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[Abstract]

Korea's ancestral culture has limited travel and contact due to Corona (COVID-19). In addition, Korean
ancestral culture meets in person to commemorate the deceased. In this paper, we propose a
non-face-to-face metaverse memorial platform service that can commemorate the deceased and perform
ancestral rites in the cyber world (virtual reality) by applying the metaverse technology. The services
proposed in the study consisted of a remembrance hall that displays the life story of the deceased, a
ancestral hall that conducts ancestral rites for the deceased, and a deceased pavilion that checks the remains
and wills of the deceased. In addition, the virtual reality device (HMD: Head Mounted Display) set the
teleportation and content resolution to 4K to minimize dizziness. In particular, the priests applied interaction
technology to provide an immersive service for ancestral rites between family members. The researched
memorial hall metaverse service is a metaverse-based platform service that allows anyone to commemorate

the deceased as a family unit in a non-face-to-face state rather than face-to-face.

» Key words: Cyber Memorial Hall, Metaverse Platform Service, Memorial Hall for the Deceased,
Digital Twin, Photon Unity Server
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Fig. 3. 360 degree Photo Scan of Avatar
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Fig. 5. 360 degree Photo Scan of Avatar
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3.3 3D Space design for Memorial Hall
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Fig. 13. Ancestral rites Interaction
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Table 1. Oculus Quest 2 Input Device Recognition

Axis2D.Primary Thumbstick
Button.Primary Thumbstick (stick press)

Butlon.Start
Reserved
Button.Two

Button.One

Axis1D.PrimaryindexTrigger

Axis1D.PrimaryHandTrigger

Registered Connected Get device
device list device information
E 3
Controller Device name Left, Right
key control Import controller
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Table 2. Consist of contents of memorial hall

Contents Modeling/Material/contents
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Fig. 14. Connect to Multi—User Server Flow

Fig. 15. Implementation of Multi-User Server
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Table 3. Development environment

Division Tools Description
0s Windows 10 Operation System
RAM/HDD 8Gbyte/258Gbyte
3D Maya 3D Space and Object
Modeling Blender 3D Text and Material
Engine Unity 2019 Object Control and Set
Language Visual Studio | C# script and control
HMD Oculus quest 2 | Head Mounted Device
Resolution 4K(3840X2160) | 3d space and object
FPS 60/120Hz Play Speed

Table 4. Memorial Hall Components
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1) -
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