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A study on the Interaction of Immersive Contents
Focusing on the National Museum of Korea Immersive Digital
Gallery and Arte Museum Jeju
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Abstract The purpose of this study is to derive interaction types that appear variously in immersive
contents through John Dewey's empirical theory, and to explore how the derived types are delivered
in real cases. For this reason, two cases of the National Museum of Korea ‘Immersive Digital Gallery’
and ‘Arte Museum Jeju’ were analyzed through interaction types derived from the empirical theory. The
interaction types derived based on the experience theory are the elements of 'multi—sensory',
'simultaneous experience' and 'sensory expansion'. In both cases, these types appear connected rather
than grafted one by one in common. In one direction, ‘multi—sensory’ leads to ‘sensory expansion’, and
in two directions, ‘simultaneous experience leads to ‘sensory expansion’. As such, the core types of
communication between technology and humans are not delivered one by one, but a cycle of
interaction is formed in multiple ways. Therefore, it can be seen that the interaction type of immersive
contents is expanded step by step by fusion of various senses and experiences in various fields, rather
than a 1:1 partial delivery method. Based on this, it will be necessary to study how types are expanded
and how viewers are affected when interaction is implemented in immersive contents in the future.
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Table 1. Classification of interaction types of Immersive

contents
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Fig. 1. Immersive Digital Gallery 1:

Panoramic Scenes
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