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Designing Metaverse Space for Sound and Vision

. The Benefits of Co—creation Frameworks for Multiuser Communication
Environment
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Abstract ~ The interests and studies on co—creation activity in metaverse space, or
MMO communication applications, increase sharply. The study performed the
experiments on the participatory virtual space design that has dedicated to the common
goal of creativity, and provides the environments to enhance ideas, technologies, and
artistic artifacts sharing and communication, The participants were recruited from a
community of artists and musicians, They have been actively participated the design
process as photographers, painters, media artists, sound artists, and collectors, During
the period, we have preceded 5 consecutive experiments, which were led by &
independent artists, tested the value of co—creation spaces,

d

8J4]o]: Virtual Space, Sound, Vision, Co—creation, Metaverse, Multiuser communication,
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AolHEY 715 Fot] A& JoAgsid, ojff 159
g9, %, A4, BE 52 AHAA(Real World)2
HE}E (metaphor) & AFHSSHAl Et}, dEpsAgts dole
'meta'®} 'universe'®] AR THEOFTH o] 9]
WO 1002 Wo| eln TAMSAHelGAT, @A)
UEI 9EYE B G i AR s
wAEol Qb dehag 5T A4gA, dea 159
AR SART A, O Ted o AEA 184
AHoR = AFlEgo]Z(Second Life)E & ot}
AAA 100 o AT ol4e AgAE Twstn 9l
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AASeolm Ago] a by Fad AE2A
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ekl 4% L$/USD & 263 (2008 | 11 ¥
24 )7]& 713,641 USD 9 f+XEolt} PMLF(Unique
Users with Positive Monthly Linden Dollar Flow)7}
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