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Abstract

Today, the so called Virtual Reality(VR) is closely related to our lives. Virtual reality contents such as
games - video - education are gradually becoming diversified. The market economy system of VR related
businesses is already been activated and These changes are also making a lot of changes to the public
education institution, the Museum. The exhibition space of the museum, built as a virtual reality, is being
transformed into a ubiquitous environment that combines the real world and the virtual world to minimize
space-time constraints and make convenient use of computer resources anytime, anywhere. It also provides
various museum contents for exhibitions, education and experience programs, making visitors active cultural
consumers. However, most of the musicians still operate as a classic life-oriented exhibition system, and the
various devices installed in the museum are used as a secondary means of exhibition or education due to
problems such as high cost of the device, inconvenience of movement, low resolution, and lack of content,
but failed to change the paradigm of the museum itself. The study was to study the virtual reality contents
related to the smooth interaction through the five senses Experience in the virtual space as various
utilization methods of the virtual reality for activating the museum. To this end, we will examine and
discuss cases where the principles of five senses are being applied to VR, an interface between humans
and computers.
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[Fig. 6] Axon VR : Axon Suit & Axon Station
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[Fig. 8] From the left, National University of Singapore’s Taste+ smart cup and spoon
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