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[Abstract]

With the development of digital technology, Culture Technology, which combines our own cultural content and IT technology,
is attracting attention as a major field of the Fourth Industrial Revolution. In particular, Korea has a long history and high value
cultural properties. Efforts have been made to incorporate new advanced technologies to preserve and inherit these cultural
properties, but most of them have been limited to tangible cultural properties. Therefore, this study produced realistic content that
can preserve and popularize cultural properties by incorporating augmented reality technology, centering on “Yangju Byeolsandae
Nori’, the second important intangible cultural property in Korea. In order to create a new storytelling of “Yangju Byeolsandae
Nori’ suitable for realistic content, first, the original performance of “Yangju Byeolsandae Nori’ was adapted with the bearer, and
second, the actual performances of the bearers were digitized and finally developed realistic contents using Augmented Reality and
Mixed Reality technology.
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. Chapter 4, Lotus Leaves and Dreamy Eyes.

1. Cast member: 1 person (Yeon Leaf)

2. Props: A fan.

3. Content: With a fan to the 6th beat of the slow Yeombul rhythm,

While dancing, they dance by connecting it to a four-beat taryeong rhythm.

II. Chapter 5, Chapter 3, Ae-sadang Beopgo Nori.

1. Cast: 2 people (complete completion, stake)

2. Props: Book, bookchae.

3. Content: Wanbo holds a drum and Polduk holds a drumstick and plays
jokes (a line), then puts down the drum and the drumstick and dances
facing each other.

II. Chapter 6, Chapter 3, Chwibalnori.

1. Cast members: 2 people (handsome, Somu)

2. Props: A twig.

3. Content: Chwibal-i wraps around Somu waist, jadam (line), dances, and
then jadam again, and dances.
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Fig. 1. Development of a scenario for Yangju
Byeolsandae Nori
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Fig. 4. Motion Capture of Actual Performance Movements
of Bearers
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optimize GPS recognition

Establishing programming to subdivide GPS information of
GPS AR process

Polygon lithology to optimize

AR process implementation
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