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HEY B JlE: T HAS A MRS HY

1. H=2 HEIEE He

Ha=H IHEIER(Virtual Charactering)2 H=Z IH2lE] T2 MEE SHREHFE 7 HEE
QUSFAUA, HFH, H=E 00lE 5)7F A8 -AE2Y-Zoh-d0-HHA & LR FAoiM 1A

THNY 2Sots St O HEPHIE EEole e STt

2AR S5 2ME-SH 2 S ?lE E35S ofH o= oA SY-FOPIK| 2kl =4
= O[0|E1t HEE |RRH, S5 Al US wa T, H10-2HE IBE 52 o=
M= {3 30| ACt

CHSS X AP T ARSOM BiEY QIEZOl Helo| ShiEls S RoEs Fo 57
XEZ, 05 Sof M AP O S AIFoIMe] 2ot 4T FHIS Sorst & it

1) H M SAMNE R © 52)2)

O MA HEE QAERAM A AE2= 20249 2|E 9f 60Y

8X 4,840223)2 EXE|M, 2025F5E 2030E7HK| QLR 23 MEE(CAGR) 40.8%=
J|26HH 20300 of 458 8X0F (et oF 65X 1,4 2

X8 sLdeze= JOPE THM AIFel oF 42% Olds FRotH 2024 71y 2 29

- =
AZIOZ LIEfGHT, OfA|OF ENHY X2 Tl 2HIX MY HHO| U0 &= 2025 FLH
2030'F7K| 44% O[] JHEt HHiE HHYME EHY HO=Z O|SFE=ICE |7 Al 2025-2030EH72t

AB o 41%CHS| FYEO0| CllEICt.

| F M| BT AERAM MY 72 U

Virtual Influencer Market
Slze, by Type, 2020 - 2030 (USD Billlon)

Virtual Influencer Market
Trends, by Reglon, 2025 - 2030

$6.1B

2020 2021 2022 2023 2024 2026 2026 2027 2028 2029 2030

@ Human Avatar & Norvhuman ® Largest Market @ Fastest Grawing Market

¥ =X: Grand View Research, "Virtual Influencer Market(2025 - 2030)"

1) HEH: HED QEH(Virtual YouTuber, VTuber)2| EQ2Z, AxX| Xtio| 2&0| Ofl 2D, 3DZ HEE Ity QIS9
REO=2 RRE S UHU YES UYL A=AXNHAZSH-EUE 2RE, "F= Q= RFEHY

H E
2) Grand View Research, "Virtual Influencer Market(2025 - 2030)"
3) E1AQ| RE 82 2025.10.13. TA|3At XX OOH7| =S 7|ZO2 HASHBILISE S H)
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otmol Y QIZROIN AR 2023:0 of 19 83008t He{(@let oF 2,562%42)0| i
HENOH, 2030EMIX| 229 6,7802 LR{0] OF 2102 OYEICE Of= 20244356 2030:7HX|
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AA-
AW SHE 43.3%0 sz, S2H BH40.8 D=L =2 +FEC| o ERifEE HodEct

| 3H2o| HEY QIZROIM AR 78 MY (2023-2030)

South Korea Virtual Influencer Market Growth (2023-2030)
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X% Z£X: Grand View Research, “South Korea Virtual Influencer
Market Size & Outlook"E HIECZ HE 2

ot=9| HEH IH2IET MH2 otF FHXO[ MAA 2HHK-pop-ElE-OHL|H0|H S)af THH
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Jgtoz wEH GEstn QUL ol2fet F2tA ZXM=HI J|==Ho| AYEHAN HEY
RISZUHAL Jtat O10|=0] ZLHL| A|HOAN 2 F=EE €1 ACH, AEHHQAHE
2190 1T 2|gel Y Eob S Tl ZO|Ct

4) Grand View Research, “South Korea Virtual Influencer Market Size & Outlook”

5) 298 4(TTS: Text-to-Speech), YHE HAEES A2 E42|NEH S2l= SHC2 Hetst=E J|a

6) 3D FH(ZH A -=H-3tH2t §)2 ALt 2D O|O|X|/Fd T oz Hetst= HFEH DafEA 1py

7) B2 X (Motion Capture), SHILI AlEHC| SXUZ 7|55tz TEMAZ AREC| F0f MME E0|AHLE HMZ 0|85t
=2| 2AUZ CIXE LAOR J|E5H= &4
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o 2D 2= A(Graphics)
™M O|0|X|E 0|88l HEHE Rt=s J|=2, Live2D Cubismd2 2HEd
S MY OIXE L5 0| #HHPAIA XA S20|= OfL|Ho|MS
T 10 XISHH, 2™ HEI0| SEH OfjL|H[O[d AEMY JHEIE X|ZHof 2%

r-
M
Ot

HMIE| T12f%(Vector Graphics)92t 2fAE Z2fZ(Raster Graphics)10)
. O] 7|2 Ul, Of0|F, 2D A, YHAE D8t ZEHX H[=

£5| HFxE fFH ZHXROM US| AFZEICH

o 3D 2= A(Graphics)

30 22T AE XK JHREE UEE ez, Jddnt SUUS =0 AR #HS
kSO SiCk AME P2 ofHel THAIE AXIH, 22| 7|=0| M2 |I|1Hez AZEC

© OFg BX 2WY(Modeling) Y Soi JHUES] HEfS BHECE
0 EPYOA= Blender, Maya, ZBrush 22 3D 2 AL8sH QK| AL 22, o 5
Helefol 7|2 PES FéBICL

A 1222 2|F(Rigging) THAIE HA FH=IE0] HHCH

=
=
O| W= JHEEPPL HE &2 BES = & SHYS Aoz = U SHEC

o

© Y9l 7= Aot AYEIH, MO|Y(Shading) IFdS S3ll BH ME2t HHS HICh
ofi FH=IE{S| mE2L DHOFEH BE THARSHALE, 22 =0
AL, 2, MY EE Al

rII

O 0|z ZY(Lighting)2 HIX[sH FHC| 2e7let YNIAS ZHBICL
E INZIE{ Q|

p)
2| Frob e, Mo w2t FH2IES] =970t HEfX|L, KAAFYN HAEHQl FHO|

6 OiX|2to=2 #HiEZ(Rendering) THAOIME XWX AHsH BE Q42
SILIZ ol AX| O|0|X|Lt PMOZ ==TICY

= sofl 2tdEl 3D 22iEHA DJEF HEE HEEHE VR-AR, Y, HIEtHZA,

Y B2 5 =YL ST 2EM F= HEECEL A= JHREE K2 A0 ZEY
(@) a1

o

8) 2D O|O|X|Z 22[sh YMEoZ SZo[H TtEE= Y=o| thE ATELQ0. HEH (VTuber, HEY REHS| SUL) HZo|
FE MOIC}
9) M} TS SOz HESH= HiAloZ Adobe lllustrator 22 D= 20| CHEXO|C SHCHSHE MHK|X| Q= &EmO| QUL

10) TiA CHQ|2 O|0|X|E [A6H= HAlo2, Adobe PhotoshopO| CHEZO|CE AHZ2fmp &2F HHHO| Q2|S}C}.
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¥ EX: ¥EE, "[Live2D ShowcaselEEMMiyo”, 2024.02.24.
| 3D J2jEA EL8- NHE(ZEPETO)

% EX: ZEPETO QEH x{g, "ZEPETO X BLACKPINK: £aim3
EHYMO| MHE =0 SEU0L!", 2020.09.24.
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2) BM 3 B ofjL|Hlo|H
H=F IH2Et *fEWE* 432 WA AKX Olfs S Y BFQl XA Z0 UL
O]

O
O|2fet XfpiA2igs TS0i= S| BiZ 24 81 B OfLMold 2|=0|H, 0] Jis2 =24 A,
Ho|d E=fZ, EE| 7|8k OfL|mHO[440] ZRIE|0] FHEICL

o BM MX{(Motion Capture)
ALt ARe| 2XYUE 7I50tE Z2MAZ AfEe| Z0| MME 20[HLE He|HdE 0|831¢
=2 24U CXE Ae= J|F5k= YA0[Ch)

| 24 #X Vg2 Fd bts I H =F AR | "UEEHI ME 2025'2] 2H WX RA
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MEStE EM WA J|s", 2023.11.27. 2025.09.19



o Hjo|&d EajjU(Facial Tracking)

UHO|LL ADIEE JI0RIE Sof AIgXI0] Y2 2% SHYEY, £ UE 5) e
HB1Z AAIZIOR JHIEl] EHO| Hiots Jl=OIC Of2 SO0f AFBDI 20 JES
i 21, WS S2Y HYEIE 22 WHOR AMS |UCH Live2DLE 3D BYS CiS
XIARIT WSt Dl BHE 4 QU2 o), AT S 52 W FHS N1

o 22| 7|4t ofL|H|o]M(Physics-Based Animation)

39, OHE, B, iR S 2X 22| E22 Al=2(0[40t0] JHEIEe S YUS KMAAE

BO5H= 7|28, 22 OiE Sl A2z dddY U= S sttt Fo| SHyo|ot.
Unreal Enginet Unityo| S2|ATI0| F2 AFREICE3)

3) 24 9 Cjig} 213X|s(Voice & Conversational Al)
7t Tt 2X0|= e 90 ARME ED Wots EX2F &7 fIsiM=
S 7|=0| QST 0] 7|22 84 H-(TTS), 84 QUA(STT), XId0] X2
I OlAl AIZ JIAME|DH, O] Y| 71K @AYt Htz|H JHRIE = AR CHgln 2ANE

o 24 E(TTS: Text-to-Speech)

QUE MAES AU BA2INY S2l= 4O wgkshs J|BO[Ct. 0l Sof Bl
Crao| SX0K AN EXIS Ho| AXIR U2 ok AYS HUSHs GBS At Al
o, £, UH EHS TN XOIAYD MEY = SAzlE ML LEN Jje=

o 24 QIA|(STT: Speech-to-Text)

| LIS HMAER wisls D82 0| IS S RS AMRXIS| HEO|Lt WAL
Olsfsty XAt HEEE Mde 4 QCh HHEMOZ Google Cloud Speech API2F Naver
CLOVA Speech?} 2H&EICHT4)

o ©

X910 X{2|(NLP: Natural Language Processing)
L

IAJEl HIAEQ| o|0|E Aot Y&lof Sf= UEE dddk= 7I=0Itt 0lF &dl JH=E=

WS Oloote AEXE XALAEA CHek &= ACL ChatGPT, GeminiZt CHEXQ! O|O]LY.
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12) topcelev, “H|0|& Ezizl"
13) Unreal Engine SH[0|X|, "A2|& 2Tl 5.0 BA- 22[&”
14) Yo Z2tRE Z2ME "CLOVA Speech MH|A JHQ"
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HB]®) PLAVEEI0IE) |
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<! pLave(8a0S)

% Z=X4: MBCkpop S&FE g, "PLAVE(E20|E) - WAY 4 LUV | Show! MusicCore |, 2024.03.09.

%E.Ilolg Al 0|.0|%J—_||. %0|-5|- HIAlOZ2 2HI2 I:II-|:||.|-('5|._—|L ]|I_|:|:-||% '6('3:!)&1

= 3 U5t Yo Sutg goiol, S BME S
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e A= = 1108 W2 SIRIY CHERe| X
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@ (@weareoneEXO @ = - . W | / > Plj’l’)ash':’ A%

| gotta dash “this ATTITUDE chaIIeng" 4+ ith Waiting on #PLAVE #!-OF #KAI #7}0] #EXO #%& _— 4 + § = o= SHIO|E AL #AH]
#PLAVE #3121 #IVE #0}0| = #REI #20] #Z2[0]&L #weareoneEX0 #S52(0]= #NOAH @plave_official HORSTEHEAN K xIg0} 2 i ke Bl

#PLAVE #0{Z #DD_Challenge
+#Dash_Devil_Challenge @TXT_bighit

3 Dash - PLAVE

#HAMIN #ATTITUDE #WaitonMe
£ ATTITUDE - IVE (0}0]=) £ Wait On Me - KAl A Sz otz - Tws

X EX: OfO|E(IVE) 34 }FE, AL(EX0) 34 FFE, FOHA(TWS) 34 FFE, Z2{0|E(PLAVE) 34 }FE

Lot ofolE, A, EMEHE S =X O0l=2t eMet =F EEX| YS Soff =Tt 39
=2 X3|+E J|E0MH =2 S feS YA OIME Z0|2= M= O0t0|=0] Hett
2dS g0 oA AHHQHE MYl FH= Xf2| ¥ UsES EHEL

20) M= O}0|F: Jted(virtual)Ql JH2E HEHZ &ESh= Of0|F2 2|0/5t= 80
21) 2025.10.02. 7|E, E20|E 34 RRE
22) MBCkpop, "PLAVE (E2{0]2) - Dash | Show! MusicCore", 2025.02.15. &4 2Cf
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XEKN: At 2lo|T QEH xd, "[2X| BAEH FTI30X] X|2 HIZ! Ask Me”", 2022.06.30.
Aot 2fo|Z RFE X, Tilot 2t0|X] 2t0|Zof| =2tgS CISHEHEH 304)", 2021.07.01.
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