
1 : K-POP 169
(Byung Chul Cho et al.: Analysis of the Relationship Between Narrative and Immersion as an Example of a Virtual Human-based K-POP Music

Show)

K-POP

a), a)

Analysis of the Relationship Between Narrative and Immersion as an

Example of a Virtual Human-based K-POP Music Show

Byung Chul Choa) and Sun-Ock Hana)

K-POP .

. 4

, (Csikszentmihalyi) ‘ (Flow)’

. ,

. ,

.

Abstract

In recent times, virtual humans have been strategically employed in K-POP music show. This paper presents an example of
music broadcasting using virtual humans and aims to outline a successful strategy for music broadcasting through the analysis of
the relationship between narrative and immersion. Employing Csikzentmihalyi's "Flow" as analytical frameworks, this research
involves the analysis of four broadcasting programs. In-depth expert interviews were conducted to derive insights for future policy
suggestions. The study reveals that the synergistic impact of virtual human and narrative composition strategies enhances the
success of music broadcasting. These two elements exhibit a complementary relationship, emphasizing the need for continuous
interdisciplinary discussions as a follow-up study to advance the development of music broadcasting.
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Narrative Analysis
Re:VERSE

2023 : 12 Episodes
Kakao Page, Youtube

Avatar Singer
2022 : 15 Episodes

MBN

AVA Dream
2022 : 10 Episodes

TV CHOSUN

ALIVE
2022 : 4 Episodes

TVING

The type
of

Narrative

The Avatar of
Human Being

30 idol singers who are
trying to re-debut

10 avatars of the best
10 singers

"Dreamer" to achieve
your dream.

Avatar, the fairy of
dreams

The memory of
the deceased

Partial Restoration of
Legendary Singer

Restoration of a dead
legendary singer with

a sad story

1.
Table 1. Narrative Analysis of Music Entertainment Show

Analysis of Communication Method

Re:VERSE
2023 : 12
Episodes

Kakao Page,
Youtube

Avatar Singer
2022 : 15 Episodes

MBN

AVA Dream
2022 : 10 Episodes

TV CHOSUN

ALIVE
2022 : 4 Episodes

TVING

Communication
Method of
Audience

Connectivity with
the Field

High
(Youtube/SNS)

Low Low Low

Method
of

Competition

Mystery/
Suspense

Tournament
System
-High

Round system
-High

Tournament
System
-High

Competition
-Low

2.
Table 2. Analysis of Communication Method with Audience for Immersion
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2D Virtual
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Motion Capture

(Body, Gesture, Voice)
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Goal for Similarity 100%

Difference
Subsidiary characters
-Fashion, Hair, Acting,
Cartoon elements

Subsidiary characters
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Subsidiary characters
-Fashion, Hair, Acting,
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No Difference
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× o o o
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Reality

× o o
Partial
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3.
Table 3. Characteristics analysis of virtual human technology for immersion
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Fig. 1. Analysis of Immersion in Music Broadcasting Show using 'flow channel'
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-In Practice: Middle

Expert 02 20 years more
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Program Provider

Producer
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-In Practice: Middle
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Company
Producer
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-In Practice: High
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Outsourcing
Production

Director
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-In Practice: High

Expert 05 15-20 years Free-Lancer Director
-Theoretically: Middle
-In Practice: High

4.
Table 4. List of in-depth expert interview positioning
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