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Revitalization of local community by promotion of local performing arts
utilizing digital technology
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In this study, we recorded the movements of three local performin? arts and
created CG-based training materials and VR-based training materials.We requested the people who
belong to the preservation group to utilize these materials and we asked their opinions. We also
conducted interview surveys with those preservation groups and local residents about archiving these
arts.
As a result, it was suggested that VR-based training materials could be used to practice at school.
In addition, the burden of preservation groups may be reduced by using them. However, many local
entertainment groups are not active all year round and it was pointed out that it is difficult for
them to use digital technology continuously.
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