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[Abstract]

This paper intends to analyze the role expansion of characters, which was an important factor in setting

the worldview in storytelling. With the development of media, the way of setting the worldview began to

change. At the center of these changes are 'Transmedia’ and 'Metaverse', which have recently been

receiving attention. With the development of trans media, where the intersection and convergence of media

is actively attempted, characters are breaking free from their innate limitations, crossing various media, and

performing various activities in new stories. In addition, in the metaverse, an extended concept of the real

world, avatars play a role in constructing and expanding the metaverse world as users and creators. By

analyzing these changes, we would like to deal with the phenomenon in which character setting, which was

used as an element in orthodox world view setting, replaces the world view.

» Key words: Transmedia, Transmedia Storytelling, Metaverse, Storytelling, Worldview,
Character-centered Storytelling, Meta-story, Metatextuality, Intertextuality
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I. Introduction

Age|Ro]q AATE ‘olopr] A Hule] A2
ojujgit. o] AATL HUEs AkR], 5 UjeiE]a
S ESA mlold 4 gt ol 1h| gatERix
£5], A Fopo] Yo} AAT AL el AAE A
st Ale olojgitt. olopr|2 Hohd 4 gle Al
A2 WS AL, At A2le] BAE 15
Sl ARIS WAKZIE WAlolth AAelolN Aga

(story)= AHd(events)it £A-=(existences : 7§ E, vf
B2 o]FoA=|, ol AYY 7MIAE d7dshe
e a3t a4z FEE0. of7|of ARl S B
(discourse)o] HaliMA AU & 7HIAAE == A
ot} AlURof # otz 7HIAIAIE F5lof St 22
TRI=OA AR A7 2 Aol glo] siiAdE] 1 g
Tt 224 20009 o] ojoje) dge NAHE A
ok YA §igstr] ARSI ol2{qt Hete] FAlo
+ 'EsiAn|riol’ e} ‘wEp A7} 9t

2000905 AUt AEEY A2 otdet ujdo]
o] 57} oAl Wststa WSttt 5] njojo{] WA}

|gol &L Aless EHAUHOIE S5 A8
1} ek, ofydol oA SRt ZiE = BAA Aot
A glojut 2] tdolE dy=t A2 AE2] QhofA
gors XL Qlh o]2gh &30l 7 4 QUE o
o 7IHE 54 AR EIRIo] njo] Hetat Ago &
2|317] gizolct.

7HRE 9] n]do] 7t o] 52 AEE dste AlAl A
A7t &Al0l= Ao vlsll &1 gapAolt}. F=E & o
of719] AIAl QtollA B ssilon, AAY t&2E vhgste
e EXfjolt}. ZRI= AMEAE2 HE S &l Lt &
G e AAIY ot AR JAIE & Ao 2= N
HE7} BARITH: A2, olopr]o] A HAI7E &40l
A Qulsitt. 7iHE SAC= tefRt njhojolN A&
2|71 SRte] 1l AAtE] = 4 ARS8k o8 &
a5 % /N8 Jo] StfE| i QIS vHEett). Eot
NAEY] A Sy Ql=o] AlA Qo S0 ke
BERR] AAIHS] Aot FER|AL g5 BoEH

HERH A 7189 7PIAAIRN: o2 AR =
Ho&t, AN 2ol YT & e HEA
oAl AF&AR: ‘opblEy & Foll AAIE HESHt 19909

S8 AY Edlolol9] Aoz B ofuteh: A
71ZF gofoltt e 2 oM &, ojep A0 S7gat
I At HHA 7|89 Al AZ FHojdo] Bt A

S A1 tifQl A2 wA =t ohutere) A1
< ARAHY] 871 R A R HEfH A E30
o " AAPE @A e duEs Eeol 7
SHAIEA, AMAE2 ofHtERS S3l AUAIAIY FAIA,
ARl FEat FARRE a2 IS ot o] o
A AAE S 2RIZS| AH|R[O|AL AP BT, Al
Sk Afd] 2 QroflA] TRl RS AtAle] E+tof w2t 4
A 4 U He Zlolth. HEMA AAlE foll w2t

Sttt ohfElE AlEEs 7lee 288l 7HEd Al
A 92 2345 H=d, ofdf ofuteto]] £ AREAL
S} o] A5t F4o] tE Ao AAS 7
st §a%h 24t "ok oAl Tl HEfHA Al
oHtEte] A, AR HEes &3l FEE Hwd
Elo dA0=z Aojdral & 4 ok

© == gfs EsiAn|T|olo HEfH 20 A 9] 7Y
HE AT 22 Effan|njo] FRA ARYE E3H ofoF
719 AlAlel S&55 0] A ZHHEZE ofZA Aot A B
oo, oyt ujdojoM FHHEIS St AAY 92
o] @A 7HsetA| EmE Zlolct. Eot HERH A E3h
Al ARt 255209 AR JHHE JZS 2
off wetERIZoIAY] AAIE 270l doju= Wsts
I Zlojck. ol2fet FAE 7o i A7o] Al

o 27S diAlshs ®ets olSsE A} St

1% o

=

II. Preliminaries

NAREZ AIA Aol dieh 27geh AsiE 2olshe A
3Al gojolt}. §HEER2 AT AIAl A QIR ARG
L7, ofo] 3 et wiste] shte) ofu] e AV
02 oA Q= Aot Aol AIA| oo Izt
o EAfet 1 Y7t AxIshe ol Higt ofo] £
AH] 75k Aoz, #xAoz AAIE AdAshHs
AAVS R 21l st [1] A= 2E MAR ZAat
=2 O AARS &St Jloj2t & 4 Qlth o] 2
StERI A AAI] 7P AAIE 27dsts e
AARE A oz AREIL LEEUA ARS o]
AR, R, 882 73 2E AAlE A5Stke
e s Zxte] g2 ggshl =l 29al EXE
A0jdoj7p wFstHA FHES] Ao ot EH
ojcjojofA AR2fRRjo] MARSAOIA 7iHE FHo=
Hetst] ol
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AE2[Ego] WA} 7HEJE14 O—E'.6
BAslY, 7MY A AR
E2]of] =3t=]A] ool AR AR
BoA Mz leg T A= A
£ olop|z At = %’%‘”5}‘3{ 0131?_} ol
disll gAAME, E 2oz shY e Qo XIHs)
ch[3] ZelAa 71Ese
Ao AE=]ER o tjsl ¥]wEA] al
2 S "I ool AAIT QoA ERI=oic} Zhzt
Oe ARV} A8kl ARRERPoR,
e AiA]7F 71ssH o] 2 ol AEe7t e E ke
dojtozm FiEQ] Ao F=30ct[4]

ghd HEf A= HHY] o]$ AR, VR 5 7H-9A 1F
S-S 714515H= XR(eXtended Reality) 7149 2b&at
VA 2452 dshl Qlon], dZofx= HEATL
AS7HR19] 2RH QIEHl AThE Rdshe S44PE A
o2} AYst/| & stet.[5] mEfsA0] st A= U]=2]
vjgal  ulolE  7ledtdAl ASF(Acceleration
Studies Foundation) of|A] A|A[3H oef A AjAlQ] Y] 7}
Al 98E 7Ivte R RSt SAREA, golmzr)
AAA, TPIA e AR 7 1et 3] of
2 met o] Jod 4 Qi

o

Table 1. Comparison of characteristics of the four
types of metaverse[6]

Augmented

Reality Mirror Worlds

Life-logging Virtual Worlds

Technology that Avirtual world that projects | Virtual world built with
cal in from the real digital data

Definition

Implementation
Value
(Needs)

activities

a | - Online Platform
- Ubiquitous Sensor
- 56 Network

- Blockchain Technology
- GIS System

- Graphic Technology,
5GNIwnkAI
kehain Technology

Core Technology ,gg’;mmgg
- 56 Network

- Data Storage, 3D
Technology

Hlef A0l 7P 2 vlEZ AR|ohe 539 TPIA
A’ VRIF XR 7S 7|8t0 2 & AB|AS Algoket],
o= AREAPZ} HEfH A0|A] ofH A[do] 7H5etR|et YA
St ATAdS 7HAlch VR HMD(Head Mount Display)Lt

AR GlassE E3f| A7 AFE AlgsAY, 2/ 7]

$7j0] 2 5ol TP FRE S0l AU 7
AR 7K1 BEATE e uE A G4 2 Tdol

AulAZ B8 ARE L 4SS YsHETLIT] of2i3t ol %
o] TilEf 0] et AT 714, AlgEs Aulaet ¢
A ol 2ofx|L 9Lo8], HepA0) 715 dut ol 0.
2 oJoJA T I}, 12t olEfA0] JHIAAVE MEshe
ABl27k @Alo] Aol Ratelof 9l Zie ofrt. 7]
22 AN BIH5E AHL tER20) TP Qo]
TRV slo, @Al EAE 4 Qs M2 AAPE AR
25 91, 1 QlojAe] SEF Aol 7RIS AIEE 4
= 9Ioh[8] 7] oAle mletA BB ALSARE
Q 20l 2 £8 oz ofAx| L Yoo, 1A|Y
olefat Al BRY ol TbE B e clmAlel
dlEf A Aulael AEE'] 249 ofulete] Aol it A
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III. The Proposed Scheme

1. Expansion of the character's role

1.1 Setting the worldview in cultural content

Esian|io] AR RITJolA Tefet njtjojo] 24 st
Yol AABEE AZe Saxel AR AL ks
Ao BUg FfEle] S mjRolgict,

Aol Ae] el UlRlEls. gtolq A1z AR
of gl 9123 ojujgict. URjEl i ofH Holxl Ao
gl oloplet o, w7F 1 U ke, w7k 1
o AL o] =AE L] HshM AR5 = diidol 7H
oot tiwoll FHHEPE Qe AR dold 4 QlaL,
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T Aol W=ElEe] 4 g4 ORIA & jlth o
714 FiHEQF AR9] #2E 4 gle w0l Elfdtt

-
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AR~ Wde Zatspl Bt Ajles A 79
2o} EAo] A7 AR Zolct.

Jejut ofefat FHiEle] it Aol ERAclo} &
7o| 5ol e 21 ofrt. o]3le] ujrjo] B0
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€ @502 0tojE FA duH oA E‘J&‘iﬁj AAI
WSS Wxshs YA o= FRE AASS diFeich

TRIE AARE 2749 Q45 AmEY] 5] e @
0] <Fictions of Discourse>of|A] AA|st AAHMES] &
10/ Blgfo e Uele|ne] P52 gald 4 ok ©
LHE—]E]E% ‘iga]_ej}/\E_Lﬂa]o]/\q_Eﬂ/\E/di
sl EAES} URlold e MAlRT Agago s of
20jx] HAE U tJA T A(intratextual discourse)zti
AoJict[11] o] 25 EfiAD|Ho] FHI= U2EE
Fz0] A&al A Aeletd Fig. 13} 2
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/ narrative \
story discourse \
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game narration

animation
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textuality

Fig. 1. Content narrative structure in transmedia
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Table 2. game world setting

game world setting
story intratextual discourse
-previous history/event -genre: with game system
-current problems in the -character/
world(purpose of play) background concept
-spacetime background -field/map
-playable character/ -item: equipment
Enemy/MOB/NPC -skill
-creature

Table 3. animation world setting

animation world setting
story intratextual discourse
-theme -genre
-spacetime background -technique
-character -character/
-main event background concept
-world

Adat ofpslold A RN Ake] @4t At
it 12, BjE02 o|2olAl Arfele) Ake] pES )
WA FA8 T2 91eg Selg 4 9ok & U o
At oo} Wk nejElojol & QA5R, ERA
olcjololA] shte} APt T oltlelz 7] 9l
A Tkt 7 W] Wstslor g Shlg 4 it
oA FHERE AR, A BT w128 S A
Ha 92 TEse oldolg Blel 59T

ol Bt R} SR 2e Palsl] Sial 1
sfof & @4vt stz YEEE 584e Thack SA)
e} Qo] AR, WS UESHL Stk 3ol
AP AR 5 AER] Q40] e RRo| e S £

BT T
A oo
AdEd 4 des BAEL.

1.2 Character roles and story expansion in
transmedia

e 54 2Eje Agelo] Sy SHNE
oJol7} it o] HojlA EakAp|cio] EEIA ARl of
Yojlo]Ad <29} =i (Wreck-It Ralph)>9} ofAlo]& 7|
ol <} 1A, WAA(Fix-It Felix Jr.)>5 Esj 7j2gE
B3} Z21M™0] olopy|7} WhlstY, Fi2E] FA] AER]E
FolA AAITo] AAE = FAS A E A} St <59
% Zx>= 1982\ TobiKomiollA EAISH opAlo] & AY
<t} 11X, g2l A>0] ottt vt RojZ 0 g SASIC §
B B0 A <t} IA, B0l GEE o2

ek =0 AOAAA FRIZ AZRAOA EAUA
=t o]oﬂ Brdt Zdnl oAt S xuio g ululs)
£ oz Stk Ao 5913 WAL Lol A
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Table 4. Ralph's role in game and animation

Game Animation
Enemy Hero
. A character who wants to
Destructive character
be a hero
Revenge for those who Desire to be loved by

took away the house
A character that repeats
only certain actions

people
Dynamic character that
triggers an event
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Media transition from game to animation
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(history/event/role)
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[
New Media Content | | reclItRal

Media transition from animation to game

Fig. 2. Media Transformation Centered on Ralph
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Table 5. Audience review of <Wreck-It Ralph> (IMDb)

Audience review

-Wreck-It Ralph wants to be more than a bad guy. He
just wants to be liked.

<Wreck-It Ralph> is a delightful animation by the
Disney studios with the story of the sweetest arcade
villain I have ever seen.

I like the ‘Be Yourself” message.

It's a poignant story of a video bad guy who's trying
to fit himself into the group. He's isolated, ostracized,
and ignored. But he wants to be more than the
stereotype. In a way, don't we all want to fit in and
be more better than what we are.
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1.3 Metaverse's worldview replacement
phenomenon

A COVID-197} 71M2 7P 2 ®¥ishe= 7M1t
A 4o choret 5ol giFlE) L 9ok Aol 2zt
g0 30 712 olfoplit B¢ Yo, ¢

_:_ 9}50] x]ok& H}_I—L OlL 1\1-9,]-01]}\1 ]_/‘\__,_12 l:Hll\_ls}%
JVE7Ie) WOl SmEL A8 ARIALlE Byolt
Fig. 49] 412 ESIColA "oeps| A of oigt A AlA|12]
A H3tE AlmEdH 20209 109 o]32 E&53t 7S
o 4 el ol 7Vt oMY HE2 2= St
£ 018AH 47} SolRe e Walst Almolc),

==

To
e

Fig. 4. analysis of interest change in metaverse
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Game Virtual World

Fig. 6. Main—narrative storytelling in Game Virtual World

Lifestyle Virtual Game

Fig. 7. Micro—narrative storytelling in Lifestyle Virtual Game
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IV. Conclusions

AAojojet HEepH A0 Al S E5H
weERIZO] AARE 7ol ZetAl= Wkl oish *eﬂi
otk olg 918l Ulele g o]7i AReje) tlan A
Aoz NAEE o= 9AE BxMsion, ZH7kS 8y}
TE Yo o] A8 shsslrhs A2 AL

E5t ool d <Foigt 2> AlRle 530 e £
2&2|edo] ujcjo] 7t o)50] &84S Btk 2 &
olgion, 7l2E A AE|ER]o] AER] SR} gt O
S oluorct. FNER} APl Ao te 9 4SS Y
ZFO 2N AARYS thAlstR o, oj2feh A o= AME:
A 7iHEHE AEEE Urokﬂ 2HESs 5YH0R &
ol B2 HE SR 4 l3S SUH-

HHE] AR tiAl= UﬂE}H%Oﬂﬂi o geteol u
ERT AR 242 SoliAl ARt AREARS] 201§
= HE A S4S oo, ofsfst S92 VNS
2 opufete] S4j/gdo] HEpHA U A|FAR] AAREE

BAZITH e BAsI




74  Journal of The Korea Society of Computer and Information

M2 &30 B AR 23 404
T2 AP ASS AHEIT. o=
Jo| ko2 ST A= ojtfofd
7 eS Boig} Al A&
i A 7l sk W Ed e AR

REFERENCES

[1] Yong Hwan Han, "Encyclopedia of Poetics of Fiction", Prunsasang,
pp.275-277, March, 2016.

[2] Hyeon-gyu Shin, "Convergence Culture-Where Old and New
Media Collide", Culture and Convergence, Vol. 37, No. 2, p.559,
Dec, 2015.

[3] Dong Eun Lee, “Meta Storytelling & Character Storytelling
Model”, Journal of the Korean society of Cartoon and Animation
Studies, Vol.42, p.213, Mar, 2016.

[4] Min kyung Kim, Dong Hyuk Kim, “A study on the characteristics
of transmedia and cross-media storytelling”, Korean Journal of the
Publishing and Periodical Studies, Vol.28, p.17, Dec, 2020.

[5][6] Junghyun Yoon, "Metaverse, beyond the boundaries of virtual

and real", Science&Technology Policy Institute, Vol.49, No.1-2,
p.7, Jan, 2021.

[7] Seung-Hwan Lee, Sang-Yoel Han, "Meta verse begins : 5 Major
Issues and Forecast", SPRi Issue Report, Software Policy &
Research Institute, pp. 8-10, Apr, 2021.

[8] Junghyun Yoon, "Metaverse, beyond the boundaries of virtual and
real", Future Horizon Plus, Science & Technology Policy Institute,
Vol.49, No.1-2, p.5, Jan, 2021.

[9] Kim ji-young, "A Strategy for IP Expansion in Metaverse: Focusing
on <{ZEPETO)", Association 2021
Comprehensive academic conference, p.60, Aug, 2021.

The Korea Contents

[10] Lee Min-yong, “Hypertext, Intertextualitit und germanische
Mythologie-Anhand ~ der
Mythologie und der <Thor>-und <Avengers>- Filmreihen”,
Journal of Koreanische Gesellschaft fuer Germanistik, Vol. 153,
p.145, Mar, 2020, doi:10.31064/kogerm.2020.61.1.137.

[11][12] Patrick O'Neill, "Fictions of Discourse:Reading Narrative

Theory", Toronto Buffalo London, pp.107-131, 1996.

[13] Jun Youn Kim, "Metaverse content innovation ecosystem and

Loki-bezogenen  germanischen

conditions for sustainable growth", Science&Technology Policy
Institute, Vol.49, No.1-2, p.28, Jan, 2021.

[14] Kang Ik-hee et al, "Humans, Content and the 4th Industrial
Revolution", KOCCA FOCUS, Korean Journal of the Korea
Creative Content Agency, Vol. 17, No. 3, p.5, May, 2017.

[15] Joon Hyun Jeon, "A study on the Principle of Metaverse
Composition with a focus on Roblox", Korean Journal of the

Korea Association for Visual Culture, Vol.38, p.270, June, 2021.

[16] Hyun-jung Yun, "A Study On The Goal-Oriented Narrative
Structure In The Virtual World", Journal of the Korean society
for computer game, Vol.14, p.193, Oct, 2008.

Authors

Hyun Kyung Seo received the B.A. degrees
in Division of Information & Communication
in 2004,
then M.A. degrees in Creative Writing from

from Seoul Women’s University,

Korea University, Sejong, Korea, in 2016,

respectively. Seo is a novelist. She started her literary career
in 2011 as a spring literary contest. She is now an assistant
professor of convergence contents at ChungKang College of
Cultural Ph.D. Course in
Creative Writing from Korea University, Sejong, Korea, in
2018.

Industries. She completed her



