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Abstract

Immersive content overcomes spatial limitations through convergence with extended reality, artificial intelligence, and
photogrammetry technology along with interest due to the COVID-19 pandemic, presenting a new paradigm in the content market
such as entertainment, media, performances, and exhibitions. However, it can be seen that in order for realistic content to have
sustained public interest, it is necessary to study storytelling method that can increase immersion in content rather than
technological freshness. Therefore, in this study, we propose a immersive content storytelling method using artificial intelligence
and photogrammetry technology. The proposed storytelling method is to create a content story through interaction between
interactive virtual beings and participants. In this way, participation can increase content immersion. This study is expected to help
content creators in the accelerating immersive content market with a storytelling methodology through virtual existence that utilizes
artificial intelligence technology proposed to content creators to help in efficient content creation. In addition, I think that it will
contribute to the establishment of a immersive content production pipeline using artificial intelligence and photogrammetry
technology in content production.
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I 1. Grendel Contents Interview Questions
Table 1. Grendel Contents Interview Questions

Grendel Contents Interview Questions

How have Al and photogrammetry technologies affected the experience and immersion of Immersive content?

How have Al and photogrammetry technologies affected your understanding of the overall story of ‘Grendel’ content?

What did you like about the ‘Grendel’ content experience?

I 2. Grendel Contents Interview Answers
Table 2. Grendel Contents Interview Answers

Grendel Contents Interview Answer

Overall, | was able to immerse myself in the content by interacting with the interactive virtual beings, and | had an interesting
time due to the effects shown overlapping the middle real space.

While experiencing ‘Grendel’ immersive content, at first, it was difficult to progress the story because | did not realize that | had
2 to have a conversation with a virtual being. However, after listening to the explanation, there was no difficulty in advancing the
story, and | was able to immerse myself in the beautiful visual effects in the content.

It was interesting to compose the space using photogrammetry and atypical particles, and it was interesting to see the virtual

3 existence disappearing at the end of the content and sharing the gaze with other users.

4 There was no problem in advancing the story as the virtual entity served as a guide within the content, but there were
difficulties when interacting in the middle due to the high freedom.

5 When | experienced Text to Speech in immersive content, it was different, and | learned more about content in the part that

interacts with voice rather than interaction through text.
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