush strokes, which can be said to be the original 

characteristics of Van Gogh's works.

Second, because it was dark due to the nature of the place that used to be a bunker, it was 

intended to have an immersive dramatic effect by projecting only light with about 90 beam 

projectors so that the audience could be immersed in only the work. In particular, Van Gogh's 

'Starry Night' (1889) work maximized the effect in this intention.

Third, it is an expression technique that visually maximizes an imaginary phenomenon by 

reinterpreting the intention of the work to the extent that it is confusing whether it is an 

exhibition of art or a performance of an immersive drama by filling a bunker with a total 

width of about 100m. It belongs to the category of Sieve video dramas.

3. Digital media art



Figure 1. Digital Media Art

One of the many reasons for applying digital technology in media art is that digital 

technology makes viewers more immersed. [Table 1] summarizes the characteristics of 

immersive digital media art.

Table 1. Features of immersive digital media art

Quarry of light Arte Museum

Arte Museum Bunker of light

Features Explanation

Reinforcing Audience 
Awareness

Maximizing the audience's perception of the work with sound and 
light

Improving the sense of 
unity between the 

audience and the work

When the audience enters the work, they feel that the distance 
between the work and the audience is completely lost.

Enhancing audience 
understanding

It allows us to understand and interpret the work rather than simply 
acquiring information.

Enhanced sense of 
presence

It gives the feeling of seeing the original right in front of you.

Five senses experience Experience with multiple senses at the same time



Digital media art is a system that allows sense and interactivity to the viewer by applying 

immersive applications to the original work. If it is characterized by interactivity and narrativity, 

the technology used in digital media art is a visualization technology by a beam projector 

that allows these characteristics to be well expressed, an overwhelming and emotional sound 

expression technology, and It is characterized by a technology that facilitates the interaction 

of In particular, technologies such as artificial intelligence, tele sensoriality, and virtual reality 

are expected to have the effect of giving an illusion to the audience and making them 

immerse themselves in the work.

Illusions at this time include wild illusions of emotions and thoughts, aesthetic illusions 

provided by the scene, and moral illusions about others and good and evil.

First, the basic of immersion technology in digital media art is to provide visual stimulation. In 

particular, digital media art uses projection mapping technology that uses multiple projections 

to provide precise moving images. Projection mapping technology is a compound word of 

projection, which means 'to shed light' or 'to throw light', and mapping, which is a concept of 

'to put on'. It is a skill that can give

Projection mapping technology is an example of the Ghost Pixel Visuals team using over 90 

video clips on a 200-foot sandstone wall at the Red Rocks outdoor concert venue in Morrison, 

Colorado, USA. A typical example is the application of 3D projection mapping technique to 

Squared Labs' performance at the 3-day electronic music festival (Electronic Daisy Carnival 

(EDC) 2012) in Las Vegas. Projection mapping technology is also being used in experiential 

marketing.

Projection mapping includes overwhelming spatial acoustics. Most immersive media or 

immersive media are being developed based on visual stimuli such as VR. However, 3D audio, 

360-degree rotating sound, and 24-channel environment are emerging as important 

techniques for media art production such as 3D content. Accordingly, the technology of 

immersive sound and spatial sound has recently emerged and was introduced at the SOSSAS 

Symposium in Seoul, Korea in September 2019. Stockhausen installed 50 loudspeakers in a 

spherical dome. It was arranged in three layers, and the sound was emitted from all directions 

so that the electronic sound was radiated in three dimensions.

4. Project introduction



In this case, since it is possible to express sounds in various directions, the sense of space can 

be increased as much as desired. In line with the recently emerging realistic media art, sound 

that provides a realistic and overwhelming sound close to reality is increasing its importance 

as an immersive technology. In other words, spatial sound as an auditory art in the existing 

video works that depended on vision further maximizes the visual stimulus and raises the level 

of immersion for the audience.

In the end, the better the spatial sound quality of the projection mapping technology as an 

immersion technology, the more suitable sound production will be possible for specific media 

art production.

Quality of projection mapping technology

Interactivity in media art means mutual communication and exchange between works of art 

and viewers. Interactivity is a key technology for producing responsive media art in real time, 

and it is a necessary skill to appreciate and imitate works on sports and martial arts.

In this case, the immersion technology used in new media art may have a function of 

enhancing interactivity. As the interactivity of immersion technology is strengthened, it can 

help communication between works and viewers in media art, so the suitability of immersion 

technology and media art can be improved.

2. Media art viewing characteristics

Media is a means of conveying thoughts, feelings, and meanings between people, and 

broadly, it is an extension and message of the human body and sensory organs.

Through media art, the audience appreciates and understands the original work. In tasks 

related to appreciating these works, the similarity of the media art to the original, the degree 

of fame of the original (because the higher the reputation, the easier to understand), the 

accessibility of the original (the more easily accessible the work, the easier it is to understand) 

because it will be easier) was selected as the viewing characteristic. According to the uncanny 

valley theory, it is believed that there is a nonlinearity between a robot's human likeness and 

its liking for a robot.

The reason is that when a robot becomes similar to a human, it suddenly induces a sense of 

strangeness, discomfort, or fear, and the likeability of the robot abruptly drops. If Uncanny 

Valley is applied to a media art work, the likeability increases as the media art work is closer 

to the original. It can lead to a loss of interest in art. However, if the similarity is not similar to 

the original, the similarity of the media art to the original will be considered appropriate for 

the use of technology that makes the media art immersive.



Similarity to the original media art

On the other hand, the reputation of the original work will have a positive effect on the 

increase in understanding of the media art. For the quality of digital media art, the quality of 

the performance as a performance such as the story structure of dramatic elements, 

workability, and commercial success is also important, but the reputation of the original is 

probably the most important factor.

Also, people tend to get absorbed in the original work they are familiar with because they will 

not put the cognitive effort into understanding the work. Therefore, the possibility that 

immersion technology will achieve compatibility with media art will be higher.

Original fame and immersion skills

The accessibility of the original is how easily the original can be exposed from the point of 

view of the audience. If you are close to your place of residence (physical proximity) and there 

are no economic or identity obstacles in contacting the original, it can be considered that the 

accessibility of the original is high. And the higher the accessibility of the original, the less 

willing the audience will be to meet the original through digital media art. In other words, 

they will not try to have a virtual experience of the work by using a separate immersion 

technology for the highly accessible original.

3. Immersion technology-Media art suitability

Immersion in visual art is an effective aesthetic effect from the ancient mimesis-centered 

visual mechanism to digital media art. When using various technologies to make immersion 

more effective in the production of digital media art, the target work (original) is usually 

considered. At this time, from Theodor W. Adorno's view that technological media will hinder 

the contemplative immersion because it impedes the viewer's autonomous imagination, digital 

technology on the contrary enhances human perception and makes it possible to immerse 

yourself in a richer interpretation of the image. There is even the view of Walter Benjamin that

It is known that there is a trade-off between immersion technology and the audience's actual 

immersion. This suggests that in digital media art, the immersion of the audience can be 

guaranteed only when the immersion technology is properly used according to the 

characteristics of the work. In other words. If the immersion technology used in a specific 

digital media art meets the intention of media art directing and information delivery, viewers 

can heighten their immersion into the world of the work through the work.



According to the traditional TTF theory, TTF is known to have a positive effect on satisfaction.

Also, TUSPEM (Technology Utilization, Satisfaction and Performance Model), a form of a 

technology-performance hybrid model, presupposes a significant causal relationship between 

skill-task suitability and satisfaction. In the context of digital media art, we propose the 

concept of immersion technology-media art suitability by substituting immersion technology 

for technology and media art viewing for tasks. Then, based on the TTF and TUSPEM theories, 

immersion technology-media art suitability is expected to affect audience satisfaction.



Immersion

In general, it is known that immersion has a positive effect on satisfaction. This trend was also 

confirmed in the context of information-based services, museum visits, and museum visits. 

Therefore, even in the situation of viewing digital media art, immersion is expected to have a 

positive effect on satisfaction.

In fact, digital media art is a work intended for the immersion of the audience, and in a wide 

closed space, the audience becomes one with the work world and understands the work 

cognitively and emotionally in the overwhelming color, movement, and spatial sound of the 

work. Because it is a device, immersion will give the viewer a sense of satisfaction.

In the traditional information system theory, a positive causal relationship is established 

between satisfaction and revisit intention in terms of user loyalty, which is also found in the 

tourism field. Therefore, this trend also appears in digital media art viewing.



In summary, the characteristics of immersive technology used in digital media art and the 

effect of perception of suitability according to the viewing characteristics of media art on 

immersion, satisfaction, and revisit intention are examined.

First, it was found that the higher the similarity and the reputation of the original image and 

the projection mapping quality of the immersion technology characteristic and the media art 

viewing characteristic, the higher the perception of relevance. appeared to do At this time, 

when looking at the standardization coefficient, it was found that the similarity of the original, 

the reputation of the original, the projection mapping quality, and the accessibility of the 

original had a significant effect on the perception of relevance in the order of accessibility.

Second, it was found that the original reputation and relevance perception of media art 

viewing characteristics increase the sense of immersion in media art exhibitions. This sense of 

immersion increases the audience's satisfaction with the exhibition, which has a positive effect 

on the intention to revisit.

Third, it was an expected result that the lower the access to the original media art, the higher 

the relevance. The audience perceived that the more difficult it was to access or purchase the 

original work geographically and economically, the more appropriate it was to use immersion 

technology to digitalize the original work. This is because, despite the convenience and 

popularity that digital media art provides, immersive technology is suitable for giving an 

impression comparable to the original.

Fourth, among the immersive technologies, the projection mapping quality had a significant 

effect on the fit, whereas the interactivity had no relation with the fit. The projection mapping 

technology is suitable for conveying the authority felt in the masterpiece as a one-sided 

projection, but it seems that the response of the masterpiece to the stimulus input by the 

audience is because it is not suitable for the authority of the masterpiece. Also, the current 

viewing of digital media art is not an exclusive experience, but because other audiences 

observe one's interaction with the work, it must have been limited to have a sense of 

immersion. It will lead to a new reaction to suitability by developing an interactive technology 

that hinders the original work.



First of all, we graft the first attempt to apply the task-technology suitability theory in the field 

of digital media art, the recent trend of immersive content, which is a success in the form of 

immersive content or virtual convergence (Extended Reality) with different task-technological 

suitability. It will be shown that it is a useful concept to explain The fact that immersion 

technology and media art characteristics do not directly affect the feeling of immersion 

through the verification of the business model but go through the suitability will be effective 

in user selection for information technology-based

Second, more sophisticated and diverse empirical analysis studies in the field of digital media 

art or immersive contents through empirical analysis of the effects of most existing methods 

on content development methods and techniques, or on customer satisfaction and revisit 

intention It is expected to revitalize business by combining interdisciplinary research in the 

fields of business administration and culture and arts.

Our efforts will provide practical implications for producers, engineers, and managers in 

exhibiting, performing, and directing digital media art.

First, it should be noted that it is beneficial to satisfaction and re-visit intention to select a 

work that suits the characteristics of the audience, considering that the sense of satisfaction is 

greater with digital media art for works that are difficult for them to access easily. .

Second, the creation of works using GAN technology in artificial intelligence or deepfake

technology also implies that the general public's evaluation of the content will be good by 

considering the characteristics of the original target and selecting the appropriate GAN 

technology to produce the ensemble.

Third, it provides additional principles to media art designers. While the issue of sustainability 

continues to be raised in content production using virtual reality, augmented reality, and 

immersive content technology, our business will give visitors an idea of what to consider in 

order to keep visiting and revisiting.

Digital media art is establishing itself as one of the powerful alternatives to revitalize the 

digital economy through virtual convergence technology, one of the 4th industrial revolution. 

Now is the time to make a full-fledged effort on the factors that influence the success of 

digital media art in terms of the success of information technology or marketing. By selecting 

and applying an immersive technology suitable for the characteristics of the media art being 

viewed (reputation, accessibility, etc.)



Creation of space for creativity

Visitors to facilities including exhibition 

halls can experience creating new 

things rather than wasting time, 

including works on display.

Through the media art education 

center and the media play center, all 

spaces of the museum will be 

composed of the concept of a creative 

studio where you can learn pleasure 

and knowledge through art beyond 

time consumption.

4-1. Thailand art museum

Starting from the first floor, you can enjoy the cultural complex on the second floor. With a small

outdoor concert hall and beautifully decorated outdoor landscaping, it is designed as a movement

route so that you can enjoy and relax as a wedding and broadcast filming location. Through this

configuration, visitors will be able to stay for at least an hour and enjoy exhibitions, food and

beverages, and a complex cultural space..

Space features

✓ Creative space design for visitors on the theme of art and science

✓ With the concept that humans are creative animals, we plan content so that visitors can create

their own new creations in all spaces, including the exhibition hall.

✓ Making your own souvenirs (Birch name tag, laser-processed metal crafts, recycled bags, etc.)

✓ Direct production of your own art products (Planetarium, Theo Jansen Kinetic Art, Music Box,

etc.)

✓ Producing media art works in collaboration with artists

✓ All visitors become creators and experience new concepts of art + science + makers content

as a space where they can become writers.



✓ Satisfying the curiosity of local and foreign tourists through exhibition halls of the seven

wonders of the world

✓ Understanding and acquiring knowledge about art through the Media Art Education Center



Art museum floor plan

1st floor exhibition hall and ticket sales

✓ Final work selection and space interior 

planning

✓ Installation of various interactive digital 

media art contents

✓ Interactive art zone

✓ Light and light zone

✓ Sketch Aquarium (Safari) Zone

✓ Natural zone

✓ World Media Art Pavilion

✓ 7 Wonders Exhibition Hall

➢ Composition of a small exhibition 

space between spaces (using small 

screens and beam projectors)

➢ Small Lecture Space (Media Art 

Education Center. Small Lecture and 

Experience Space)

➢ Book cafe-style library and MD 

product display stand

➢ 3D Interactive Art Exhibition Hall

➢ cafe stand

➢ Various workshops (wood workshop, 

leather workshop, plastic workshop)

➢ Science cafe (3D printer, CNC, etc.)

➢ Sale of souvenirs and art household 

items

2nd floor exhibition hall and rest area



Artechouse in Washington, USA TeamLab in Florida, USA

Leicang in Beijing, China Meow Wolf in Santa Fe, USA

MAAG Halle in Zurich, Switzerland Factory Obscura in Oklahoma, USA

Mori Digital Art Museum in Japan Bunker of light in Korea



CEP technology is a cutting-edge technology that converts combustible waste into energy by 

simultaneously mixing and processing. It is a plant that produces infinitely sustainable energy 

using plant and waste resources as raw materials.

Eco-friendly, combustible organic materials can be decomposed within minutes by 

decomposing high-molecular substances into small molecules.

It is a high-value-added business that can produce renewable fuels such as hydrogen, oil, gas, 

and electricity by decomposing waste, generate electricity using renewable fuels, and supply 

hot water using waste heat generated from power generation.

In particular, the existing production method of hydrogen fuel, which is spotlighted as an eco-

friendly and clean fuel of the future, is difficult to commercialize due to its high production 

cost because it extracts hydrogen from gas. can stand.

4-2. Combustible Waste Energy Platform

According to OECD statistics, the average amount of waste generated per person per day is 

about 1,425 g, and more than half of those that are thrown out in the volume-based waste 

disposal system are non-recyclable. In addition, the amount of waste is expected to increase 

by about 70% compared to the present level by 2050 due to urbanization and population 

growth in developing countries.

As the amount of waste worldwide increases every year, it has a serious impact on the rapid 

increase in wastewater, global warming, ecosystem destruction, and environmental pollution.



Multipurpose VDS High Efficiency Fuel Agent with Perfect Combustion Function Chemical 

Characteristics This product is a state-of-the-art, low-carbon, multi-purpose, high-efficiency 

fuel agent with a perfect combustion function that was completed by highly enriching with 

nanoparticles. The characteristics of the VDS high-efficiency fuel system are multi-purpose in 

various fuel standards, and in particular, it is the world's only eco-friendly, high-efficiency fuel 

system that reduces toxic sulfurous acid gas, the main culprit of environmental pollution, by 

up to 90%. The greatest strength of the VDS high-efficiency fuel system is energy saving and 

carbon emission reduction. When heat is applied, the high-efficiency fuel system penetrates 

into the coal and becomes an oxygen source, thereby promoting combustion more efficiently 

than externally supplied oxygen, making the fuel's combustion molecules into nanoparticles. It 

is a state-of-the-art, low-carbon, multi-purpose, high-efficiency fuel agent with high-efficiency 

combustion function completed by high-concentration.

The state-of-the-art VDS high-efficiency fuel system is applied for multiple purposes based on 

liquid fuel, and in particular, it is an eco-friendly product that significantly reduces toxic sulfite 

and nitrogen oxides, which are the main culprits of environmental pollution. VDS high-

efficiency fuel system is a high-performance, high-efficiency product with excellent thermal 

conductivity. Compared to conventional solid fuels in the state of heat fusion, the VDS high-

efficiency fuel system has the advantages of higher thermal conductivity, heat preservation, 

and close to complete combustion.

Energy saving + carbon emission reduction + slag removal to extend the life of 

equipment

Effect and principle of use: Energy saving (improving thermal efficiency), emission reduction 

(reducing air pollution), slag removal (extending equipment life) Reduces soot emissions, also 

reduces naturally occurring dust and fugitive dust. When using VDS high-efficiency fuel 

system, combustion speed is increased, soot carbon emission is reduced, and dust is removed: 

When the scale is melted during exposure for a certain period of time at a temperature of 

800-1200ºC in the boiler furnace, the temperature is relatively low. It is attached to the 

furnace wall (600ºC). At this time, if coal that is not completely combusted is formed by fusion, 

this phenomenon is repeated and the growth of the clinker continues.

4-3. VDS high efficiency fuel



Contains large amounts of ash

((Deterioration of combustion performance))

Generation of fine dust

Hazardous exhaust gas

Incomplete combustion Clinker generation

Combustion equipment 
(boiler)

It is the cheapest among the existing energy resources and is widely used worldwide because of its abundant calorific value.

The heat rate is relatively low, and air pollution due to incomplete combustion and periodic facility maintenance are required.

By improving combustion efficiency with a combustion accelerator (CAA),

- Possible to save fuel, reduce harmful exhaust gas, and reduce facility maintenance cost

Clinker removal and formation method, combustion equipment, extension of life of accessory 

equipment. S02 degassing combined with high-efficiency fuel agent and S02, it induces 

gaseous S02 into a solid, reducing the emission of S02 gas into the atmosphere. In other 

words, if you analyze the ash, it can be seen that sulfur dioxide exists in the form of SO2, S03, 

and S04 in the ash. In the compounds of the High Molecular Compound, the carbon polymer 

carbohydras is converted into the carbohydrate, the final product is converted from –CHO to 

H+ ion reducing substances.



▪ Combustion efficiency is increased by adding compounds that release a large amount of oxygen molecules and 

high point compounds to fuel (about 20%)

▪ The role of reducing and suppressing clinker generation and decomposing and destroying clinker attached to the 

furnace wall through secondary combustion

▪ The additionally generated alkali ions combine with harmful gases to significantly reduce air pollutants

▪ Prevention of corrosion of the inner part of the furnace due to reduction in sulfuric acid production and 

extension of equipment life by reducing Sox

▪ Increasing combustion efficiency to minimize carbon monoxide (CO) and reduce bottom-ash from burning coal

Fuel efficiency improvement 
→ fuel saving

Fuel + CCA Fuel facility (boiler)

Fine dust reduction

Reduction of 
harmful emissions

Inhibition of clinker production

Reduction of coal ash generation



Natural fertilizer

The category of natural fertilizers includes nano-silicic acid protein fertilizers, amino acid 

organic fertilizers, and mineral liquid fertilizers. In the days when technology was not as 

developed as it is now, all natural fertilizers were used. Although chemical fertilizers have 

appeared at present, it is difficult to completely replace the excellent efficacy of natural 

fertilizers.

As is commonly known, at the time of the agricultural society, the efficacy of natural fertilizers 

lasted for a long time, providing the maximum amount of various minerals and nutrients 

necessary for plant growth, and helping to absorb them for a long time, so natural fertilizers 

were used as a foundation.

Natural fertilizers also play a role in improving soil quality, and long-term use of chemical 

fertilizers may cause soil hardening or other side effects. It can improve the physicochemical 

properties of the soil by increasing the activity of

It also enhances porosity, permeability and fertility to form a soil in which crops can grow 

better. The low price is also an advantage of natural fertilizers.

In the past, farmhouses generally used natural fertilizers. This is because natural fertilizers 

could easily become self-sufficient in the course of human production and life without any 

extra effort.

For example, livestock farmers raising chickens, cows, sheep, and pigs can easily obtain high-

quality natural fertilizer, which can be used for cultivation immediately after undergoing 

natural fermentation and humus. On the other hand, chemical fertilizers have a higher cost, 

which increases the production cost of farms, which is unfavorable to increasing economic 

profits. Natural fertilizers contain various nutrients, have a long duration, and have various 

advantages such as improving fertility by improving soil quality.



The main culprit of 

global warming

The large amount of carbon 

dioxide produced when coal 

is burned is more damaging 

to the environment than oil 

or natural gas. The use of 

acidifying chemical fertilizers 

in soils around the world has 

a major impact.

Market outlook

The global agricultural 

material (fertilizer, pesticide, 

etc.) industry is valued at 

USD 112 billion per year, and 

the global organic fertilizer 

market is expected to grow 

at a CAGR of 12.08% in 2017 

to approximately USD 11.2 

billion in 2022.

Abundant world coal 

reserves

Coal is mankind's three 

major energy resources, with 

8,915 tons of reserves 

worldwide, which can be 

used for about 114 years. 

After being buried by plants, 

coal is converted to 

combustible rock through 

heat and pressure and 

contains mostly organic 

matter.

Global interest

China and India are devising 

various ways to use coal to 

protect the environment.

Developed countries set 

limits on the use of chemical 

fertilizers and encourages 

the use of natural fertilizers.

Humic Acid Fertilizer

Humic acid in coal is used 

to manufacture natural 

fertilizers containing 

organic carbon, oxygen, 

hydrogen and trace 

elements.

Basic fertilizer

Polyapatite, green 

fertilizer developed 

based on natural mineral 

elements, non-polluting, 

safe, non-toxic, and no 

causative elements.

Amino acid supplements

Green animal amino acid 

products contain a lot of 

animal amino acids, such as 

preventing protein 

modification of raw materials, 

natural fermentation, 

hydrolysis + fermentation.

Soil conditioner

Coal pulverized powder, 

humic acid makes a soil 

conditioner, which 

oxygenates the soil and 

increases the mineral content.

Natural minerals

During the Mineral Chelate 

production process extracted 

from natural minerals, only 

minerals are used, and organic 

matter is not included.

Liquid minerals

ILLITE It has excellent 

adsorption and 

decomposition power to 

heavy metals and toxic gas, 

and has antibacterial ability.



4-4. SM Pay

In order to expand the SMP ecosystem and for the convenient use of users, we issue 

SMPCOIN developed independently so that global agents and general consumers can easily 

purchase products.

The advantages and convenience of the most recent blockchain have been applied to the 

payment stage, making it possible to supply more convenient and efficient products to 

consumers. The profits generated in this process will be used to build schools and health 

centers, and provide education and medical benefits to help more low-income people realize 

economic independence. We are confident that we will protect the global environment 

through continuous R&D and strengthening our core competencies, and will emerge as a 

world-class eco-friendly company that provides new values for consumers.

In addition to global transactions through SMPCOIN, we issue SM Pay for more convenient 

use and payment, and promote the use of global workers through partnerships with Thai and 

Vietnamese banks.

There are 150,000 Vietnamese workers residing in Korea, and 70-80,000 workers are 

replaced each year as their work visas expire every three years.

Status of foreigners residing in Korea
As of 2016, unit: 10,000 persons

unit: 10,000 personsBy nationality

China

Vietnam

USA

Thailand

Philippines

Uzbekistan

Japan

Source: Ministry of Justice in Korea Excerpt: Yunhap News



Although workers usually remit their wages to Thailand and Vietnam through Korean banks, 

they are exposed to risks such as currency exchange, tax evasion, and money laundering by 

using private currency exchange offices due to high remittance fees and a remittance period 

that takes about 3 days. there is.

We provide convenient deposit and withdrawal services through SM Pay App by issuing 

global cards linked to SMPCOIN to Thai and Vietnamese workers and foreigners using 

Thailand and Vietnam.

API bank linkage

Vietnamese workers

② Salary account registration

③ SM Pay Top-up

Korean company SM Pay App

Family in Vietnam

① Issuance of Korea’s bank account and its linked card /

Issuance of Vietnam's Nam A bank account and its linked card

④ SM Pay Transfer

⑤ Access to all Vietnamese banks’

ATMs and Master Card Affiliates

Nam A Bank

Classification Existing Methods SM Pay

Time/Space Time and geographic constraints Online 24-hour service

Fee About 5~7% of the remittance amount About 1.5~2% of the remittance amount

Language Local language unavailable Local language available

Use scalability
Domestic: Only for 1 bank
Overseas: Only for 1 bank

Domestic: Affiliates with banks&credit card Co.,
Overseas: Affiliates with banks & Master card

Remittance time About 3 days after remittance Real time

Transaction
Confirmation

After visiting the bank, possible to 
check the details

Possible to check always



5. SMPCOIN

SMP Blockchain has issued SMPCOIN. SMPCOIN will fuel the SMP Blockchain ecosystem, used 

by customers, stakeholders, and third-party partners around the world. SMPCOIN is a publicly 

tradeable digital asset that will be used for each activity performed through our platform.

Uses of SMPCOIN

• It is possible to pay for the use of various services, such as admission fees and usage fees, at 

immersive media art museums and affiliates directly managed worldwide.

• Producers, Distributors and Packagers use SMPCOIN to pay monthly subscriptions to the 

Producer mobile app.

• Distributors will use SMPCOIN to connect with producers who fulfill orders by paying a 

monthly fee for platform access.

• Carriers will use SMPCOIN to pay monthly membership fees to access energy distribution 

channels and grow their business.

• Retailers, retailers, and energy service customers pay a subscription fee for the customer 

service app and receive notifications about service availability.

Growing demand for SMPCOIN

SMP Blockchain will make SMPCOIN available on some major cryptocurrency exchanges within 

2-4 weeks after the successful completion of a crowdsale or Initial Exchange Offering (IEO).

Subscriptions for various software solutions (web portals and apps) offered on the SMP 

Blockchain platform are paid using SMPCOIN. These SMPCOINs can be purchased through 

selected coin exchanges. When a member decides to pay for membership using FIAT currency 

instead of SMPCOIN, a 20% premium is added to the higher price on the same day on the 

exchange. This will encourage members to use SMPCOIN to pay service fees and dues.

We will offer a variety of products that can only be purchased through SMPCOIN.

More and more distributors and producers, transporters and consumers will join the platform 

to use B2C and B2B services to get better benefits.

The SMP Blockchain platform continues to grow and the demand for SMPCOIN is expected to 

grow accordingly.



6. Token sales

SMP Blockchain is launching a Pre-Sale or IEO (Initial Exchange Offering) to finance its 

development plans according to the roadmap presented here. This includes developing a 

market footprint (step-by-step expansion from Pattaya, Thailand to Asia and the Americas), 

introduction of high-tech platforms, supporting tools (web portals, mobile apps and future 

technologies), and progressive tokenization of the company’s ecosystem on blockchain. 

Included. Revitalize your community and optimize your operating costs.

Fundraising goal

The main goals of the token sale are to operate a stable immersive media art museum, finance 

the development of a blockchain platform, develop a platform access tool (mobile app), and 

implement the platform step-by-step globally and support the platform.

We are developing an immersive media art construction and global marketplace MVP. A 

portion of the funds will be used to increase adoption of these platforms and build Energy 

Tracking traction for blockchain products.

The soft cap of the ICO is set at $4 million Ether, and the hard cap is set at $20 million.

Once the hard cap is reached through the token sale, the SMP Blockchain will provide the 

necessary liquidity to operate and maintain the blockchain platform in Public-Private 

Partnership (PPP) mode for the first 2-3 years of operation, and the team will continue to 

support the platform for a long period of time. You will develop a possible revenue model.

15%

35%

25%

9%

8%

3%

5%

Private Sale Pre Sale R&D and Future Business Company Team Advisors Bounty



The fixed supply of SMP tokens is 2 billion as defined in the Klaytn smart contract.

The distribution is:

• Private-Sale: After 15% of tokens are allocated to institutions and first-time participants, 

unsold tokens are burned after the end of the sale.

• Pre-Sale: After 35% of tokens are allocated to general participants, unsold tokens are burned 

after the end of the sale.

• R&D and Future Business: 25% of tokens will be used for future business in the SMP 

ecosystem.

• Foundation: 9% of tokens will be allocated to and held by the Foundation.

• Team: 8% of tokens are allocated to founders and teams (including reserve for future 

members). A one-year lock period is conditional.

• Advisors: 3% of tokens are used for global advisors.

• Bounty: 5% of tokens are used for various events.



7. Fund Allocation

Funds collected through the token sale will be used to realize identified milestones and 

support operational, marketing and legal activities.

▶ Platform/tool development - 30% of the funds raised will be invested in the development of 

the SMP Blockchain platform and app/portal support ecosystem.

▶ Marketing and Sales - 15% of the raised funds will be used to spread awareness of the 

project, promote marketing activities, and promote sales.

▶ Cloud Infrastructure – 10% of the funds will be used to run blockchain nodes and APIs in 

the cloud.

▶ Legal Fees – 5% of the funds are set aside for legal fees, accounting and overhead related 

to government compliance.

▶ Fundraising – 5% of funds are allocated for fundraising, including platform fees and 

payment gateway fees.

▶ Eco-friendly product development – 30% of the funds raised will be used for sustainable 

development of eco-friendly products, oils, organic fertilizers, soil conditioners, catalysts, etc. 

and market expansion.

▶ Business operation and support services - 5% of the funds raised will be used for customer 

support to the SMP Blockchain platform, operational support and platform users.

30%

30%

15%

10%

5%
5%

5%

Blockchain Platform & App Development Developing eco-friendly products

Marketing & Sale Cloud Infrastructure

Legal Fee Fundraising

Business Operations



Marketing plan

The funds raised through the token sale will provide the necessary liquidity for the SMP 

Blockchain to implement the platform in the PPP model, develop eco-friendly products, and 

expand the market.

Market access in developing countries:

To reach potential markets in emerging countries, we plan to attend exhibitions and 

conferences. We will also do a lot of B2B and B2A marketing in our target markets.

We follow strong social media and we plan to use it to reach potential customers.

Our past experience in promoting media art and awareness campaigns related to the energy 

industry will give us the added advantage of using this platform to expand our user base.

Our brand values for immersive media art and our commitment to improving energy safety are 

resonating with a variety of government social goals and objectives. We are also contacting 

various government agencies and NGOs to integrate our solutions with our existing businesses.



8. History & RoadMap



9. Team & Advisors

CEO
ByongYeop Kum

CMO
SeongRock Lee

Developer
DongHo Seo

Advisor
KyuJin Hwang

Advisor
ByeongHa Lee

Advisor
YoulHee Cho

Advisor
ByungWn Jeon  

Developer
KyeBong Choi

Marketing
Sermpon Tilakul

Marketing
Mike Lee

Advisor 
MyeongHo Hyeon

Advisor
Kwang seok Kim

Developer
HyoSeung Moon



10. Risk

The given whitepaper document is intended to publish information about the SMPCOIN 

project to potential participants of the platform and those wishing to contribute to its 

development. The information set forth above may not be complete and does not imply a 

contractual relationship. The sole purpose of this document is to provide information to 

potential Coin owners, so it can be used for the purpose of project analysis to acquire 

SMPCOIN based on it. No part of this white paper shall be deemed to constitute a prospectus 

or lien and shall in no way be related to the purchase restriction or offer of securities in any 

jurisdiction.

This document has not been prepared in accordance with and is not subject to the laws or 

regulations of any jurisdiction intended to protect contributors. Certain statements, estimates 

and financial information contained in this white paper constitute forward-looking information. 

Such forward-looking statements or information may be subject to risks and uncertainties that 

could cause the results to differ materially from the forward-looking statements.

This whitepaper is the official source of information regarding the SMPCOIN project and coin 

launch. The information contained herein may be translated into other languages or used to 

establish written or oral communications with potential partners or project participants. As a 

result of translation, some information contained herein may be missing, corrupted or 

misrepresented. In the event of any conflict between the translated version or communication 

and the English version of the official white paper, the content of the official white paper in 

Korean will be deemed the original and will take precedence.

The SMPCOIN project team reserves the right to change the contents of this white paper. In 

the event of any conflicting differences between the various versions of the White Paper, the 

latest version of the whitepaper published on the website shall prevail, and all previously 

published versions shall be deemed invalid. The information provided through this whitepaper 

and website is of a descriptive nature only, is not legally binding and does not constitute the 

conditions of the coin creation event (the “Terms”). In particular, you should be aware that 

purchasing SMPCOIN involves a high level of risk.



This document states that 'distribution to the public and the provision and sale of 'SMPCOIN 

may be restricted by law in certain jurisdictions, which may result in violating restricted laws. 

Currently, SMPCOIN is not registered under the United States Securities Act of 1933 (the 

"Securities Act") or with any securities regulator of any state or other jurisdiction within the 

United States. SMPCOIN may not be offered or sold to citizens and permanent residents of the 

United States (taxpayers and others), or individuals who have a primary residence within the 

United States, including Puerto Rico, the U.S. Virgin Islands, or other U.S.-owned territories. 

SMPCOIN cannot be offered or sold to citizens and permanent residents of Singapore 

(taxpayers and others), or individuals who have a primary residence in Singapore.

We make no warranty and assume no responsibility for the above conditions to be met. It is 

the sole responsibility of the readers and potential participants of this document to determine 

whether the relevant laws of their region or country of residence prohibit participation in the 

coin sale.

SMPCOIN Token Legal Considerations

SMPCOIN does not grant token holders the right to participate in the control, direction or 

decision-making of company ownership, equity or management of the company. Individuals, 

businesses and other organizations should carefully consider the costs, risks, and benefits of 

acquiring SMPCOIN. We make no promises regarding the future performance or value of 

SMPCOIN. This includes the promise of the intrinsic value of SMPCOIN, the promise of 

continuous settlement, and the promise that the value of SMPCOIN will not decrease or hold a 

certain value. SMPCOIN is non-refundable. Buyers of SMPCOIN must assume the entire risk 

involved in purchasing SMPCOIN and acknowledge that the SMPCOIN platform is currently 

under development and subject to significant changes.

1. SMPCOIN is not purchased with the expectation of profit for its potential value. SMPCOIN is 

purchased by stakeholders, publishers, other network participants, or their service providers to 

secure services on the SMPCOIN platform in advance.

2. SMPCOIN does not constitute a shareholding agreement that expects profits from the 

business or management efforts of others.

3. SMPCOIN is not for investment or foreign exchange speculation, and SMPCOIN reserves the 

right to refuse to sell coins to buyers who cannot prove their substantive intention to purchase 

Coins for their intended purpose.



All investment decisions are made by those who wish to purchase SMPCOIN separately from 

other SMPCOIN owners or SMPCOIN platform stakeholders.

Legal restrictions in Canada, Singapore and Hong Kong

Singapore, Canada and Hong Kong all have legal restrictions regarding coin sales. In July 2017, 

the Monetary Authority of Singapore (MAS) stated that coins were subject to their jurisdiction 

if they 'constitute a commodity regulated under the Securities and Futures Act'. Some offers 

may be eligible for SFA while others are not. Therefore, issuers of digital coins, intermediaries 

facilitating or advising the offering of digital coins, and platforms that facilitate the trading of 

digital coins should seek legal advice and, where appropriate, consult with MAS to ensure 

compliance with all applicable laws. ' There was an official announcement from MAS..

In August 2017, the Canadian Financial Supervisory Commission (CSA) published Notice 46-307 

on Initial Coin Offerings (ICOs), referring to the Howey Test to determine whether a coin meets 

the definition of a security.

In early September 2017, the Hong Kong Securities and Exchange Commission (SES) 

announced that coins issued through an ICO could be classified as securities.

Legal restrictions in Korea

At the end of September 2017, the Financial Supervisory Service of the Republic of Korea 

banned domestic companies from participating in the initial coin offering. SMPCOIN's 

management reserves the right to stop providing SMPCOIN in Korea if the Korean financial 

regulator prohibits Korean residents residing in Korea and overseas Koreans from participating 

in the coin sale. SMPCOIN is issued based on a smart contract on a blockchain platform. Smart 

contracts are digital tools for contract fulfillment based on programming algorithms. SMPCOIN 

smart contracts must fully comply with all applicable laws and regulations and comply with 

legal requirements regarding confidentiality of information.



In order to sell and purchase SMPCOIN on the SMPCOIN platform, you may be required to 

provide personal data. Personal data is information used to identify an individual. Examples of 

personal data that are collected include names, addresses, e-mail addresses, phone numbers 

and fax numbers. Personal data may be collected in a number of ways, including application 

through the project website, correspondence, telephone, fax and e-mail. We protect personal 

information through the application of the Privacy Policy and compliance with the Terms of 

Use. In general, an individual may require a bank to delete data related to transactions on the 

banking system. Blockchain does not allow erasure of data for executed transactions. 

Accordingly, users who conduct transactions through the blockchain in relation to the sale and 

disposal of SMPCOIN tokens must be aware of the above facts and provide a waiver waiving 

their right to request the removal of such data from the blockchain. In order to protect users 

from legal risks and risks related to policy and regulation, we manage risks through advisory 

and close partnerships with renowned international law firms.

Know Your Customer (KYC) and Fraud Prevention

We are putting considerable effort into customer identification and fraud prevention issues in 

order to provide a safe and transparent business model to our customers and cryptocurrency 

owners. We will make the following efforts to ensure that our services are not used as illegal 

materials to induce criminal motives.

1. We will thoroughly verify the identity of the customer by legally obtaining sufficient 

information about the customer.

2. We will conduct a detailed audit of all ongoing businesses on the SMPCOIN platform and 

review them so that the business proceeds transparently and efficiently.

3. We will thoroughly manage customers and transactions suspected of being illegal through 

continuous monitoring.



SMPCOIN Blockchain


