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Abstract

Virtual reality technology merges with various industrial fields to create new markets and contents. The production
technology of virtual reality contents which has a characteristic to provide new experience to users is applied not
only to the entertainment but also to the traditional culture. Future contents are created and many studies that
apply the features of traditional culture and virtual reality technology effectively. The study of applying the
traditional cultural features and virtual reality technology effectively has also been a lot of progress at domestics
and overseas. In this study, we discussed the process of producing virtual reality contents by shooting Korean
traditional dance with a 360 degree camera. There is a purpose of precedent research that should be considered
when producing traditional dance contents using virtual reality technology in this paper. In order to create
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A Study on the Virtual Reality Content of Korean Tradlitional Dance

successful virtual reality contents, content production team should understand the traditional dance by attending
many rehearsals, and dancers should form a consensus on the application of virtual reality to traditional dance.
Creators, performers, and stage staff all need to understand virtual reality technology and collaborate on the
artwork to create high-quality virtual reality content.
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[Fig. 1] RICOH THETA V 360 Camera
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[Fig. 2] 360 video of Korean traditional dance at the first rehearsal
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[Fig. 3] 360 video of Korean traditional dance at the final rehearsal
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