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Abstract

Along with the development of computer graphics, real-time rendering, motion capture, and artificial intelligence technology,
virtual being that enables two-way communication has emerged in the content industry. Although the commercialization of
technologies and platforms is creating a two-way communication virtual being, there is a lack of analysis of what characteristics
this virtual being has and how it can be used in each field. Therefore, through technical background survey and case study for the
production of virtual being, the two-way communication virtual being is analyzed on the characteristics necessary for emotional
exchange. The characteristics needed for emotional exchange were divided into interaction, individuality, and autonomy, and this
characteristic is classified as the focus and how two-way communication virtual being will be used in the content field. This study
is expected to provide significant implications for the research of content production and utilization using virtual being as a basic
study of virtual being, which analyzes the technical background and characteristics for two-way communication required for virtual
being production.
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Fig. 8. Virtual being twentybn Millie
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Table 1. Interactlve Communication Virtual Being Autonomous Anima-

tion Level

Level Description

- Simulated

0 - Actor driven, Pre-recorded, Motion Capture

- Basic Rudimentary
- Pre-authored animation based on simple trigger

Scripted Rules-Based

2 Voice/text based partial face animation with encoded
trigger
3 Dynamic Synthesized Human Behaviors

Ability to learn from each interaction

Spatial Context Imagination & intentionality
Ability to train through interaction

5 Self aware and Contextual understanding

4. 7FSEMN B =4

2>5 B9 7PFEA ] 38 Ol ,B,C,D 47}Xli T
= 2A& & 5 Ak A A F990= 'Lil Miquela'7} 912
H Bl A G g3 N gl Ho AA A
°of Rl 54& 7KL Ytk ol E 54L& 9 o] /¥
o 3 PUE 2T TMIEAE WAL F2AE 2 Y]
A&H FHY 540 A3 AZbeA HEolR ke
Ak, 2EHES F BAE oA A of
ojFo® &5d AR Hn B £39] 4+ Kizuna AT
7h dom] A deAgt N Aol HolaL, A
g0l §le 54& Btk ole A 33 HISzsA, A4
7 AEAL BoR 27449 sEuo] psa 17k
2F ) ZelZxel g E20E ElFE ¥ ot o] A4
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E 2 NSRS Y, A8 ofuitlo|Mol m2 JIAEA Bl 2R % 53
Table 2. Classification and Features of Virtual being Types by Interaction, Personality, and Autonomous Animation

Interactivity Personality A:tr:;rr;c;r::g:s Type Feature
Lil Miquela Non Real-time o X A Brand Marketing Symbol icon
Kizuna Al Real-time (0] X B Friendly avatar
MICA Real-time X (6] o . . )
o | asime | x 0 | o | Ve st o coens
Neon Real-time X (6]
Siren Real-time X X D Technical Output Uncanny valley solution
oA Q17bo] ZHFEA thE 2Lzto]l A Frh C 73 AT PR o5 THEEAE A0 AR A wR
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