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Abstract This study proposed the design of audience characters to increase the interactivity between audiences
who enjoy music performances in the metaverse. As a research method, domestic and foreign performance
videos were investigated, classified according to genre and scale, and facial expressions, gestures, and tools
required for interaction were analyzed. As for the facial expressions of the audience characters in the metaverse
performance, the facial expressions of cheers and appreciation were added to the nine facial expressions
suggested in previous studies. Gestures were organized into 7 gestures after reviewing the video of the case
performance, and new gestures were added that could reflect the interaction characteristics of the audience well.
The tool classified and organized various tools found in the surveyed performance video by type, and designed
and proposed them appropriately. In addition, the body ratio and shape of the characters were appropriately
adjusted so that the audience could interact more naturally. The results of this study are expected to contribute
to enhancing interaction among audiences by presenting a basic guide to character design for music
performances in the metaverse.

Key words : Metaverse, Concert, Character Design

*3 Y, AAdgn vo]ihxEgojsty} A (1A A Received: June 20, 2024 / Revised: July 15, 2024
w3 ¢, AT vro] Lz ESofEta} 2augr (a4l AAL) Accepted: September 5, 2024

Aed: 20249 69 20, FASEU: 2024 7€ 15 #*Corresponding Author: ecesss@sungkyul.ac.kr
AAEFEL: 20243 9Y 54 Dept. of Media Software, Sungkyul Univ. Korea

- 659 -



A Study on the Design Proposal of Audience Character in Metaverse Music Performance Hall

. Al 2
HEPH 222 01 A AAE BASAY Reshs
TOEA el dRTL Ho] W degS WAL 9l
ot 53] wEpp s #3tet 7)ol Adste] HA4%
g 7pdo] FEshe A& AlAloltHlL

S viEp 2ol A AR E = vedd Akt s

of ZUzz 249 5 gom, AHARE 7|93}
Gedelol EAA Y wAE @ 5 o2, o)
MUz mdme] wd FsAe Az, ek
oA A S Bolsta e 3y Au s
AZE F vk NG5S Y BHelAle Fast v
APE Bl e A BT 5 o

olel g ALSlH sl tlgste], viehul At 64t
%ol 3 B ARE APS AT F9EL
2 F223 ok @A) e sg wEe 2ue 7
Qe A A3 e W) JEAgon BA) ¥
QA7) 2be] Ajole] B HRn BAZ ASHAACHS
dEs Bl A4EAEE T EA8H B
Ao Holg ol psz AAXI, A4 AL

1

AT ek g} oA 5SS FHO
2 712 ARl #E AT ob vjulsi o
o B Aol Ax B JUES AL A
B Aol we g A7E gastel, e 3
Q9] FolAE el EAEGL FANY £ 9 A
B O HA, AxA, BT FEoE hre] A

shaua} el

e A~ (Metaverse) & 3L 1902 U AEES
o 24z AN AL SFGE, metash
universe®] #AOJE ¢ T zYolgh= £I $F
AATE =S 3 dA4s 7P AAR 2ga 9
[4]. o83 vEb2E Agd Aoks = %a]-oq ALE2}
Eo] A Ay E HEse] 4

i [o1 o) | ==

2 T MmT==
e, Aclsh Ao AoKS Sl o] B
oM W] el AbgEat 7 AAlIA E4A &
B30 WAE 98 5 A AFL ol e WA

2 ov] g5,
Aol ek s @Y AASH FEAgeE

w 49 tAg 7o Pt Bro R 43 A
dE8y e WAy A AR dudem giF
a6l

vlebE 20} oputee] dld AvE sl Y
3Ll ©]3R1(2023) WERA 2 ] AMgAteL oful

g} E4S wolatar WER %a“ %_L ol EE}EP &
49 A GAQ AF ke dyeta Aaks A
N ITHB]. o4 WEb 2 ofubete] #ek Hal A

S FER oA opnlele] TS ST
meps] 2ol M ARgAR= oputel AHE B 2%
Al w=dl, 7 AAllA A= AR ARAE
Halshes Al 22 AEs sha, gdai A=
49 SHAl AHIl wiE 2ol A A E = 2ele]
7S BAEs VRt @ Zejlt

T U AR AP} AnE Ak Zdxelt

o

olshe 028 vk oA ohilel AeE =
A A2 27 ddojd, ueld Bd WHoz 7
2E 5 A SR A2 BRI
WEp ol ] WA e olutelg @ B4, A
3 Sel volol 28, S0l WAE Auel o
4 4%, 7P B4 T0e BEF 2% JEd, &
el BRelAe] 258 omaeld] wjs) uelo}d 4
RE Qe A 7} A AR, 4o o

mERH 2ol A

Aojd 28 A T & A0]
Foizt 2ol FeAgol o SR AAH Fo]
ok
I 7HEE ClXel 4258 27

& ArelE FAelA A FEAss T4
SR F AYH "Rl AAs] S8, 7= sl
A EAE 5 ool WA AEAs §9E AR
th o5 93] wd G wAle wAe] HARE sz
& WEsta 1 fHE EEshs g HHoR
7sRth gl F wAo] Holw w4, AlxA, =

- 660 -



HH

e 7]

0

R

2 91(2023) A& Aol 9

F A X &

k9
yal

W A

L AE gaele

pal

The Journal of the Convergence on Culture Technology (JCCT)
3

10, No. 5, pp.659-666 , September 30, 2024, pISSN 2384-0358, elSSN 2384—0366

45 7Htes

A}
2}

Vol,

O BN OB R g = MLC ANy B = our Mo RB R oy RO oo
X o o ®O M T Y b . =
Seiabrizs [ FTIT Fitg ggeci ghe
e R X = O 2 O ~o o IS B S Ry T X of
— OR PF o B — ™ =il KO ‘UI X —~ 1FO¢
o ~ o dp - o E = c ~ T o o R e oo T T N @
I A Be woigh =3lsg oo ®n T2
O g Ne grogy o X2 gp S BTN s omo— X% o=mowm M
- . Jo B o T8 7 o~ & N X o N XX N oR
= ny ol N ] 0
HT ™ ,U| N 1__/l,._ ._X‘o% ﬂL Mx_l ﬂ\ﬁ ot ﬂa o ‘_Q' Hml A#H [ep} 1 .i ﬂu ‘W _
ETHT s LD S B Ci.® piHs THARs Tt
oy oH B . %o N T =9 03 K — S S W —_— T X
7o R L K g =4 X T ol X Lo PN == A
%mLﬂwmiwﬂw - e e (5 S 5252 o3 Eroes ZTEIw
b E RSy - n el e Paars Pgpn ®malg? 6w
R T A B = Lo T AT T oo T N QI
RO = ﬁ e oy s W Ml ol e W_m R - Mr ,mm ~ o H o mm_ Golicy H_Tm o = WL
B o= oF T e Ba s | = o T om = o e N1 H B o T _ e
SEFEEERT R 38 ZRED XL fdu.w iy
I ST = 0 S 30) o) ol = I
X o X 8 Sy o _ &= D A T o OB
%%Hﬁ%ﬂqwﬂw re ;umowm WHW& Wﬂ%@ﬂ Tos
R Rag oMl “xag® ~py T XK
Mt o W»E - =B N e = Y ZM«N B o B/ T o= ol W e = . b = T
S - : ! .

M T Kprwm T m 3 E {ﬂwr%u.zﬁiamﬂzﬂ%ﬂﬂﬂrmq%i
T EB W T o T S o Nie's do BT T o W W R TR E T R N
oﬁﬂwao%ivi&W%W oﬁmﬁmmmmi oy %ngmw
BT 2o U Ui e x° T o W0 —_— N o Ho

X° — U foxc o ‘ul O#EE
%%%%W%Wﬂooﬂ oo W R F T do W oy
T E AN A T EEEET R g T ° % W
TEEMgPEESLE ITTagols g s
g T o R ™ C T > = T do o
= 0 = o B W ow g o e R R 3 otmlaﬂﬂéodr.
Feosrbhduses whsdeT®gh 8 2T Eow
FF A NPT HET Y oF ¥ T wIaw \ 8 N
o - m1_l I EOJ-_I o | < %O ~
FHO Y gy ER M T R og e X o " _ g R
ﬂﬁim%@dmm.mn% utogomrmwrmﬂﬁﬂﬂoﬂo £ Ens Wﬁlgamj
= Qe P = <° =) X oy = 2 b= o = 0
‘%l Wm zT. m“,um e MEE ﬂ_wﬂ B MM Mﬂ = o ,Wa M| <0 mo iy sk g %o ﬂ_wu L =
= Ho ‘Ur Q ,A..* 78O 4 B Eo FE 1_ﬁE = 9% B F M © = ‘Dl E_L i O#E
. BB T K ox M B v N oA oo Al RS 2 o W
s EEE B s m B RO mw A HLE - I G
FhdB s hbnel FETITCED D g2 Famg«
— = = = —_— _ ; )
cgER I RV ITE X5 kg sLEE o ol
o S X o H X o o B = o° o8 ) & <] <
- w W B o iy ;ny To B T fo T = i 8l 5 B Mo
o X4 2 B oF BE e S o TR o Ho . o) N
X XS A Y o o N b L 0 R o off
BTG T T oo L g T of o 2 “e MEZo . Fa
R VT T FEO W EHO EY g mg M"EFEED®
X AT HREMBTIRNRT O dFE T e~ 3% e

- 661 -



A Study on the Design Proposal of Audience Character in Metaverse Music Performance Hall

£30 B4L AT, AT BEY BE 43
A ekl ALk Aol A,

a8 4 3oie LMse B

[ e |

Figure 4. Audience appreciating a performance
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Table 1. Gesture classification
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Figure 5. An audience that moves in the same way
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Figure 6. Whistling and clapping hands
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