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Abstract

The development of generative artificial intelligence necessitates a review of the changing role of Metaverse content creators.
This study aims to present a collaborative model between creators and generative artificial intelligence within a Metaverse
convergence space. Firstly, this paper examine the creation method and key elements of Metaverse content using generative
artificial intelligence. Secondly, this paper explore the potential of generative artificial intelligence including the processes of data
classification, storage, management, and distribution. Thirdly, based on in-depth interviews with experts, this paper present new
challenges and guidelines for creators for collaborative models. This holds significant value in presenting potential possibilities and
new opportunities for Metaverse content creators.
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Table 2. Elemental Technology for Metaverse Contents Production
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Tech Category & Product

Data Acquisition (Motion Capture)

3D Scanner LiDAR. Multi-view point, Free view point

RGB-D Camera (Kinect, RealSense,
Depth Camera), Xense

3D Data Modeling using Generative Al

3D Virtual Human and Space Modeling (Max, Maya)

Point Cloud, Mesh, Volumetric Grid

Virtual human using Generative Al

Photorealistic Virtual human

Intelligent NPC (Non-Player Character)

Real time Rendering, Interaction

Game Engine 3D Engine

Unreal Engine, Unity
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Fig. 1. Changes in the Creative Work Environment of Creators using Generative Al Tools



A 9 290 2o M ARY A3ATE L& T s P A A 523
(Byung Chul Cho et al.: Study on Content Creation and Collaboration Using Generanve Artificial Intelligence in the Metaverse)

719 B3} &8 vE Sl R AR
St st 7S Wkl Tk 19 1(a)ollA Be A
3} 7rol, A Al 5§ =175 (Application Tools) AR
AEoAlE GHAA & volH Ag SEAA AHAE
AA RS AT etk 7t RS2 thE 530 4
stelo] o] F glom g Bde ~ud FE(Style
Filter)E &3l frAFIAIRE Th2 2EH O] AAEE SEY
1 2KStyle Transfer)o] & 4 Ath Hgh, AepH 2 WOl
23 A A% 7PFE A A AES 54 HEld e
53 ZEZE(Prompt) 9t Fo S YYOE &AL H A
E, ojmx] I3 oYL F v mtlelE: e &
Atk ol gt YAZEF(Workflow)= Y Al RES
ol &gt Frl=e] AAH AE L f+F WA A s
AL ouEttt, AR AAE Al RYZ AAE A=
AREZE e ERE Aol 7y AAE &e Aotk 19
1)l A B A o], ARAbE 718 A wae Bk
o7 o]xe] AFES &t AHEA RES AT F
ATk AREAFE 7180 83 E ol Al RdEE ]
Wt AREA B o] s BY 5 A olF B3l A<l
st A¥} gr7E Golsirh FEI= FA oA AREA}
7FAARE Al EFES Bl ThE A3ES] A olgrl
ek =% Fasteh wEpH A FZRe A AR i<
stel BY AEE 23 AEo] A4 B E Y
S AR 3 2FC2RE ARFEE T
o] Y& Wz  g17] el ol
of AREALE Aol ] HYPH ARSAE YA E AL
oA AAE AFEE te Ao &8
ol gk A&AQ =47t QI Stk

[

gl

;0{

1..

[e)

39
Ex] o
T O0— fE
g/] & o)
H
EOR

do qob

2. ¥ 3.0 AL MEHHA0IM ZAAT
HNH e

ZEIXQ)
HEPH 2 FRl 2] FH P42 219 g, AAET
@ (Instagram), F-FE.(Youtube) L2] 3L | o] 2E-(Facebook)
o] FLdl= ZYE(Platform) FA19] eI =7} ol &
22 AJA FE=(UGC: User Generated Contents)7F 2 71
ot o] g wstE ) 2.0(Web 2.0)°l14] €4 3.09] At}
MZE Fezo Azt wj2E dusr)e g,

s 5 x| = o] ==
3 WM o375 =79 B3R
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