ARAEHe] Matrix Mandala TZ %4

A Study on Structure Analysis for Digital Mirror-Network with
Matrix Mandalas

%7 (Yang, Lee Gha)

7 qesta AlZpe e e of el ajel ot




A7 ¢ o] Matrix Mandala 7-%3#4] - 2|7}

=20t

Abstract

o. st A2

II. Matrix Mandala

VI. Sensory Qualia &8

VI. 8Eo| O o|EY

VI. 22
0238
(keyword)

Mandala, Matrix, Qualia

=290

UAY He A2 AR, shbe] a4
Eol SJalA A, TaGH 4, Fao) 93 9
Zrolu} 7 el SUAE A2 PR 9
& 9l Sgleh, ol el QIzkel AAS 1 v o
Hahs Pl A% X Bt P U4 B o

:(3%
2
> U‘.H‘U
N3
Mo
o g
i
-

3
o
£
ol

rEoa e
)
off
ol
ol
py
ol
ol
¥ 4
&
it
olr
o
B o
rf
e
1o
w
o,
o
mly
o
o,
=
b

33 7HA g

FAEo] 4YHE 7Hge] ATl mAAH F2F AN
b uge W, 0§ MiEds, dhu 43E + 9o
W, o ul Wil fALE FEE AfATD RS
o A7 A EYstatt e s T2 g
v AAss 2 A4l o8, B 04w
2% EE BAl0] BARAY AAAS Aoz, A9
o At Yo F9FH AGA A e
2y o BASFAAGRL 2 Aol

oAg - taEyele] AHA 7se, TAbEE AL
1 7Tl ARE A Aol & 4 e
o] BE o|op7|AE 7} HIEFA ] o AAALE A
7} J1, 283 tAE JEYR oA zddys 5

Ade] AL 74 A QAzke] Y3t 3 F=A 9
A+ 5 X 3H(multi synchronization) AAE geldth ¢
g SFAYS dket 159 A 5ol o8 PE
2 =A3kstar eIk Multiverse®] 7Hd 2 viE2] 20
PAAME} 29T, Azke] ZF9-F, a8 stevety

BeFE, weke AdoRA 4 24ssn drka ¥

AAH 4BE A9HoE £8, 2P A P9
olMel e, o oa, Qe ATHewA
o Aolsels AA7I& ola] E& Fuisha o
Qualiac] o1&, AHEAIE o] A AF o 948 |
oRA FAL WY, AY, OF % Zssk 379 99
94 Aol ABe 27T ALS FAT 4
gtk Wby e ad A3 QxS AL
Aol QA $FFa0t vekRA YA e 5

ool lths 7HdS A7shs Aotk

- 264 -



===

Abstract

Starting from the mythical period, the human sense
has

brought the functional flow of the mirror through
which the self reflects the ego accumulating the
mythical experience.

As we move into the age of digital technology, we
realized that such cognition environment has a matrix
structure based on digital network.

It is confirmed that such transparency and reflectivity
are formed based on the mandala structure which
forms radial symmetry from the multiverse to

microverse.
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