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Planning and Proposal of Virtual Experience Content in the
Cultural Heritage Conservation Science Lab
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Abstract

Preservation history of Korea has grown significantly in a short period of time and the need for
preservation of cultural assets has been recognized since the 1970s. The scientific preservation of cultural
assets has emerged recently, not just in the type of dimension in which they are repaired and maintained,
but in addition to preserving the value of cultural assets as much as possible and establishing a sense of
pride and cultural identity for our culture. This study selected the theme of developing educational contents
that can introduce the role of conservation science room and the importance of conservation science for
continuous development of cultural heritage analysis and preservation science research, and through virtual
reality space and game elements, interactive media contents that can be experienced and learned about
preservation and treatment of cultural assets in museums are proposed. Interactive media is a media content
that audiences can directly participate in, and such content can increase learning effectiveness by simply
inducing interest and motivation rather than images or images.
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[Table 1] Preservation process step by step [7]
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[Table 2] Comparison of virtual reality content types [11]
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[Fig. 2] Scene of entrance to the conservation science room

[Fig. 3] Inside Introduction Scene of Preservation Science Office
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