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ABSTRACT

A Study on effective directive technique of 3D animation in Virtual
Reality
-Focus on Interactive short using 3D Animation making of Unreal

Engine—

Lee, Jun—soo

360-degree virtual reality has been a technology that has been
available for a long time and has been actively promoted worldwide
in recent years due to development of devices such as HMD (Head
Mounted Display) and development of hardware for controlling and
executing images of virtual reality. The production of the 360
degree VR requires a different mode of production than the
traditional video production, and the matters to be considered for
the user have begun to appear. Since the virtual reality image 1is
aimed at a platform that requires enthusiasm, presence and
interaction, it 1s necessary to have a suitable cinematography. In
VR, users can freely enjoy the world created by the director and
have the advantage of being able to concentrate on his interests
during playing the image. However, the director had to develope and
install the device what the observer could concentrate on the
narrative progression and images to be delivered. Among the various
methods of transmitting images, the director can use the composition
of the short. In this paper, we will study how to effectively apply
the technique of directing through the composition of this shot to
360 degrees virtual reality. Currently, there are no killer contents
that are still dominant in the world, including inside and outside
the country. In this situation, the potential of virtual reality is
recognized and various images are produced. So the way of production
follows the traditional image production method, and the shot
composition is the same. However, in the 360 degree virtual reality,
the use of the long take or blocking technique of the conventional
third person view point 1s wused as the main production
configuration, and the limit of the short configuration is felt. In
addition, while the viewer can interactively view the 360-degree
screen using the HMD tracking, the configuration of the shot and the
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connection of the shot are absolutely dependent on the director like
the existing cinematography. In this study, I tried to study whether
the viewer can freely change the cinematography such as the
composition of the shot at a user's desired time using the feature
of interaction of the VR image. To do this, 3D animation was created
using a game tool called Unreal Engine to construct an interactive
image. Using visual scripting of Unreal Engine called blueprint, we
create a device that distinguishes the true and false condition of a
condition with a trigger node, which makes a variety of shorts.
Through this, various direction techniques are developed and
related research is expected, and it 1is expected to help the
development of 360 degree VR image.

Key Word : 360° Virtual Reality, HMD, Unreal Engine,
Cinematography, Shot, Animation, Blueprint

=sU

(369-700) &=

junlee@kdu.ac.kr

==2510Y 1 2017.04.11.
BMESEY 1 2017.05.31.
HAMEEL : 2017.05.31.

29



