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[Abstract]

Most of the metaverse service is a gamification type of metaverse solution composed by placing 3D
objects on a 360 panoramic world base. However, the metaverse webtoon service is lacking in
implementation and research. In this study, a method for realizing a 2D flat image form in a 3D space
and a realistic 360-degree panoramic webtoon metaverse service were studied. The research process
consisted of basic storytelling and design work for webtoon production, panoramic image creation to
convert the produced image into 360-degree form, and content creation process for viewing 360-degree
directions. Finally, we implemented shading and material work with game engine tools so that you can
enjoy virtual reality-based webtoons. The webtoon-based metaverse study studied the process of creating
a 360-degree panoramic webtoon from content that can only be viewed in 2D format. Accordingly, it is
thought that webtoons will also be presented as a standard for the production and implementation

method for the metaverse service.
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I. Introduction
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II. Preliminaries

2.1 Metaverse Service Platforms

E12 FUQ]o] gEAQl HEHA Mu|A ZeiEos
72 3d FEjo] 22U oje YR AUAS s
Tt olof & A-FoA AE HEf A AEjA ARLF F
3t
Table 1. Metaverse Service Platform

Platform Characteristic
Sendbox Provides VoxEdit, which easily

creates 3D items, a marketplace that
trades items, and game makers.

¢ SANDBOX

Virtual world powered by the
Ethereum blockchain, where players
can buy land and build shops and art
galleries.

Cryptovoxels

Decentrallan. Space experience through avatar,

Py advertisement through virtual
Deceﬁt]‘ala 'd billboard, shopping in virtual shopping
mall, community creation.

Roblox . .
Roblox Studio (production tool) users
nnnl.x create content and generate revenue.
Zepeto Decorate your avatar and participate

in social activities such as playing
with other users in a virtual space.
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Table 2. Webtoon production of process.

Table 4. a type of 360 degree images

St Process Explanation Image
continuity Organlzg your i
1 work with simple Ve
work . <
sketching
Pension Draw a column
2 and add a detailed
work .
pension
Color work | Paint the undertone
3
(base color) | to webtoons
4 Color work | Add shadows to
(shadow) webtoons.
Edit Add speech
5 (word, bubbles, lines, and
sound) sound effects
6 Upload Finalize and upload
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2.3 360 degree panoramic image creation
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Table 3. One, Two, Three point perspective
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Fig. 2. a 360 degree of Cube image

III. The Proposed Scheme
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Fig. 4. a Design of 360 Panorama Image.

IV. Experiment and analysis
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Fig. 6. settings of XR interaction and Origin
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Table 5. Inspector Setting of WebToons to Unity

Items Options Values
S;g'c”t Base game | 2 origin
XR origin | camera f!oor Camera offset
offset object
Camera Y offset 1.1176
Clear Flags Skybox
Culling Mask Everything
Fov Axis Vertical
. Field of view 60
Main
camera ClippingPlanes Near 0.01
Far 1000
Depth -1
Viewport Rect 0,0,1,1
Target Eye Both
Position 0,0,0
Transform Rotation 0,0,0

Scale 100,100,100

360 Mesh Renderer Size 1

Sphere cast shadows on
. center 0,0,0
Sphere Collider Radius 05
Shader skybox/cubemap
Texture Type Default
Texture Shape cube
Mapping Auto
Webtoon Alpha Source input texture alpha
Import
settins Wrap mode Repeat
Filter mode Bilinear
Max Size 2048
Resize Algorithm Mitchell
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Table 6. 360 panoramic image by angle
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Fig. 12. Android setting for Webtoon
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Table 7. Oculus HMD Setting for WebToon

Items Options Values
Texture . ASTC
Comroession

Androd - "ere) faliback 32bit
Run Device oculus
ScreenMode Fullscreen
Resolution Disabled

Player -

Blit Type Always
Orientation Auto Rotation
XR Stereo Rendering Multi Pass

Plug-in

manage ) Quest
TargetDevice

ment g Quest 2
Origin base XR Origin
Camera Floor Camera offset

).(R. GameObject Main Camera
origin
Tracking Origi Not Specified
camera offset 1.1176
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Fig. 15. Application Service platform Stack Structure
for webtoon metaverse.

V. Conclusions
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