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Art-Tech Performance Case Study for 'The Korean Wave' Business
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Abstract In contrast to the global public's interest in the Korean Wave, which has persisted since the early
2000s, our efforts and knowledge on business studies that combine art and technology are limited. This study
utilizes a case study methodology to select and analyze notable examples of the integration of various
technologies into the performing arts for the growth of Korean performing arts and the continued growth of the
Korean Wave.

In particular, cases of performing arts utilizing Metaverse have been presented recently, but there is a lack of
consideration from the stakeholders' perspective. This study aims to suggest implications for the revitalization of
performing arts through the integration of various technologies through case study analysis from these

perspectives.
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