siss EREERELETSEY
-+ Journal of Digital Contents Society
ot Vol. 24, No. 11, pp. 2819-2830, Nov. 2023 M) Check for updates

QOIFE E3 2L 0112 E JHMA| 2EIX A2}

Creating Rene Magritte Virtual Exhibition Contents Using

Hommage Technique
Sang-Won Lee' - Hyung-Woo Kim**

"Master's Course, Department of Design, Dongseo University, Busan 47011, Korea
ZProfessor, Department of Design, Dongseo University, Busan 47011, Korea

(2 of

B AT = 2AAFY A7F 2] v B 2ES A4, AaA S B3 entFR 271e] o =5 S $kéte] HMD(Head
Mounted Display)& &3l A= A3+ )= 7S = 4 2] np2g E 259 vj|o] =
W& 7P Y] S-S A AAAEH Adsillar ertegith o A a Abd A o2 BAbE Ol A FRS T
ato] optg] AR A Q ol A ek 24 TElel] Btsirhs 27he] o]t R Al FAY SIS EHY o=
FH7IHS SoskE  AATh & ATl A A =g 7 A= de gt IR A o] 2Rl = E do] Al E 1E A TH A€
WS AA T wloll 1 2o 7k Slow |9k QR A=E il Al B7dS s UlskAT

o 2
>,
i
2
L
ol
o
38,
=
2
N
i
N
)
0%
2
>
rlr

[Abstract]

In this study, the works of surrealist artist Rene Magritte were selected, and the artist's intention was maximized with homage
through re-interpretation and a virtual exhibition that can be experienced through HMD(Head Mounted Display) was produced.
The produced virtual exhibition reproduced and homaged the dépaysement technique of Rene Magritte's work as if it were real
by utilizing the characteristics of virtual reality. As a result, by giving a surreal situation to a realistically depicted picture, it was
possible to maximize the expression technique that arouses shock and curiosity through a situation that contradicts the artist's
intention that no matter how realistic a picture is, it is just a picture. The significance of the virtual exhibition produced in this
study is that it goes beyond simple viewing-type content and suggests the direction of an experiential interactive virtual exhibition.

Additionally, a demonstration video was released through a link and QR code.
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Zepeto

The Sandbox

VRchat Spatial

Development program Self-made tool. Unity.

Self-made tool. Unity.

Self-made tool. Unity.

Low—quality graphics.
Limits of avatar
expression.

Visual elements

Low—quality graphics.
Supports graphics in
pixel format only.

Medium quality

High quality graphics. graphics.

Limited interaction

Interaction elements ) )
implementation.

Limited interaction
implementation.

Limited interaction
implementation.

Free interaction
implementation

Supported hardware Mobile

PC, VR Web, VR
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Fig. 9. ‘La trahison des images’ original

Background visible
through masking

Masked wall

Object visible
through masking

Stencil masking

Movable object
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Fig. 10. An overview of the interaction of ‘La trahison
des images’
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Table 2. Details used in ‘La trahison des images’

Sortation Details

Object Pipe, Frame, Lettering, Background

Realistic 3D modeling to reproduce work.
Reproduction of unrealistic feeling through masking
techniques.

Disparation in contrast to realistic modeling.

3D modeling of the phrase ‘Ceci n’est pas une pipe’
and conveying meaning through contradictory
phrases.

Visual
elements

Works that can only be viewed through stencil
shaders.
Movable pipes and letters.

Interaction
elements
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Fig. 11. ‘La condition humaine’ 1, 2 original
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Fig. 12. An overview of the interaction of ‘La condition
humaine’
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Table 3. Details used in ‘La trahison des images’

Sortation Details

Object | Easel, Canvas, Background, Iron bead

Realistic 3D modeling to reproduce your work.
Reproduction of unrealistic feeling through inversion

Visual masking techniques.
elements ) L L .

Disparation in contrast to realistic modeling.

the background of the natural scenery.

The experience of breaking the boundary between
| ) landscape and landscape through stencil shaders.
nteraction Background sound from canvas and background.
elements

movable canvas and objects.
Experience the background.
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Fig. 13. ‘La plagiat’ 1, 2 original
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Fig. 14. An overview of the interaction of ‘La plagiat’
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Table 4. Details used in ‘La plagiat’

Sortation Details

Flowerpot, Flowers, Grass, Background,

Object Bird’s nest

Realistic 3D modeling to reproduce your work.

Reproduction of unrealistic feeling through inversion
Visual masking techniques.

elements | A surreal representation that contrasts with realistic

modeling.

the background of the natural scenery.

Works that can only be viewed through stencil
shaders.
Movable bird’s nest and egg.

Interaction
elements
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Fig. 15. ‘Le Fils de 'Homme’ 1, 2, 3 original
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through masking
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Fig. 16. An overview of the interaction of ‘Le Fils de
'Homme’
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Table 5. Details used in ‘Le Fils de 'Homme’

Sortation Details

Frame, Character, Background

Object Birds, Apples, Pipes

Realistic 3D modeling to reproduce your work.
Re—enactment of unrealistic feeling through reverse
masking techniques.

A surreal representation that contrasts with realistic
modeling.

A figure only seen through a frame.

An object floating in front of a person’s face

Visual
elements

The figure in the frame can be observed through the
reverse Stencil shader.
Background sound heard through the frame.

Interaction
elements
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A€ A BASE7] Y84+ ‘Oculus Integration’ol] Eg+
% ‘OVRPlayerController’ Z#]%(Prefap)2 #!(Scene)ell
E29} 7z} ‘HandAnchor’dll ‘OVR Grabber' & 785+
zkdo] Fasjtl. ‘OVR Grabber' &= ‘Collider’ | F&38h=
‘Rigidbody'& 14]8te] 7jA1E 3 = Al okt 111
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Shader "Custom/Masking"{
Properties{
[IntRange] _StencilID("Stencil ID",Range(0,255)) =
}

SubShader{
Tags{
/I Masking should be rendered before the others.
/I Geometry has a Queue of 2000.
"Queue" = "Geometry-1"
}
Pass{
/I This shader does not affect the frame buffer, so there is no
need to use ZBuffer.
Zwrite off
/I Masking itself should not be rendered -> Color Mask 0
ColorMask 0
/I Use only the front of the mask
Cull front
Stencil{
/I Initialize value to 1 (or_StencillD) with Stencil buffer
Ref [_StencillD]
/I Whatever's in the Stencil buffer, pass
Comp always
/I Apply Ref value to buffer
Pass replace
}
}
}

}

8 17. 284 I Mold 2= ofA|
Fig. 17. Example of stancil buffer shader code
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Fig. 18. Quad used as a mask and objects visible only
inside the Quad
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visible only inside the Quad
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Fig. 21. Shader visual scripts for modeling
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Fig. 22. Expression of sea texture in unity
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Fig. 23. Making a forest background in Unity
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Original Work
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Le Plagiat 2

Original

La condition humaine 1

Original

La condition humaine 2

Original

Le Fils de I'Homme

Original

Work
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Fig. 25. Homage works remade in virtual form
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Link QR
Rene Magritte
Virtual https://youtu.be/exgXv68mIYM
Exhibition
Intro
La trahison https://www.youtube.com/
des images watch?v=NV]jJBvuRHSY &t
La condition https://www.youtube.com/
humaine 1 watch? v=H5eHsySjgju
La condition https://www.youtube.com/
humaine 2 watch? v=wgMUNtw3384
Le Plagiat https://www.youtube.com/
watch?v=R9_b4HNQPLc&t
Le Fils de https://www.youtube.com/
I'Homme watch?v=0YY3Ss5pGo0&t
P https://drive.google.com/file/
',‘:’illga d/10gytNZYWENTNEj9iV3X20
XCANzQpDyXZ /view? usp=sharing
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