HErE el EPS
Korea Computer Graphics Society Vol. 30, No. 3, P. 23~34

Wishbowl: B3¢ gl & o}o] & Verse’day HZ|H|T] @ 9 Eoly
AR AR FA A2 A AT
oA A At o471
St 22 e golsy

{leesebin, kj4483, kimdyae } @soongsil.ac kr, jungjinlee @ssu.ac.kr

Wishbowl: Production Case Study of Music Video and Immersive Interactive Concert of
Virtual Band Idol Verse’day

Sebin Lee' Gyeongjin Kim°f Daye Kim' Jungjin Lee?

The Global School of Media, Soongsil University

Qo

22 744 obutel o gato] 7Pt SRS EASH: ThaFd 7M oblet ot Hl ) A2 1 glom, 7hg ol AEE
o] 91717} ool mtet Q metelol M= Fhg obitet AES st A% ST Qe SHAEE 44 obutet} obr] &
QFSHe W Bz A A Fobrs] ojegnl, AR P 23VE AT 2.metel 7bg ofrlet ZAEL
Mg B 60 BYA AT FE ARES D] olFrke B0l gtk B =BL oljd AdE] 97 o
ol 7§ WE ofolE Verse'day®] 71 ofutel ME Hel= A%yt 2YY A A D FA A2 S LG WA,
Dol B A A2gT AAZE QNS BEE ME AF ofuimlol A Bk 0.8 A2 HHS 2
ololA, o matel EAEC]A mRAM T AAZE FTAE SUES A 2P AL AL Ay ofiket FAL A
219 RS 270G whA e 2, 2 o] A ALl S s e

02 §F 714 ofubet gof mAl= A2 9Igt AT Y
A5tk e £ A2 A} 5 chopet b4 ofubet SoF Hlx Alatat, BYY Qe B 9 metel by opulet
FAE ARe] 92 E 5 UL A0 ARt

Abstract

Recently, various virtual avatar music content that showcases singing and dancing have been produced, and as virtual artists gain
popularity, offline virtual avatar concerts have also emerged. However, there are few examples of virtual avatar band content where
avatars play instruments. In addition, offline virtual avatar concerts using large screens at the front are limited in their ability to
utilize the fantastical effects and high degree of freedom unique to virtual reality. In this paper, inspired by these limitations of
virtual avatar music content, we introduce the production case of virtual avatar band content and immersive interactive concert
of virtual band idol Verse’day. Firstly, we present a case study on creating band performance animations and music videos using
motion capture systems and real-time engines. Then, we introduce a production case of an immersive interactive concert using
projection mapping technology and a light stick that allows real-time interaction in an offline concert. Finally, based on these
production cases, we discussed the future research directions of developing virtual avatar music content creation. We expect that
our production cases will inspire the creation of diverse virtual avatar music content and the development of immersive interactive
offline virtual avatar concerts in the future.
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Figure 2: Verse’day: virtual idol band (left: Frey, center: Hyan,

Figure 1: Example of offline virtual avatar concert [20] right: Yeon)
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Band Animation Implementation Music Video Production
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Figure 3: Overview of the Wishbowl music video production process that consists of band animation implementation and music video
production
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Figure 7: Music video level design (left: top-view; right: front-
view)
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Figure 9: Interaction examples in the Wishbowl concert system
(left: shaking virtual light sticks by shaking the physical light stick;
right: changing the viewpoint by tilting the light stick)
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Figure 10: Overview of the immersive interactive concert system that enables interactions using light sticks
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