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[Abstract]

In this paper, we propose to present a storytelling education plan for the development of realistic
content. The need is emerging in the content industry for realistic content along with technological
convergence as development of media technology. This phenomenon is being accelerated by COVID-19.
In 2019, the government set up strategies to secure future growth engines, announced "three major
innovation strategies" in the content industry, and emphasized "fostering leading realistic content."
Realistic content is a content that users can experience directly. It is first-person storytelling that should
be dealt with as important as the development of technology in the production of realistic content. In
this paper, the results of storytelling classes conducted at the actual educational site are analyzed, and
the difference from the first-person perspective commonly used in traditional literary works is described.

Through this, we present effective teaching methods that can be used to develop realistic content.

» Key words: Realistic Content, Convergence Content, Realistic, Content Storytelling,
First Person Storytelling, Storytelling Methodologies, Storytelling Educational Program
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I. Introduction
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II. Preliminaries

1. Changes in the Content Market by COVID-19
1.1 Content Market Analysis since COVID-19
COVID-19 0|32 A A 28I Alge 2 el 2

19tk 53] AEEIIES} BIAIIA Alle] Sy

A Ao P 2 g3 we Aoz Uet 2

W QJeiarele Agub] WA 2 4 4 324190 B, WA

=7 UiE 27389 fo2 2005F o]% A& T 20
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Table 1. Number of domestic moviegoers in the

first half of the year (KOFIC)[4]

Year 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020

the number of moviegoers|

6842 8326 9851 9651| 9507 9462 9729| 9,636 10932 3241
(10thousand)

the number of
moviegoers | 3,282 4446| 5557| 4154| 4043 4381 4162| 4497| 5688 1,999
Domestic | (10thousand)

Share(%) 48.0 53.4 56.4 43.0 425 46.3 42.8 46.7 52.0] 61.7

the number of|
Moviegoers 3,560 3,880| 4,294 5497 5464, 5,081 5,567 5,139 5244| 1,242

Foreign | (10thousand)

Share(%) 52.0] 46.6 436 57.0] 57.5 53.7] 57.2 533 48.0 383

AEfEIITESL BapAle] Hop® ofe} Eujala, A
A opA, o
oA Q)
Bloloz 373 WS olzis wate] Aol o
g 7lo] AEaj9) Au]solck

Subscription Growth Rate Since COVID-19

Subscription growth rates trend back towards normalcy since initial impact
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Fig. 2. Subscription Growth Rate Since COVID-19
(zuora.com)[4]
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Fig. 3. Growth Rate of Domestic IPTV and VOD Usage
Since COVID-19 (KOFIC)[4]
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1.2 Content Market Analysis Post COVID-19

ABIR 2] £712 9ls) AR R} SojutwAl et
o E71 EEA| aulAte] 27} ol Ze
g0 STt S0j2e 22 T MA| Fofoly
& A A 551 ol =2kl e 86l vt

£ 21T 9ok Aolct

B9 A9 o] Mfo] SEH AEEY ‘SAC ON
SCREEN'S 53] 2212l SAL At 9lou), A%Al
So P olel £5912 55 A2 ATl 2E 9
o RASIT 9t} WETol FARe UL kY
o2 gsld 1§ L2 I3 PR 2L 53t 1
& EHX LS Ak ot

7HSic. shie] 5ol 27hseh A™olA BTS 7t Aj4
AHEShE ool B2l Sl eh=ofet o= 2etol] dhsh
gej= vy FRIEOITL[6] of2fgt ¥ehs AtelA A2

ylo] Eelx
7] Eje]

FE1% A1) Aol o] 2ojx| 1 Qi Chekt Qe 2
Bl et M| Ast dEslo A A7) gsiit Brt

AHAL B ERATE 7 1 AlgEofof gt ul=

A0 AAYA AFAAEE 2 COVID-192 A vta2
WEoHA] Xohe UEAES 2ol sixd &=

HATE ZAFEY ofo]E, tEgolE Fo
ol& 4 = AH|AR, HIATE HA2 &
Y WA HTMLS/Javascript ¢10]5 o] 83l L=t A
BAbs B0 mg ol 2 MX[SHA] ¢iale i8e}
SARoA s e ofulR], SFY. ARRER dH EE
ojtjo] FRIRE o] & 4 Qlth. 53] 7Md5<t QtollA] &

3y Aol2 oto] RA| AHES AN 4 ck

1
[~
d

i)
|m

ri

=2

Y

e .
Woteana W it i Rl

Fig. 4. Virtual Tour of the Smithsonian Natural History
Museum (DIGITAL TRENDS)[7]
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III. The Proposed Scheme

1. User-centered First-person Storytelling
Technique

1.1 Necessity of Realistic Content Post COVID-19
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Table 2. Realistic Content Field[9]

Qes SEF
e-book general/realistic
e-learning general/realistic
game online/mobile/realistic
movie general/realistic

broadcasting | general/realistic

other
digital content

digital performance exhibition contens/
other realistic contents/etc.
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Fig. 5. Realistic Content Technology Overview Diagram
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1.2 First Person Storytelling for Realistic Content
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Fig. 6. Online FPS Sudden Attack (Nexon)[12]
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1.3 The Sensory Metastasis Aspects of
First-person Storytelling according to Media
Characteristics
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2. Need to develop First-person Storytelling to
activate Realistic Content
2.1 Analysis of the causes of poor growth of
Realistic Contentt
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Fig. 7. Industry—specific VR/AR utilization market size
(KISTEP)[15]
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2.2 User-centered Missing Cause Analysis of
First-person Storytelling
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Fig. 8. Problems with Story Planning by
Semester
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2.3 User-centered First-person Storytelling
Materialization Method
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