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Abstract

In recent times, virtual humans have been strategically employed in K-POP music show. This paper presents an example of
music broadcasting using virtual humans and aims to outline a successful strategy for music broadcasting through the analysis of
the relationship between narrative and immersion. Employing Csikzentmihalyi's "Flow" as analytical frameworks, this research
involves the analysis of four broadcasting programs. In-depth expert interviews were conducted to derive insights for future policy
suggestions. The study reveals that the synergistic impact of virtual human and narrative composition strategies enhances the
success of music broadcasting. These two elements exhibit a complementary relationship, emphasizing the need for continuous
interdisciplinary discussions as a follow-up study to advance the development of music broadcasting.
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Fig. 1. Analysis of Immersion in Music Broadcasting Show using 'flow channel'
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