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Producing Augmented Reality Contents to Increase the
Acceptance of Korean Traditional Culture
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Abstract

Realistic media is being used to preserve traditional cultural contents through the advantages of immersion and
presence. In this paper, we propose contents using AR technology to improve the acceptance of Korean traditional
culture. Three features are confirmed through a case survey of AR technology including traditional cultural contents.
Based on the Unity engine, Blender and Vuforia are used to create AR exhibition contents for use in Android
environments. Surveys are conducted to understand the improvement in user acceptance of the proposed contents.
Based on the results, it was confirmed that the user's interest and understanding of traditional culture improved, and
through this, the possibility of developing Korean traditional culture contents using AR is confirmed.
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Table . Case study table from the perspective of user

acceptance
Case | Expression style considering acceptability
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Case culture by realizing augmented reality
2 contents by mixing various elements of
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