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ABSTRACT

As the use of VR has expanded in many ways, I hope that many people will build good memories if they use this
content by realizing traditional cultural streets. Virtual reality is a good way to solve situations that cannot be seen in
person or that are hard to see now. By implementing traditional cultural streets in virtual reality, we would like to
create and realize traditional cultural streets with the expectation that many people can enjoy and enjoy content
comfortably in places they want, and as a result, have a meaningful time.
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