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2. Infroduction



Remote Live Music Performances

* Streaming services

* Only one-way communication from players to audiences, or support

only text chat functions between audiences.



Nonverbal Communication

* In the live music shows, the audience
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KSA2Z System

Supporting bilateral Communication

»Players, remote audiences and between audiences

Using VR tech.

»remote audiences would be able to have experiences as if they

were enjoying music live shows with other audiences.



Key idea - Sense of unity

e Often used to describe best experiences at live shows
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Fig. 2. Example of VR content produced by Los Angeles Philarmonic publicly

Fig. 1. Screen shot of the online production interface to generate the available on Youtube[4].

Instrument Emphasis tracks.



4. Prototype System



System Configuration
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User Actions supported by KSA2




The application - Virtual live house
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5. Evaluation



Evaluation - Questionnaire Results

14 participants

TABLE L QUESTIONNAIRE AND RESULTS
1 4 7
No. Question (most . 5 (most
negative) LUl positive)
1 I felt as 1f there were other audiences 0 ) ) 1
around me.
2 I felt a sense of unity with other audiences. 0 2 4 1
One of the reasons of my answer at Q2 1s
5 that I was able to overlook other 0 0 3 3
audiences.
One of the reasons of my answer at Q2 1s
4 that I was able to move my body and take 0 0 1 3
actions.
One of the reaons of my answer at Q2 1s
5 that I felt that I took actions with other 0 1 1 2
audiences.
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Evaluation - User feedback

1. “Moshing that occurred at the hook of the song was so realistic and
wonderful.”

2. “I'want to hear voices of other audiences and mine.”



6. Conclusion



Conclusion - Contribution of the Work

1o develop a system for the remote
audiences of live music performances with
the sense of unity



Conclusion - Future Work

1. To continue the development and evaluation to obtain results that are more
reliable

2. To evaluate the system at the players’ side, to confirm whether or not the affective
communication between audiences and players occurs, and how effective it is

3. To design the communication between remote audiences and audiences in the real
venue

4. o design the motions of NPC avatars (more natural)



