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[Abstract]

In the case of games and animations in the entertainment industry, the importance of directing has been emphasized because
the sense of immersion of audience in storytelling depends on the directing methods. Due to the nature of VR contents, however,
the directing methods used in existing animations and games are bound to be used in a limited way. In this study,
‘DreamTherapy’, a VR animation, was produced by combining gaming and interaction elements to enhance immersion and
efficient storytelling of VR contents. To sum up, these elements successfully convey the sense of accomplishment and immersion
to the audience, but also allow storytelling to be faithful to the director’s intention. From practical and academic perspective, we
hope that this study provides significant implications for immersion of storytelling methods of animation used in VR space.
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Fig. 11. Map Level Design in DreamTherapy
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Fig. 13. Snowy field after interaction
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Fig. 14. DreamTherapy Work flow

7}F0. X]

ET v

VR ZHl=

RIS Ll R}

oA BjxE Hrl e} A =R
sl3l7] fleiM = e v st ole), =
ZHQl o AxfEofof gk ®e-Fe]t WA o] A-8-¢ o]
F9 A, TS TS Tt QHAE, o|HE,
o tigk HA st Z e ek

‘DreamTherapy’ ol A AF&-¥ 223}
A Z LOD(Level of Detail)2] %]-g-0] o]
W FA o R FHEE e, 2 2R A e A
Aeigint. o] W2 AS5H S HAES] YejEo] HaA
=, 7heke] Aol wel dAEE Fejrt vk 4
LOD W& 7heksh dAiko ' Q13 &5r) mare s
AR, g 0. 2= Aol whet WA o] GA7F FAsHA W
st7] wioll B Aol HAFTE o] WS B AsEol 285
2 AT, b2 292 g9 W LEAES ] J d

e A,

X0 o g

o] Azt AL, o] AE s Ast] 2Iel Mayas ©1-8,
Fsom A vl E AR AT<H 15>,

T A Ao 2 e AR wo] it ARde XAy
A (frustum culling) 2} 2EF7 A (occlusion culling)©] 31
ok A2R= FhelEke] BA] G ellA Blojd e BAE] Al H
S H] GAA)T]E Aol AL, A= thE R HAE 71 7|
ghol] ol gk QHAESS n|&Adg) A|7]& Aot o] A
B S E83lo] AUPEE LEAES JFE E9lo

T= ER—"1,
b o) B2 B alg) A5 S WAk

ot

http://www.dcs.or.kr



C|X|& 28l = 5+5|+=2X|(J. DCS) Vol. 20, No. 9, pp. 1789-1798, Sep. 2019

J8 15. L7 TS o4
Fig. 15. Step by step mesh of tree

Vi. BE

VR Aol 2Egdlge] S8 w7 52 Al B ofyr]
old Fel=9] ARFE TV A3l AEH SHA EY
et % ST VR -l =of YAjst 4oz 91
3 71& ollywo]dol A 2] dd&Ew o] VR elywo]de] 282
A5 TAZF A VR olyHle] A oE E Ay 3
5o AF4 Ao E AT = = HoZN AYH 84
ofo] A WS ARKILh AYH S40E BAEAA HXE
A5 Fro 2 FFHTHE AFSAI Bk o} APk %
A& FEFozH Fel=o| gt EU 7L a4 2~
g9y Ags 7sA i

£ AFtol| A t-E VRellY o] A ‘DreamTherapy2] -5, 1
AL Fd AAES A fohe 75 o= AE3lom, X

99, 5ol Akl whe ¢4
EE pAEe) A0 Hol§ fst], A 457} Alel

juleA
o,
N
Jr
ols
ol
nu
o
v
o
o
Y

rir
i -

A 7HA] SHA oolE & < Stk A WA,
Age] =03 771 ARl 2R EES 98l Al
A 247t AghE VReluHold ] AlA Bl AE AE A
Lglvhs Zojk i A4 T ‘DreamTherapy-> 2018%
108l 7H=H Fdeista g st o g dAlelA
AR = AT Bto] R1aE = Ft $Aol whe} SEE50 b

A

WE AR)als A17ko] AolalA] Zefuh @to] wAIRA,

=74 el Qla) Belzte] ZrhEIThs o7
ol AulHo] Q). Wb B AT Ak 5 VR o)A
AR A AR S AN 2EelEE A5 B8 o

2Qlee] te 17, 58 VR 37 el 4 A1 5 ol A
ol thg Aol Frelnl & AAES ATS F Ao ]

g,

G5 UG o] PASEYE SHE TS}

http://dx.doi.org/10.9728/dcs.2019.20.9.1789

20l 229 WAl vl A5 A7t Fho2 A 4
oltt.
Atn2s

[1] MARKETSANDMARKETS, Virtual Reality Market by
Offering, Technology, Device Type, Application and
Geography — Global Forecast to 2024 [Internet]. Available:
https://www.marketsandmarkets.com/Market-Reports/reality
-applications-market-458.html?gclid=CjwKCAjw7 rIBRBa
EiwAc23rhh5jxvSW25C7GNMhUTAfY cmxwiQneMX1syE
bee67Z107vN1kkRrAIRoCFSEQAvVD BwE

[2] Martin Armstong (2016, November). The Worldwide Virtual
Reality Market Is Set To Be Huge. statista[Internet].
Available:
https://www.statista.com/chart/6677/the-worldwide-virtual-r
eality-market-is-set-to-be-huge/

[3] IITP, A Survey on the Actual Conditions of the VR Industry
in Korea [Internet]. Available:
http://itfind.or.kr/publication/regular/periodical/read.do?sele
ctedld=02-001-170120-000003 &selectedCategory=B_ITA
02&selectedGroupld=B_ITA&pageSize=10&pagelndex=0

[4] LeeJi Hye, “VR System Environment Technologies and
User Input Elements”, Journal of the Korean Society of
Design Culture, Vol. 24, No. 2, pp. 585-596.

[5] Joschka Mutterlein, “The Three Pillars of Virtual Reality?
Investigating the Roles of Immersion, Presence, and
Interactivity,” in Proceedings of the 51 Hawaii
International Conference on System Sciences, Hawaii, pp.
1407-1415,2018.

[6] Jaron Lanier, Dawn of the New Everything: Encounters with
Reality and Virtual Reality, openbooks, 2018.

[71 Mi You, “The Concept of Virtual Reality Movie and the
Analysis of Production Technology”, The Koreran Journal
of animation, Vol. 11, No. 5, pp. 211-229, 2015.

[8] Jiyoung Kang, and Sangl-il-Choi, “A Study on Pipeline for
Effective Production of VR Animation”, Journal of Digital
Contents Society, Vol. 19, No. 5, pp. 991-979, 2018.

[9] Niklas Rober, Cornelius Huber, Knut Hartmann, Matthias
Feustel, and Maic Marsuch, “Interactive Audiobooks:
Combining Narratives with Game Elements”, in
Proceedings of TIDSE, Darmstadt, pp. 358-369, 2006.

[10] Johan Huizinga, Homo Ludens: a study of the play element
in culture, Yeonamseoga,1938.

[11] Roger Caillois, jeux et les hommes, Moonye,1994

[12]Andrew Rollings, and Ernest Adams, Introduction Game
Planning, jeumedia, 2004.



VR O H[O]M o4& o4+ — VRO LM O] <DreamTherapy> 2 S22

[13] Sung Hwan Shin, “A study on the digital Homo-Ludens,
the Life of playing and innovation of culture: Focusing on
the new self-consciousness of technology and playing,
creating shapes of novel”, The Society Of Korean Language
& Culture, Vol. 38, pp.189-220, 2009.

[14] Jesse Schell, The Art of Game Design, Acorn, pp. 72, 2010.

[15] Raph Koster, A Theory of Fun for Game Design, Paraglyph,
pp. 118, 2004.

[16] Csckzentmihalyim, Flow: The Psychology of Optimal
Experience, Harper & Row, 1990.

[17] Houngju Shin, “The Freedom of Viewpoint in VR Contents
: With a Focus on Lost, an Animation”, The Korean Journal
of animation, Vol. 12, No. 4, pp. 87-102, 2016.

[18] Eunju Kim, Jaewoong Kim, and Hyejin Choo, “Thesis
Directing for Selective Fixation of the VR Animation
Henry(2016)”, Korean National Research Center for the
Arts, Vol. 0, No. 20, pp. 163-182, 2018.

[19] Wook Sang Chang, and Young Kwon Yi, “VR Film
<HELP> Direction Analysis — Focusing on Long Take”, The
Korean Journal of animation, Vol. 11, No. 5, pp. 294-309,
2015.

[20] Yun Jung Kim, “A Study on Dramaturgy for Reducing
Motion Sickness Inducer of VR Contents”, The Korean
Journal of animation, Vol. 12, No. 2, pp. 27-45, 2016.

[21] Hyo-Jin Chang, Sun-Hee Chang, and Ihn-Jou Kim, “A
Study on VR Contents Line of Sight Design : Focusing on
<INVASION!>", The Korean Journal of animation, Vol. 14,
NO. 1, pp. 148-162,2018.

[22] Kim Soong Hyun, and Kim Hye Kyung, “A Study of
Immersion  Improvement for Narrative in VR
Animation-focused on production method of VR animation
<Pearl>-", Korean Society of Basic Design & Art, Vol. 18,
No. 6, pp. 91-103, 2017.

[23] Myungg Gon Jang, RPG Level Design, Viel Books, 2016.

[24] Ajoy S Fernades, and Steven K. Feiner, “Combating VR
Sickness  through  Subtle Dynamic  Field-Of-View
Modification,” in [EEE Symposium on 3D User Interface
2016, Greenville, pp. 201-210, 2016.

[25] Nahal Norouzi, Gerd Bruder, and Greg Welch, “Assessing
Vignetting as a Means to Reduce VR Sickness During
Amplified Head Rotations,” in SAP’18 Proceedings of the
15th ACM Symposium on Applied Perception 2018,
Vancouver BC, 2018.

1797 http://www.dcs.or.kr



o
Ral

Il
Th
g
[
ok
o
i

&S (Jungho Kim)

2018 ~d Al FYUNGw FFFLdHSd A A &

Aok ¢ ol &3 H(Art&Technology),

20199~ Al @ FAoloME AF F
Aok 1 o & F8H(Art&Technology),

0|E20kBoa Rhee)

=7

[}

2019 Sddista

=
o

1990 : Aw@disty sty (V&
1997 : Florida State University o<t
(of &St AL-uHE- 3 7 )

ZEAA(AR), 7134

LR A (JaeKyoung Kim)

ZX|(J. DCS) Vol. 20, No. 9, pp. 1789-1798, Sep. 2019

A(VR), ¥ A8 F(Digital Human)

FdA(AR), 7HdEA(VR), AY 21" (Game Programming)

44D

20011 ~ 20101 7o S i st JAHE SFekR S
20108 ~ 20184 AZTet A4 §3ety ol o HamA] st ws
08~ A Tt AeHe AFAAEHY 0

1:] [e) =]

g ok meo]

http://dx.doi.org/10.9728/dcs.2019.20.9.1789

1798



	VR 애니메이션 연출법 연구 - VR애니메이션 〈DreamTherapy〉 을 중심으로
	요약
	Abstract
	Ⅰ. 서론
	Ⅱ. 연구 필요성 및 연구 목적
	Ⅱ. 연구 방법 및 범위
	Ⅲ. 이론적 배경
	Ⅳ. 사례 연구
	Ⅳ. 제작
	Ⅵ. 결론
	참고문헌


