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[Abstract]

Recently, cases of collaboration in the creation of immersive content using virtual reality and augmented reality technology are
a growing trend. For these cases, collaboration between the creative field and the high tech field is essential. However, in the
process of collaboration, communication between artists and engineers is difficult, and conflicts appear in the process of technical
consultation on conditions.

In this paper, we propose an alternative development model referring to the requirements specification of software engineering
to collaborate immersive content well. Firstly, we classify characteristics by analyzing difficulties and cases that appear in each
stage of collaboration, and highlight the need for alternatives by deriving characteristic points through successful cases. When
artists and engineers start collaboration after discussing technical consultation on conditions with requirements specification as an
alternative model, they can create better content. This alternative model will become a production model that solves the
transitional stage where the difficulty of collaboration between artists and engineers appears.
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Collaboration

Artist
+

Media Artist/
Technician/Scientist

Collaboration System

g28+ER)+ ()
Institutitm Support

Human Resource Support Securing collaborating technicians and
technical advisory groups, and training artist
to strengthen their media competencies

Links and agreements with institutions

Space Support
for the use of makerspaces

Program Support Planning and development support

()
Material-based Linkage

MOU and agreement
to secure an art lab space
equipped with art creation
and technology media environment
38 1, ol=hoilM LES J|st ofls ®Y Mol
ol 2= (2018)
Fig. 1. An Infographic about Art & Technology
Collaboration Cycle by Arte(2018)
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"4.3 Software Interfaces:

8I-1:  Cafeteria Inventory System+

SI-1.1: The COS shall transmit the quantities of food items ordered to the Cafeteria
Inventory System through a programmatic interface

SI-1.2: The COS shall poll the Cafeteria Inventory System to determine whether a
reguested food item 1s available

8I-1.3: When the Cafeteria Inventory System notifies the COS that a specific food item
1s no longer available, the COS shall remove that food item from the menu for
the current date.«

O3 2. 2ZEQIo| 27 AL TR ofA|
Fig. 2. Software Requirements Example

712 21 FolF, A2 ES 0] V)5 & ZEAE s
dask a7l A28 75 87ARKSFR; system
function requirement)[8]7} 71& Z7(374), %73l wS
A, 7R, B, FARS 5 ZEAE £ 9 ke A
dAe el Zagt 0?/\}3‘01 AFIAIA(PSR; - project
support requirement)[8]8 @Jsl= AL =it} ARt W
o|%ko| wa} &-8ah= 71€°] dEfx]71el 2ol gh= 7)7] Al
T 5 M 2 A el tigk Folef A 717t gk Fo,
upA|gto 2 s ol o} 7|7l w2 Fdet Bidel| tigh 3
o7} o]Fofriof = Blolth olygk 72 27 ool
gk Ago] FEd] o] FoHA] e AdEjell A s
Al dle7te} 714 1k e E7FEkA AYSHAl Eck
714 210 o PR dsTiel 71sAke] Aol
UERdT), 7t el AR-E= 7zl dig o] s =7}
stol 7l o] e EHEP 7HA] dalA] este] 71eAfel Al
gk BT A LS AFEA Sshks A9 871 Wil
‘ﬂr A 7]’”“ ZEZj 634%: Blo] Zel= AZS 93t o

27k g ol A, Al dhgel A el
It NeH ANE LA S Rahe] mulxst 2]
£3), 7% Bw Feje] o
o ZES A ZH 22 fAZEE £ A8 d<s A=
o] ZAY W) FE] ARAL ATk o F2 A F
Fhell ©e3] 71 2SS W= ddkeg Az "k ol
A 71EE ol 88te] B Ales & = Jleell VeE
E‘r% A&z Aol 24 7l 5o Asph At
HellA o] gt} Aqle] FHito] EHshA] Brhs = 3
T
A% Felskz ALt ol B §oR ojzloen 3
oA B Y] el 7149 el
slo] 712, TRl 3k o7 W] o]Foix]
A 93, RS 7N PSS Aoz ARt
E3, AR Aol T%o] HEEE AHRE derhe
HE FEAS AT 91, 7GRl A FEo] Fol
: olahiert 54 G0} SraEelA Tl
o] 4853 4ol FolatAArt shetatr|7} ol @7 wliolek,
of Thgeln cldzkel dge Aol WaF v Aw
(asset) AleAZRE W27 Ar), WA ola7hs Z2E

http://www.dcs.or.kr



n
Ral
T
rH
ro
[
o
_||
rr
Ao
Ral
=
o
O
%)
<
o)
N
E
Z
[e]
'U
©
LO
—
Q
=
N
o
N
w

EFS) 9 7] A% TR QIS ZEAES] FAHQ] V)
= AR ERES St = g Ak o3 oeke] o
Herisscross of roles) 2.2 13l 7] 7|8 v}+= th2 f_’
=7k Uhes AdE ¥ T derel Fd A ofd
Axdo] AR

m
ré *H

3) Azt & A
Az; o] Felli= o] A 7]kl Al &g Azl
gk Aztdole=A A credit)o] 17GEA] o= Ao

s = 3t} ZeElx fA B gk Mo 35HA|
9k A gigk #ele dertd A ALGEE 5 Tl 9
T #Jol vHE Ael(disequilibrium)7} vERAT) o] 3k
s} Bo] w3 AE7} ALErE H Zel=o] oA
L7 oA aL, VA Aaket 7o E A R 5
7|57} ‘GOV]JJr EAlel Eiro] A ET),

e AR 71E 38t AEE 7HEEA AR 7EE
‘VR Nostalgia 5(2018)'7} 9JtH9]. 71 3]3} =9 1
& AFEES 3D 37l ARz 7ol wiAEITh AR A=
HTC ViveA}e] HMD(head mounted display)e} AEZ
(controller) & ©]-&3o] 4 oA 1gdo) o7} 1ds=
=78 whs = 9l

Virtual Reality Space

O 7 uny

Segmentation Depth Layout

H_)M_)d@h

Geometry z
Conversion Spatial Sound

38 3. VR Nostalgia(2018) ZH= 7A =T
Fig. 3. VR Nostalgia(2018) Content Layout
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Fig. 4. The artwork using Volumetric Capture in the
exhibition “Futuredays”(2019)
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Table 1. Classification table of the skill level when
creators collaborate with Immersive Content

Level 1 Low level of understanding about applied
technology
Level 2 Only know the basic concept and can't
make it themselves
Know about technology implementation
Level 3 L ) .
principles and can plan simple projects
Understand the applied technology and can
Level 4 create the project they want to make in
collaboration with engineers
Can create at the level of a professional
Level 5 .
engineer
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Table 2. Existing Requirements Specifications

Requirements Specifications

1. Introduction
1.1 Purpose
1.2 Project Scope
1.3 Document Conventions
1.4 Reference
1.5 Overview

2. Overall Description
2.1 Product Perspective
2.2 Product Features
2.3 User Classes and Characteristics
2.4 Operating Environment
2.5 Design and Implementation Constraints
2.6 Assumprions and Dependencies

3. Detailed Requirements
3.1 External Interface Requirements
3.2 Performance Requirements
3.3 Local DB Requirements
3.4 Software Quality Attributes
- reliability, usability, robustness, maintainability, flexibility,
portability---
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Table 3. Requirements Specifications for convergence
immersive content collaboration

Requirements Specifications

1. Introduction
1.1 Purpose
1.2 Overview
1.3 Reference, Document Conventions

2. Requirements
2.1 Functional Requirement List
2.2 Nonfunctional Requirements
2.3 Interface Requirements

3. Development Requirements

Describe the development requirements about Required Skills,
Development Environment Support, Development Period, and
Maintenance.

Visual

Description Sound
Text
Intention Script

Final View

Development platform

Authoring Tool

Technical Selection Development Language

Operation System

Technical License

Software

Development Equipment Hardware

Platform
Development Period YY.MM.DD~YY.MM.DD
Place
Period
Operator

Operation

Operational cost

Installation

Maintenance Additional Operation

Update/Version up
Authorship
Right and Payment Copyright

Property Rights

4. Other Requirements
Describe any other requirements not covered elsewhere in the
SRS. This include rights, credit requirements, and so on.
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