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Abstract

In the recent cultural content industry, virtual idols utilizing the metaverse, which have been gaining
attention, exist in various forms, such as being composed entirely of Al members or a combination of
human and Al members. A virtual idol is defined as a virtual human created by computer software,
performing as a singer in digital spaces, and has been implemented in various forms recently. Virtual idols
can expand their activities in various sectors of the digital content industry, such as webtoons, web novels,
videos, and games, thereby generating added value. In the case of PLAVE, the subject of this study, real
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people serve as the basis for the members, and they perform and engage in business activities in the form
of virtual avatars by utilizing motion capture equipment, embodying a combination of both virtual and real
characteristics. Therefore, this study aims to analyze the business model of the virtual idol PlayV, which
has been constructed through the process of navigating between fantastic representation and realistic
representation based on a virtual story. Based on this analysis, the study seeks to examine the influence of
virtual industries within the cultural content industry and to derive the direction and significance of the
virtual idol business.

Keyword : Metaverse, Virtual industry, Virtual idol, Business model, PLAVE
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