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[Abstract]

With the development of computer graphics, the use of visual effects (VFX) in the image field has been expanded, and
discussions on the role of VFX have continued. In this paper, discussion on this was explored in VR animation, a platform that
has emerged since 2015. First, we explored the unique features of VR animation (expansion into a 360° space, first-person view,
and interaction), along with new directing attempts. As a result, it was confirmed that the role of VFX in VR animation was newly
revealed. In VR animation, VFX plays the role of giving spatial feeling, inducing gaze, changing scenes, and delivering information
about interaction, and this was analyzed through examples. In the future, the importance of VFX in VR animation is expected to
increase, and this study is expected to be used as a means for effective storytelling when creating VR contents in the future.
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Fig. 1. <Gloomy Eyes>
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Table. 1. The features of VR animation
The audience can wear an HMD and explore

360° space the space in 360°. Difficulty directing using
frames.

) The viewpoint is fixed as the first person

First person

viewpoint. Use this to draw audiences

into the animation.

Interact with the world in the animation using
HMD or controller. The story proceeds the
same.

point of view

Interaction
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Table. 2. The roles of VFX in VR animation

Gives a sense of space in a space where
there is no sense of depth
(e.g., a black space with nothing)

Gives a sense of
space

There is no frame in VR and the place where
the audience's gaze can stay has been
expanded, so it induces gaze to focus

Gaze induction

Used for slow—speed transitions or scene
transitions that match the visual and motion
information of the audience to cope with
cybersickness

Instructions on interaction, confirmation of
interaction, and information on completion of
interaction

Scene Change

Delivering
information
about interaction
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Fig. 12. Wave VFX. <Dispatch>
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Fig. 13. Smoke VFX. <Wolves in the Walls>

71abs Al off M| o] Mol M 2] Visual Effects gt o4+

<277 ofo] =0 M= B3l VFXE ]88 4 o] of
FEIT). <270] ofo]zsol A= 7 gie] FRHge] vio]
A 21712 Aol $24e] 915 SepaA WA o) ik
A AT A AL Bl S| o] AebA A eat o &
ol], Bl s}E|FS Alsleka 2ro] A ARk #A
A2l S BE Zol WS Bt shelFe] o3
& F7tol] maahy Al e el F1ke) 2] A3 A
31, Z1o] SH3) A F1ko] e vl Ee Al

2

fo 1%

2

QB @lMo] E 48 VR oL o] el A= VEX7} S1E 2
e mw} s 93k S7)% Sk VR ofujrlo]doll A
ahtel qleeldel gk VEXE Al 7= wpdch sleleia
A A STE A Pk AEe] AAS F VEX, 9]

A F B1E 07 ARSEE VEX, QIE I $ Qe Ao
ASHI S T VEXE <mlU#H|=~E99>ol A=
Mol 712 -2 7ot &3 =& vk dE 7k 2] A1
O = o]Eal= e MM o] EAfgth QIE o] A%t 7] A,
OHHUHOWOM 7k 9] s ‘%Mlﬁ AREAE] A&

SAZNaL, AREAL A §HA| B A o= F 7] sk Y &
EJH VEXE TAAZIL o5 Ed 322 7huast A S
nlE A oF 3hE & = Atk o] wl, 7k = A BhkA Mgkt

(o3

a8 14, 37 Y4 St &M ™ak < 7>
Fig. 14. Scene change by creating the room. <The Key>

229

T8 15, 29 VFX St ZH TEh <2F0| ofo|=>
Fig. 15. Scene change using light VFX. <Gloomy Eyes>
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Fig. 16. VFX for interaction. <Manifest 99>

o] NS B2 7lup7] 2] e O] 718 A WEte s

P el 9} A A EF 8 vl A = AE A )
of e} ] A Alo] Wak 71A] 7|ehof g}, Qe Aol

n =W el $ 7 FEle] 17] VEXZL 5k Q1E
o] AEFAFS 7SI o] P Fo] = o) ]
L 7h O] A o2 Bis 2 gro] Hlo] =2l Hu)

<t 7|>ol| A= #Ao] VR F 3t Ule] L HAEZS HA|el=
SlEjB o] &Rt} Blo] S BAEZS EHAel7] H Q.14

—_

EoA Wo] o= VEXZL 533k, £ o] 543 2
HAES EHA5Rs B4 WelFt) o] 9 uAES X
3 @ AEE 814 g e ofF o AE.] Filo
= shE|2o] BeiEn] euAEe| A ek 71 VEX7} L
st e QBB e] AR T 5 ek

a8 17, 2AEM VEX. <H 7>

Fig. 17. VFX for interaction. <The Key>
http://dx.doi.org/10.9728/dcs.2021.22.2.223

230

el = 5+3|=2X|(J. DCS) Vol. 22, No. 2, pp. 223-231, Feb. 2021

V.

/M

VEX7} 2853 o] Z7kslwA Wele|Bol A VEXe]
4 EF Z7RIAT) e 2147) ol F- Ao SR &
%, 5 VR Zel o)A 9] VFX O] 9ahe of7] F1-8] 1=9] 5]

R o3 el 5 S TR

Q
Rk
h=]

fe |

i

o o

sl
AR 0 2 VR offyro] Aol A VEXE 9] JeS
From A ANES AFl v EYAITE VFXE B4 E50]
YlelE|B. o4 02 VRoA AEE = Q= b 845N
T s 3R] B, Alelw ], QIE HA B Fo] &
S wiAE T A Ehs FosA] I o] Y E| R oS &
At JFE 5= A REEolETh

PO TS W VR oy Ho] A 2o AlzhE o= o
ek A ZIAF, VR efuHo] o] 540 2 Q1) VFX
o] TN U AR Aoz didec) A Ayl= VR 2
Bl A2} A] VEXE o] 8¢+ a4 Q] ~EdeS 95k 70
oz »d Aoz Jtech

KR
=

g 4 r

Wl §

=1

ZAe| 2

B 72 2020 % SRS AT Aol ol e}
of o] Fol7l AT-ZA, WARAC) A= Lk

1]
ot

i

[1] Caputo, Tony C,. Harlean Ellison & Jim Steranko, Visual
Storytelling: The Art and Technique, Watson-Guptill, 2002.
[2] Neale, Stephen, Genre, British Film Institute, 1983, pp.30.
[3] Eun-young Mo, A study on the interaction with the computer
action, M.A. dissertation,

animation-centered  live

Chung-Ang University, Seoul, 2004.



[4] Suk, Hae-Jung, “A Study on Classification System for
Narrative use of Visual Effects in Film,” Cartoon and
Animation Studies, No. 13, pp. 237-253, April 2008.
MARKETSANDMARKETS, Virtual Reality Market by
Offering, Technology, Type,
Geography — Global Forecast to 2024 [Internet]. Available:
https://www.marketsandmarkets.com/Market-Reports/realit
y-applications-market-458.html?gclid=CjwKCAjw7 rIBRB
aFiwAc23rhh5jxvSW25C7TGNMhUTdAfY cmxwiQneMX 1sy
Ebee67Z107vN1kkRrAIRoCFSEQAVD BwWE

Myoung So Kim, “Devlopment of a Relationship Model

Device Application and

between the Flow Experience and the Intention of

Purchasing through Electronic Commerce in Korea”, The

of Industrial and Organizational
Psychology, Vol. 12, No. 1, pp. 197-225, 1999.

[7] Pimentel, Ken and Kevin Teixeira, Virtual Reality: Through
the New Looking Glass. New York: Intel/Windcrest
McGraw Hill, pp.15, 1993.

[8] Cho Na-Hyun, Kim Jong-Deok, “A Study on the Reflection
of Realism in 3D Animation”, KSDS Conference
Proceeding, pp. 150-151, 2007.

[9] Lee, Jun-soo, “A Study on effective directive technique of

Korean Journal

3D animation in Virtual Reality - Focus on Interactive short
using 3D Animation making of Unreal Engine-", Cartoon
and Animation Studies, No. 47, pp. 1-29, June 2017.

[10] Kim eunju, Kim Jaewoong, Choo Hyelin, “Thesis
Directing for Selective Fixation of the VR Animation
Henry(2016)”, The Korean Journal of Arts Studies,
No.20, pp. 163-182, June 2018.

[11] Min Hwa Lee, Young Jun Kim, Talking About Virtual
Reality, Cloud Books, 2017, pp. 72.

[12] Min Hwa Lee, Young Jun Kim, Talking About Virtual
Reality, Cloud Books, 2017, pp. 73.

[13] 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.

[14] Philippe Fuchs, Pascal Guitton, Virtual Reality : Concepts
and Technologies, CRC Press, 2011, pp. 3.

[15] P. Levy, Cyberculture, Moonye, 2000, pp 74~78.

[16] Kim eunju, Kim Jaewoong, Choo Hyelin, “Thesis

Directing for Selective Fixation of the VR Animation

Henry(2016)”, The Korean Journal of Arts Studies,

No.20, pp. 163-182, June 2018.

M.E. McCauley and T.J. Sharkey,

Perception of self-motion in virtual environments”,

[17] “Cybersickness:
Teleoperators and Virtual Environments, Vol. 1, No. 3,
pp- 311-318, 1992.

[18] Eun-Jee Song, A-Leum Jung, “A Study for Reducing of

231

71abs Al off M| o] Mol M 2] Visual Effects gt o4+

Cyber Sickness on Virtual Reality”, Journal of Digital
Contents Society, Vol. 18, No. 3, pp. 429-434, 2017.

D eEtele FHUst (Art &
Technology/ACCAD Al 2+ A}

19991 ~ 20014
2001 ~20034: =
2003 ~& Al
5 FHA) o)

N

20199 ~4

54 o} :

A Fdoista g g

3D eyue]d (3D Animation

o2

A}k jL]. xﬂ 3F

o 1

7HEE A (VR

=
=

)

http://www.dcs.or.kr



	가상현실 애니메이션에서의 Visual Effects 역할 연구
	요약
	Abstract
	Ⅰ. 서론
	Ⅱ. VR 애니메이션의 특징
	Ⅲ. VR 애니메이션에서 VFX의 역할
	Ⅳ. 결론
	참고문헌


