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Design and Implementation of a Unity—based Data-Driven
Interactive System for Korean Cultural Content
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Abstract

This study designed and implemented a data-driven interactive system utilizing the Unity engine to convey the
chronological evolution of Korean cultural content. The system, which integrates JavaScript Object Notation (JSON)-based
item management and a visual elaboration module, was tested on 30 users to verify its usability. The results showed a
high average positive response of over 4.5 points across all items, and the video module's learning enhancement effect was
particularly evident. This demonstrates that real-time engine-based interactive content is an effective technological
mechanism for knowledge transfer. Future research plans to expand the platform to Augmented Reality (AR) and Web
Graphics Library (WebGL) to enhance its applicability and versatility in diverse leaming environments.
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Table 2. Results of usability and perception analysis for
the interactive system
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