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[Abstract]

This study analyzes the structural mechanism of content expansion in the virtual idol group PLAVE, focusing on the role of
fan participation. Using Henry Jenkins’ transmedia storytelling and John Fiske’s fan productivity as the analytical framework, the
study examines PLAVE’s major activities from 2023 to mid-2025 through qualitative case analysis and quantitative indicators such
as album sales, chart rankings, and YouTube views. The results show that members’ utterances and fan discourses create new
settings through real-time interaction, which are then incorporated into official content in a cyclical structure. Fan participation
functions as co-creation, evolving into an expansion model through the convergence of real-time communication and transmedia
strategies. These findings indicate that fan-driven expansion generates both narrative differentiation and industrial outcomes,
offering practical implications for developing fandom-centered IP management strategies.
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PLAVE'’s real-time fan productivity structure
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Step 1: Establishing Theoretical Framework Table 1. Comparison of transmedia strategies between
PLAVE and conventional K-POP idols

ting a hroLgh a
Conventional K-POP
Caitzoy HEAVIS Idols (BTS-EXO)
Based on a triple virtual )
world (Terra, Caelum, Lg?éigigfg;fﬁiﬁte
Step 2: Data Collestion Asterum), PLAVE adopts | o " ead as
. a members=characters ’ :
Worldview & ) ) backgrounds for music
’ setting, with the o ) ;
Narrative : . activities, with narratives
worldview expanding . )
L connected intermittently
and continuing through )
through album series or
each album and
concepts.
comeback.
Step 3: Qualitative Analysis They use various media
MV, live broadcasts, fan | such as MV, webtoons,
communities, and SNS | novels, and games, but
Platforms & ) . )
o are linked to real-time connections across
Connectivity ) ) ) .
events, forming a single | media are parallel, with
narrative flow. stories consumed
separately.
Step 4: Discussion of Results - -
All members function as | Members or their
o virtual characters within | alter—ego characters
Exmmining in . . s ..
the worldview, with fans’ | appear, functioning as
- Characters & | support set as the personas separated
a| 4
]_E' 3. A7 Ext Fan condition for character | from reality. Fans
Fig. 3. Research procedure flowchart Engagement | survival. Through participate as
real—-time interaction, interpreters and trackers
fans participate as of predetermined
co—creators of the story. | narratives.
N. 2 B
Z#o]H.9] 7] AAIF-E 7Y AlA 7EEE(Caelum), &
4-1 EMAD|C|O] 2@ 2R 7HA }/\H]E(Asterum), A4 A7 2K Terra)E Q= o
A TR, WES 7 49 o] B = 7)Ao E3}
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Worldview Access Pathways

PLAVE's Worldview Structure and Core Narrative

Core Namative

“Korean text is retained to reflect the original content
J8 4. Zeo|22| CEX AAH 2o HEIZHE T2 AA

Fig. 4. PLAVE’s multi-layered worldview and multi-platform
access system
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Fig. 5. QR-linked birthday goods
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Table 2. Core narratives and transmedia elements of
PLAVE’s albums

Transmedia Elements

Album Core Narrative i) Bt Pralusiiy

e Access to storyworld
documents via birthday

The members' first goods QR codes

ASTERUM encountP:r after njoving e Live brogdcasts

from ‘Caelum’ to referencing Asterum
‘Asterum’ settings and fan

community

interpretations

» Access to ‘Seongwui

AS?’_EE;JM High School of Arts’ via
Shape of Youth narrative‘ in th? MV, YouTube, SNS,
Things to parallel world ‘Terra and goods

Come e Storyworld exploration

through multiple media

* Presentation of Caligo's
presence through
concert posters and

A journey toward ‘Terra’ stage production

ASTERUM | and the foreshadowing | ¢ Interpretation of

134 -1 of the mysterious entity Caligo—related phrases

‘Caligo’ on members’ T-shirts

* Expansion of discourse
and speculation within
fan communities

e Foreshadowing of the
MmmeMimu character
through live broadcasts

e Exploration of the

Confrontation with the storyworld through

villainous force ‘Caligo’ interactive

and the deepening of fan—participation event
the storyworld sites

* Fan activities focused
on interpreting the
setting and exploring
the storyworld

Caligo Pt.1
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Table 3. PLAVE’s transmedia content case

Transmedia

Characteristics Effect PLAVE Case

Independent content
released across multiple
platforms (e.g., music
videos, albums, live

Content Diversification of fan
Expansion engagement through
Across Multiple | online-offline content

Platforms integration broadcasts, event sites)
Organic Non-redundant Storyworld—based
Connection expansion structure integration of settings

Between enhancing fan across music, websites,
Contents experience and live broadcasts
Content Standalong contlent Albums, websites, and
. consumption with )
Structure with ’ ) broadcasts designed as
enhanced immersion )
Independent self-contained and

through

) ) complete content units
interconnection

Completeness

Storyworld clues
embedded in QR codes,
interactive website
exploration, and

Multiple Entry | Open and accessible
Points into the exploration of the

Storyworld storyworld in—broadcast references
to settings
Real-Time ) Community—driven
. Co—creation and . X
Expansion interpretation of the

Structure Based content expansllon storyworld and real-time
based on real-time

on Fan feedback reflected in live
L fan feedback
Participation broadcasts

12 6. ‘Dash’ D"'HIEIOOJI saet ;E%IOIH HEE E’EHIDIE"
Fig. 6. Plave character MMMM’ featured in the ‘Dash’ MV

"Korean text is retained in the image to preserve the authenticity of
the in—universe website, which is only available in Korean.
J2 7. W ztofds o[HIE AJO|E ‘Lost Media Society’

Fig. 7. Fan-participation event site ‘Lost Media Society’
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Table 4. Comparative analysis of PLAVE’s transmedia
structure and other virtual idols

Category Isegye Idol MAVE: PLAVE
Waktaverse, IDYPIA: Caelum-
Worldview | Webtoon based | Emotion—contr| Asterum-Terra
Setting Fantasy olled Future Multi-layered
Worldview World Structure
Fan Communit i
Y SNS and .D.'rec.t
Fan and Participation &
R Short—form ’
Participation Fan Art . Real-time
Reactions A
centered Interaction
Fan Occasionally via Fan .
. - Interpretation &
Interpretation Fan Opinion None .
SV Real-time
Officialization Contests A
Officialization
Narrative Real-time
One-way One-way Feedback
Development . ; ) .
Expansion Simulation Circulatory
Structure
Structure
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ASTERUM : The Shape of r 5

Thing s to Come”

/ N ‘
[ 4 ,"//// /;4 Egmadey

School Newsletter

Storyworld Integration
and Expar\sion

YouTube Content Season’s Greetings

(mmersion) (Expansion) (Merch Link)

T

('ahgo Pt.1

Societ
Seonghwi High School
of Arts Informal Club ‘LMS®
LO';' medl

Esploration of LMS Poster (Fan Entry)

Sub-World Elements
and Transmedia

Interactive Site Chroma Drift Universe Posts
(Exploration) (Expansion)

Espansion

Chroma Drift Expansion and
Multimedia Integration
Fan Interpretation of "Dash™ MY

Based on the Chroma Drift Universe
“Korean text is retained to reflect the original content and fan
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PLAVE’s Key Sales and Revenue Figures (2024)

Others Merchandise Sales

15.9 billion KRW 18.0 billion KRW
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Fig. 12. PLAVE's sales structure and key revenue figures
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First-week Sales Records of PLAVE's Albums
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Fig. 13. First-week sales of PLAVE’s albums
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