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[Abstract]

This study proposes that digital media history is a branch of history using digital methodology. Digital media history has a
distinct curriculum of video image production in more detail than in the existing digital history. It largely comprises two areas:
database building and video image production. In digital media history, learners first secure in-depth and diverse domain
knowledge by establishing a framework of historical awareness on the subject through historical databases. They then use digital
video editing software such as VFX and 3D modeling to generate ideas and produce realistic video images. Today, these
immersive video images are used as materials for virtual worlds. If history learners develop their capabilities as digital video
media producers, they can develop content production techniques that can be used in the digital virtual world. Therefore, in digital
media history, learners can develop the ability to live in the digital virtual world by forming historical awareness through media

and producing it with digital media by maximizing their historical-digital narrative capabilities.
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Fig. 1. Nuke Video image making process 1
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Fig. 2. Nuke Video image making process 2
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a8 7. tHE HQIE 1 33 8. oHE H|elg 2
Fig. 7. Matte painting 1 Fig. 8. Matte painting 2
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Fig. 9. Matte painting 3
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Fig. 10. 3D recreation of Tudor London
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Fia. 11. 3D recreation of the Middle Ages
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Fig. 13. Hungnam evacuation image 2
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Fig. 14. Hungnam evacuation image 3

= 15 SIEPS-JFXR OIDIXI Hlole 4
Fig. 15. Hungnam evacuation image 4
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Fig. 16. Hungnam evacuation matte painting
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Table 1. A curriculum of Digital media history

Curriculum Tools Effects
. oSV - Domain knowledge
History DB building - Digital literacy
- SQL ) .
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- Photoshop
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. ' gnder - Media literacy
Video image producing | - Unity o X
- Digital narrative
- Nuke
- Unreal
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