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This study proposes the metaverse content production pipeline using ZEPETO World, one of the representative metaverse
platforms in Korea. Based on the Unity 3D engine, the ZEPETO world is configured using the ZEPETO template, and the
core functions of the metaverse content that enable multi-user participation such as logic, interaction, and property control
are implemented through the ZEPETO script. This study utilizes the basic functions such as properties, events, and
components of the ZEPETO script as well as the ZEPETO player which includes avatar loading, character movement, and
camera control functions. In addition, based on ZEPETO's properties such as World Multiplayer and Client Starter, it
summarizes the core synchronization process required for multiplay metaverse content production, such as object
transformation, dynamic object creation, property addition, and real-time property control. Based on this, we check the

proposed production pipeline by directly producing multiplay metaverse content using ZEPETO World.
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Flgure 1. Example of Metaverse Platform ZEPETO

Application[20].
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Figure 2. Process of project setting using ZEPETO World
based on Unity 3D engine.
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import { ZepetoScriptBehaviour } from 'ZEPETO.Script'

export default class Sample extends ZepetoScriptBehaviour {
Start() {
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Figure 4. Interface of message sending/receiving between
client and server(Room) of ZEPETO Multiplayer[21].
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1. EgoldE

1-1. Ade] gt A

const data = new RoomData();

const pos = new RoombData();
pos.Add("x", transform.localPosition.x);
pos.Add("y", transform.localPosition.y);
pos.Add("z", transform.localPosition.z);
data.Add("position", pos.GetObject());

const rot = new RoomData();

rot.Add("x", transform.localEulerAngles.x);
rot.Add("y", transform.localEulerAngles.y);
rot.Add("z", transform.localEulerAngles.z);
data.Add("rotation", rot.GetObject());
this.room.Send("onChangeObject", data.GetObject());

1-2. AWERE F AL
this.room.AddMessageHandler("onChangedObject", (mess
age: Transform) => {

/Imessage.position, message.rotation Zt= F3F A4

D;
2. Ay

this.onMessage("onChangedObject", (client, message) => {

this.broadcast("onChangedObject", message);
D;

A7) oWlE 342 onChangeObject® AA3t 1, AW
oA wAR &<4(onMessage("onChangeObject”, (client,
message) => ()& B3 HAAE o} thE FFo|AE

Sl A HAI A& ZZ(broadcast("onChangeObject",
message))3tH, EE Zo|AdEE WAA A T
(room.AddMessageHandler("onChangeObject", (message:

Transform) => & T &I AHERE Add #Hs FH
(message:Transform) & Etj&2 A& %7]3}38it})
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(room.OnStateChange()) WollA] &3t}

L A SgoldES} AR Ed ol FH TE

const player:Player = this.currentPlayers.get(sessionld);
const zepetoPlayer = ZepetoPlayers.instance.GetPlayerWithU
serld(player.zepetoUserld);

2. B L(Tag) 4 97

zepetoPlayer.character.gameObject.tag = "Player";

3. 3EA(Collider) €4 &7} € g 4A

var ¢ = zepetoPlayer.character.gameObject.AddComponent
<UnityEngine.BoxCollider>();

c.isTrigger = true;

c.center = new UnityEngine.Vector3(0, 0.6, 0);

c.size = new UnityEngine.Vector3(4, 1.2, 4);

4. ZA| (Rigidbody) 4 7+ & 3 473
var rd = zepetoPlayer.character.gameObject. AddComponent
<UnityEngine.Rigidbody>();

rd.isKinematic = true;

5. AAE 23gdE 27}
zepetoPlayer.character.gameObject.AddComponent<“ScriptN
ame”>();
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