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Analysis of the Relationship Between Narrative and Immersion as an
Example of a Virtual Human-based K-POP Music Show

Byung Chul Cho” and Sun-Ock Han*

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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Table 1. Narrative Analysis of Music Entertainment Show
Re:VERSE Avatar Singer AVA Dream ALIVE
Narrative Analysis 2023 : 12 Episodes 2022 : 15 Episodes 2022 : 10 Episodes 2022 : 4 Episodes
Kakao Page, Youtube MBN TV CHOSUN TVING
"Dreamer" to achieve
The Avatar of 30 idol singers who are | 10 avatars of the best your dream.
The type Human Being trying to re-debut 10 singers Avatar, the fairy of
. dreams
of
Narrative i
The memory of Partial Restoration of Restoration .O fa dgad
) legendary singer with
the deceased Legendary Singer
a sad story
T EC I 3 Agshed B2YS ATIPonty Be AYs &
T 1S o o wo) Tulsh YEE BAS e ele) FY3E Rl At
el oleie A7 Arhe WEY Filel Ust 57w} HA
‘ohuet Aol 94 % 1089 WD Felo] Y 68 TS ple] U+ Yokw Axe) G5t SAYNA
o] T4 AdE A AR A iiHR S B 5 ke 7FeA S ngith #4
7] el 22 A4 W R F e A2 AARS Ffehe F7HEES] Wk e B J
VA E F5ote FEHol stk o2 e el E At Sote A%l 7] wEolth 5l g Aol A Al A
& 23 MR Frie) 71%d FHel U WS R W BELE ohtel o] st ot 23} vlwste] S5
7N % ot AATE FH3HT 30 el s B3 thoker golo
-

‘bl Ege) g cofulet Aol ok Al A4 ¥AS = 9= £ ok
7R g sta YA H2 o] g 7)o
(Nostalgia) & 733k ‘letoln o] w744 Welgusl 2. SQE SIS 9f3h BAIe| S| 24
F25)0] gluk. ol2lak B4 v} teat AbIA 7)o
& o] Rple) o4 olopr| & Ao hel WO THF i AT BN AR eke] 227 (Connectivity)=
E 2. 2% SUES 918 BUTY| A5 WAl 24
Table 2. Analysis of Communication Method with Audience for Immersion
Re:VERSE
2023 : 12 Avatar Singer AVA Dream ALIVE
Analysis of Communication Method Episodes 2022 : 15 Episodes 2022 : 10 Episodes 2022 : 4 Episodes
Kakao Page, MBN TV CHOSUN TVING
Youtube
Communication - . )
Connectivity with High
Method of the Field (Youtube/SNS) Low Low Low
Audience
Method Mystery/ Tournament Round system Tournament Competition
& Suspense System -High System -Low
Competition P -High 9 -High

6) James Olney, Memory and Narrative : The Weave of Life-Writing,

The University of Chicago Press, pp.8-62, 1998. #]<1&
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ERL gk 5o 7o) opd, 71E AR 840 Bl 8l FAHL ek HAEw|Eto] o] = oA q17ke]
E(Blind) ZAS Zgsty AH3 dolez &o] Afr]ot QAU 7heH, 298 VIR 7P g =9
A 2230 2~(Suspense) & 74 3HA171 & A o]t A e Eop Al 7l Eokolw thE Azl vis &
Al ezp ZAEn|stol o] AAQl <aF o mEH Al A0 2 e e AASE 7 "k vFd F
A7F AR FrE =2 F A =Y AL (Flow Aol A7t EUEE Eol7] Slal o} o A g} 7ol
Channel) @olel w2 A=A Z2 oI =A7 T8 A AHEE], s S v ALY AHYH Foohekdt

3 W47k E 5 QUL A 2RTQeIMe) AN FH A2} ZI(VFX : Visual Bffect)7t 2§ H ek 743, <opu}
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Sohardle O WolEe AW 249 ARHel, B wure] A% F2 Bl 442 10, 20002 T2t
WL Yol HE e ZAST Uk 44 B4 D%e 279 2D ojuvleld AYEt FRALT 2
59 UF WMIE 4RSS BPRTE RO A o £ A% Zeagd VA 164 SR A% o

3. 292 913 e F0l vleol SEE

Table 3. Characteristics analysis of virtual human technology for immersion

Realistic Media Re:VERSE Avatar Singer AVA Dream ALIVE
The type of 2D Virtual Non-Photorealistic Non-Photorealistic Photorealistic
Virtual Virtual Virtual Virtual
Human
Human Human Human Human
Lo Motion Capture Motion Capture Motion Capture Lo o
Similarity (Body, Gesture, Voice) (Body, Gesture, Voice) (Body, Gesture, Voice) Goal for Similarity 100%
Subsidiary characters Subsidiary characters Subsidiary characters
Difference -Fashion, Hair, Acting, -Fashion, Hair, Acting, -Fashion, Hair, Acting, No Difference
Cartoon elements Singing Method Singing Method
Metaverse " o o o
(Real time)
eXtended Partial

Reality Utilization
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Fig. 1. Analysis of Immersion in Music Broadcasting Show using ‘flow channel'
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Table 4. List of in-depth expert interview positioning
Experts Expert Career Position Task Content Experience
Academics & -Theoretically: High
Expert 01 15-20 years Univ. Researcher Content Researcher -In Practice: Middle
General Service -Theoretically: High
Expert 02 20 years more Program Provider Producer -In Practice: Middle
Cable Broadcasting -Theoretically: High
Expert 03 20 years more Company Producer -In Practice: High
Outsourcing . -Theoretically: Middle
Expert 04 20 years more Production Director -In Practice: High
) -Theoretically: Middle
Expert 05 15-20 years Free-Lancer Director -In Practice: High
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