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Abstract

Through convergenced on Art and technology, ICT is being used in art works. Interactive art that is completed
through interaction with users is in the spotlight. In addition, we deal with interactive media and augmented reality,
which are production technologies. And Focusing on the exhibition "WAI Project' on the theme of role conflict, we
propose experience-based content based on interactive media. The production technique used is augmented reality and
real-time video synthesis in which virtual graphics are fused to the real environment, and is produced using Unity
and vvvv, respectively. Finally, a survey was conducted to confirm the interaction with users, and based on the

results derived, the future complementary points and suitability of the experience-based content were analyzed.
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