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ABSTRACT

Recently, culture technology (CT), which combines cultural contents and IT technology, is being watched as a new
growth engine, and IT technology is actively utilized in preserving, inheriting and utilizing cultural heritage. For this, new
areas of convergence of IT technology and cultural heritage are attracting attention. In particular, virtual reality is a
representative area of IT convergence in the era of the fourth industrial revolution. Although some studies have been
conducted to utilize virtual reality technology to preserve and inform cultural heritage, it is mainly limited to tangible
cultural properties. In this study, we propose a methodology to develop contents of intangible cultural heritage using
virtual reality technology in intangible cultural properties. To do this, we classify the types of intangible cultural
properties to apply the technology to each type of intangible cultural property.

Next, virtual reality, augmented reality, and 360°VR video technology are applied to the intangible cultural properties
classified.
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Table. 1 Virtual Reality Concept
A technology that makes 100% virtual space and
Virtual | objects according to human imagination in a
Reality | computer and enables them to experience it as
real
A A computer graphlcs techpology that logks like
Reali it actually exists by adding virtual objects or
v environments to existing objects or environments
5 During playback, you can use various devices to
360°VR L .
Video select the direction or point you want to see, that
is, you can rotate the video 360 degrees
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Table. 2 Intangible cultural properties type classification

Category Sub Category

Music, dance, performance, comprehensive
art, other performing arts

Traditional
Performing - Arts

Traditional .
. Craft, Architecture, Art
techniques
. Private medicine knowledge, production
Traditional .
knowledge, natural and cosmic knowledge,
knowledge

and other traditional knowledge

Oral tradition
and expression

Language expression, tradition, other oral
expression

Traditional life | Seasonal customs, clothing, diet, home life,

custom and other lifestyle customs
Ceremony- Folk belief rituals, lifetime rituals,
Rituals religious rituals, other ceremonies, rituals
Traditional . .
. Play, F 1 ft, M 1
play-Martial art ay, Festival, Craft, Martial art
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Table. 3 Content classification by region

Table. 4 Definition of Intangible Cultural Properties
Types for Applying Virtual Reality

Type .
TP Definition
classification
A type of experiencing artistic activities
The type of art | emotionally and appreciating it by providing
a realistic environment
Using a sensible interface, a type that
The type of | acquires knowledge by the actual action that
knowledge |reflects direct contact with the body
sensation and body movements
It provides physical interaction between
physical environment and virtual environment
The type of . . . .
. . and multimedia experience through various
information . .
media. The type of learning through
information or materials through it

Table. 5 Types of Reclassified Intangible Cultural
Properties for Applying Virtual Reality

Reclassification type Existing type

Area classification Contents

Culture and Art Pure premium, popular entertainment,
Content etc.

Life, trade, entertainment, software,

Information content L
religion, etc.

Knowledge content | Academic, education, ideology, etc.
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Traditional Performing -Arts

Oral tradition and expression

The type of art
Ceremony-Rituals
Traditional play-Martial art
The type of knowledge Traditional techniques

Traditional knowledge

The type of information
Traditional life custom
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Table. 6 Characteristic comparison of 360°VR video
and the type of art

Type of art 360°VR video
Exhibition,
performance-oriented | Appreciate of active video
event

The importance of visual

. . . Providing excellent visual information
and auditory immersion

Experience and immersion experience
using HMD

The type of culture and
artistic appreciation

Easy to make, compatible between
products, with a variety of content

A vivid presence is
important
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Table. 7 Characteristic comparison of VR and the type
of knowledge

J
o
N

Type of knowledge Virtual Reality
Acquire functional 3D virtual world of 100%
knowledge computer graphics
Practice type through

. Interact in virtual environments
physical movement

Interactive via interactive

. Suitable for education and training
interface

Not only visual and auditory, but
also sense of touch

Repetitive experience
possible

Possible to implement a world

Unfamiliar items L .
! that does not exist in reality
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Table. 8 Characteristic comparison of AR and the type
of information

The type of information Augment reality

Information

. 1.A hi li
transmission dd computer graphics to reality

The generation, provision and
communication of information

The range of contents is
wide.

Active information

. . Physical interface
acquisition and learning

Add, delete, and modify images in
the real world

Various media
experience possible
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