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10 Paradigm Shift 

1986~1996
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3.  Global Market

–

Non Existing Product
First of its kind

(vs. )

Venture



(1998)

• –

• PaperMagic – 3-D 
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HiBeBe (1998)

• system

• Romance 

Absolutely needless, miserable without this.

• Intra Communication

•
– 9 plus 12

– Baby talk

– Baby movie

– Pregaboard

– Mom’s Diary



(2000)

•

• Idea 

• Braiding 
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Intel Two Post

MS M&A

Motorola 6ơ – Eight Shift

3M 3 – 30

HP Down-to-Drain

Toyota Lexus(6)

Fanak 6 – 100%

Matsushita Probe(JVC)

Media Lab Demo or Die

서울대공학연구소 QDND
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