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[Abstract]

Unlike physical galleries, VR exhibitions can provide an experience that allows visitors to view the works realistically without any
time and space constraints. However, the vast majority of HMD based VR exhibitions use the traditional curating method used in
physical galleries. The traditional curating method overlooks the possibility that virtual reality technology that can create, transform,
and destroy everything in real time can provide. In this paper, we propose a method that can easily transform 2-D artworks into
content that has a sense of 3-D space while maintaining originality providing users with performative and multi-sensory experience
rather than contemplative experience in VR exhibition. In order to examine the effectiveness of the proposed method, a comparison
experiment with a typical VR exhibition method was conducted on 40 people in their 20s and 30s. In the experiment results, users
reported more immersive experiences with statistically significant differences in the proposed VR exhibition method. This study can

be used to provide a more immersive experience in VR exhibitions, which are expected to increase in demand.
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Table 1. Independent t-test results for homogeneity of
Age and Sex distribution between group A and B.
(M: Mean, SD: Standard Deviation, t: t-value, p:
Probability)

Group A Group B
(0=20) (m=20) o P
M SD M SD

Age 2535  3.746 248 | 2262 0.562 577
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Gender
(Male:1, 1.35 0489 130 0470 0330 .744
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Table 2. Paired t-test results in user experience
questions between 2.5-D Content (proposed method)
and 2-D Content (original)
(M: mean, SD: standard deviation, t: t-value, p:
probability, df: degree of freedom)
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Content
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Fhk
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Table 3. In-depth Interview Participants information
Participants 1 2 3 4 5
Age 25 26 27 28 29
Sex Male Female Female Male Male
Occupation Iir(liizrg Graduate ~ Graduate Office  Graduate
P Student Student Worker Student
Student

VR Usage

Frequency 0~1 0~1 23 23 0~1

per month
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