28 4 Vol. 28 No. 4
2021 8 Future Communication August 2021

113 »

( 361021)

. G122 S A © 2096-8418 (2021) 04-0068-06
DOI:10.13628/j.cnki.zjcmxb.2021.04.009

()
A ( Animation ) .« C ( Comic )« G ( Game ) « N ( Novel )
I
N - cosplay “ 7 o
“ 7 1994 Konami
( b
o 3D ( CG)
— 1999 N
. 2005 N N
Niconico . 2007 3D N ()
« ” « " « »” 5 «
” Yamaha VOCALOID3
“ ”® VOCALOID o
“ 7 ucG
— @ “ ”
vup . VUP
) :. ) ; . o )

©) “ upP (vup) ” “ YouTuber ( VIB) 7.



4 69
( VTB) Kizuna Al “ ” 2016 11 live2D
3D | U vup
. VUP “ "
o vup 7
()
( Francis Fukuyama) { » “ ”
» 2
3
”» 4 “o ..
» 5
( Piero Scaruffi) “ 6
143 ”»
“ ”» 8
» 9 “« ”
“« ” “ ”»
« ”
Y
( ) “© ”» “ »
» 10
. ( Don Thde) { » “ 7
” “ ” o 1 . ( Andrew Feenberg)
“« o ” “ »
( « VR/AR )
“« ”» 11 “ »

(C)1994-2021 China Academic Journal Electronic Publishing House. All rights reserved.

( Maurice Merleau—Ponty)

http://www.cnki.net



70

28

Vsinger Live

» 14

“4

(C)1994-2021 China Academic Journal Electronic Publishing House. All rights reserved.

”»
9
o
»
”»
14
o
»
113 »
(43
”
“ »”
o
”»
«
(43

“
N UGC
o
o
“« ”»
“©
UGC
13 ”»
“©
”»
up
113 ”
(43 »
(3 ”»

PGC VUP)

[43 ”»

”

(43

( Augmented Reality

“©

[

“«

»

Uup

[ b4
»
AR)
“
TR 2017
»
“© ”
o up
» 13
o
(13
b4
113 ”»
up
Uup
“ ”
“ ”»
“©
“©
“
N

4 (116)

“

PGC

http://www.cnki.net



71

VTB”

( Uncanny Valley)

143
“
o
o
« )
AlphaGo
o
(13
“«
“
3
“ ”»
»
N
“ b4
o
Al Al

113

113

”»
13
(43 AI ”
”»
o
113
” “
43 ”»
o
»
o
“
{3 ”»

“ ”

”»

»

“

~
°
“
)
Al “
”
“« ”
”»
“« ”
”» 12
o
”»
“ ”»
”»
43
”

( Masahiro Mori)

“«

15-16 “« ”

VUP “

(C)1994-2021 China Academic Journal Electronic Publishing House. All rights reserved.

“
”
” «“
o
1970
”
Al
“« ”
”
“ ”
°
“
)
»”
“©

http://www.cnki.net



72

28

43 ”» “«

. 1967 § » .

» 18 “ »
o
. “« 2
°
“ ¢ ’ ‘ ’ ¢ s
¢ _ s » 19 “ ” “ ”
]
114 ” “ ” “ ”»
“« 2
°
2017 “ 7
“Vsinger Live 2017 () ”
2017 14 “ 7
20 é“@
° ~ ~
» 21 “
o
¢ ’ » 17
o
« P
°
°
‘“
e}
‘ ’ 9 22 “« »
“ b
°
“@ 2
°
A}
“ ”
“« ”
o
°
« ”
3 ”»
°
o Al “

(C)1994-2021 China Academic Journal Electronic Publishing House. All rights reserved.

http://www.cnki.net

»



4 73
» 12
13 »
1 J . 2019 (4): 118-124.
2 () — 1.0 3.0 J . 2020 (1): 21-29.
3 EB/OL . http: //m. haiwainet. cn/middle/3541840/2016/0805/

10
11

12

13
14

16
17
18
19
20

21
22

content_ 30161628_ 1. html.

. - . M . . : 2001: 257.
. . : - M
2016: 16.
. 64 M
2017: 140.
T ( ) 2020 (5): 80-89+185-186.
I 2012 (10): 72-76.
J . 2015 (5): 36-39+67.
N : J . 2019 (5): 133-141.
— I ( )
2019 (2): 80-89.
] . ( ) 2020
(1): 23-30.
T . 2016 (24): 8-26.
_ ] (

) 2020 (5): 56-63.

Mori M. (2012) .The uncanny valley. (K. MacDorman & N. Kageki Trans.) IEEE Robotics & Automation Magazine 19 (2):
98-100.
I 2020 (3): 37-44+187.
I 2019 (7): 104-106.
. . M . : 2005: 3.
“ 7 “ 7 7. 2009 (1): 118-124.
.2017 : EB/OL . https: //www. sohu. com/a/
213002680_ 104421.
M . . : 2001: 139.

“ ” I ( ) 2019 (1): 87-96.



4 121

tion. In the current news ecology it still falls into the category of " experimental variety" . China’s immersive news
development and evolution began in the second decade of the 21 century with " immersion" and " presence" as
the basic characteristics. Through the application of human—computer interaction technology its innovative explo—
ration in news presentation mode content production and reception mode brings new industry development opportu—
nities for in—depth reporting news education and media integration. For immersive news driven by new technology

although its future development is certainly promising the paradox of virtual reality and objective reality also re—

stricts its healthy development.

On Social Learning in the Mobile Age:
A Case Study of WeChat " Punching Learning"

CHEN Qi & ZHANG Feng—yang

According to the 2019 WeChat annual data report this app has 1. 15 billion monthly active users and We-
Chat’s " punching learning" form has gradually formed a boom. Users can record and quantify their learning
through the ritual behavior of " clocking in" realize interpersonal communication through comments and praise of

" clocking in" behavior more social attributes forming a new learning mode of " learning +

friends and also give
socializing" . Through questionnaires in—depth interviews and data analysis this paper studies the social function
and effect of " punching learning" . In order to solve the problems raised by learning socialization in the era of mo—

bile internet from the perspective of communication studies we aim to provide a feasible interpretation of the cur—

rent network culture and virtual space sociality.

Virtual Idol and its Posthumanism Representation
WANG Yi & HUANG Wen—hu

Technology enables the boundary between thevirtual world and real society to become increasingly blurred. Un—
der the fan economy model in the society of spectacle virtual idols present contradictory situations such as super—
ficial prosperity with serious homogenization difficulty in internet traffic monetization and inconsistency between
technology andethics. Under the current trend of " post—human" society virtual idols are at the stage of rapid
audience growth and the situation of virtual idols with the support of artificial intelligence is even more complicat—

" uncanny val-

ed. From the " post—human" perspective and the theoretical angles of the " embodiment theory"
ley effect" and " the society of spectacle" this paper discusses the development of virtual idols in post—human
society. In order to explore the future trend of technology—driven virtual idols  both the evolution of the form itself

and the market operation should follow ethical rules maintaining their unique" virtual" symbols and enhancing

the level of interaction with people.



