-p-l-l- -

CIX|E 2 X &5 =2 X|
Journal of Digital Contents Society
Vol. 24, No. 5, pp. 915-923, May. 2023 M) Check for updates

VR 7hE2E 7|He| FEES A7y U EE0 2ot A4 - 1M 88 AU (=5
)9 LA E =2 See2

zjsa-u‘ Y 8
F

MZIIST Of S8 T SRR SAIDY  SMZNST of=aH A 2A mA

lOI-

-

A Study on the Reconstruction and Ultilization of Intangible
Cultural Heritage Based on Virtual Space - Focused on the Digital

Reconstruction of the Traditional Dance <Samgomoo>
Ha-Ree Jun' - Sang-Yong Kim*"

"Doctor's Course, Department of Art&Technology, Sogang University, Seoul 04107, Korea
Zprofessor, Department of Art&Technology, Sogang University, Seoul 04107, Korea

2 o

TR B A EA o] FElE 2t A 7] wiitel] BEo] o ek o] 5% B F(objectness) B Bl ® HEE = Ao of
y7lell @A & etk Aozt A 9] E3AE 3 Rl A Lol obH Sl ol d o] fr 2 FEESAE TR
BESEAL tioll Al B & A2 o= Al e = s iete] a7 H Y AOM

2=l A e AE 1 F-820 AuFCEdHE YA FRE24 SIS 1] 2 BESH, 7] FIll A glso] A
SR8 A4 AR ol B, % Tl AL ADE LT Bk, T AL VR 7171 Bote] A AL
W g 7| E3te] Folake] 9 S A 2aka 7hg et Aale] kA e] Fo) 9lel wate] At o 4 R A
B Aol B A RE hEH Hg AR ake o) 2 A7) ol ol7} ik,
[Abstract]

It is difficult to preserve tangible cultural properties because they do not have a form as an object. Hence, it is not easy for
the present generation to enjoy the cultural assets of the past because they are not preserved to maintain objectivity. Owing to
this reason, a plan is required to preserve intangible cultural heritage with advanced technology and make it accessible to the
public in a convenient manner.

In this study, we attempt to maintain and preserve the cultural heritage of Samgomoo (a traditional Korean drum dance) as
digital content, allowing the public to experience the resonance of the drum and the liveliness of the dance in a virtual space. We
recorded users’ experiences of Samgomoo through VR devices, visualized the participant's actions and examined the dance actions
in both virtual and present spaces. The significance of this study is experimentation with new, popular approaches to enhance the
traditional inheritance of intangible cultural heritage.
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technology of human intangible cultural heritage
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