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Mankind has
culture of the times by studying on costume each

researched on understanding of

the times. Costume is an expression of human life
style, at the same time, is recognized as the most
representative products of life culture.

Cultural industry is being seemed as important
since this 21 century is an era of culture. It is
important for cultural industry to be successful that
it has to have components such as universal and
alive, traditional and modemn ones. Therefore selection
of items is important. Costume is valvable as an
item of cultural industry since it has traditional
elements of each ethnic group and modem elements,
from this fact it is getting arise that costume as a
part of cultural industry is getting more important
since 21 century is an era of cultural industry.

This study is intended to present the direction of
development of digital cultural industry through
current situation of domestic and abroad cultural
industry by showing the importance of cultural industry
market and Korean costume avatar development model
by analyzing Korean costume avatar service.

The Methodologies of this study are consisted of
theoretic one that is focusing on documents and
practical one that is focusing on examples. Theoretic
study presented theoretic frame of cultural industry
and avatar through consideration of documents to
analyze avatar theoretically and fractionation of
cultural industry of mankind. Practical one considers
of such as representative domestic portal sites MSN
messenger power plus, sayclub, freechal and daum.
As for the analysis of avatar chatting sites, 8
chatting sites were selected such as imaru, avatar
chatting, glass city, tinggo, popple, lovetoky, 4pple.

com and c-maker. This study analyzed these 12
sites to types of service provided, kind of items,
price level of items, whether these had Korean
costume item or not.

The results of this study are as followings.

First, it is the expansion of traditional costume
Through
Korean costume avatar that is digitalized Korean

recognition through using the Internet.
traditional costume, Hanbok, we can get educational
effects through expansion of Korean culture and in
the process of purchasing avatar clothes items we
can know the kinds and names of traditional clothes
and how to use. Also we can let new generation to
have self-importance about Korean traditional culture
by letting them experience costume by the times
and by the kinds through intemet and mobile devices.

Second, it is the materialization of cultural contents
digital culture industrialization through using of
traditional costume. Digital contents industrialization
about traditional costume of past and presents that
are being processed is staying in a level of simple
research and contents. This study can insurance
contents competitive power of culture contents by
presenting industrialization possibility through digital
contents through development model. And it is
expected to have huge effect on entrance and security
of market by letting an institution to be in charge
of industrialization which excavated and developed
origins of culture. Also, it is expected to contribute
to expansion of research and development of
industrial-educational cooperation for the realization

of digital industrialization of cultural contents.
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