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P R O J E C T  

O V E RV I E W  
s u m m a r y

The AI Singing Game and AI Dancing Game are
designed as modern cultural consumption tools that
complete the collaboration between Kazakhstan’s
pop culture and K-POP. By expanding new patterns
of pop culture consumption, these initiatives aim to
lead the global pop culture market and realize the
creation of a new KAZ-POP.

This project is a K-POP audition platform that
integrates AI technology, digital (mobile) games,
and media with K-POP, and represents a new form
of survival audition broadcast content.

We will identify and nurture high-potential trainees
with strong growth capabilities, with the objective
of developing sustainable global idols.
 



PROGRAM NAME
TARGET
FORMAT

Program 

name

Find ! 

The main character 

Of this song.

target

Nationwide youth 
(ages 15–25)

The eligibility criteria for participants may
be adjusted as necessary in accordance with
applicable local laws and regulations.

Program 

fomat

Survival audition 

utilizing 

AI and mobile games

This is a new K-POP survival audition platform
and broadcast content that integrates AI-based
mobile games with K-POP.

This program is an AI-driven survival audition program in
which participants are selected through AI-based mobile
games during the preliminary rounds, and evaluated in the
main competition by both an AI robot and senior K-POP
idol artists, forming a new type of audition platform.

We …
“We would like to blend with your culture.”



E x p e c t e d
e f f e c t s

Through the K-POP audition format, 
viewership can be increased and advertising 
revenues, including PPL, can be maximized.

Increase viewership 

and advertising revenue

1st CORE EFFECT

 Broadcasting Stations

2nd CORE EFFECT

1. Content can be widely 
disseminated through various social 
media platforms such as TikTok, 
YouTube, and Instagram,
→ leading to a significant increase 
in viral impact.

2. Collaboration with OTT platforms 
is possible to reach global K-POP 
consumers.

New platform 

expansion

3th CORE EFFECT

1. Broadcasting can be modernized through the

application of AI-based evaluation, metaverse

stages, and AR performances.

2. These innovations can be further expanded

into future applications in education, healthcare,

and other entertainment sectors.

AI & Media Tech 
Innovation

Global Collaboration 
Opportunities

By developing an audition platform

that applies AI-based evaluation

systems and digital technologies,

this project opens the door to entry

into the global market.



T E C H N O L O GY  &

A I .   I N T E G R AT I O N  
s u m m a r y

1. Potential talent is identified through mobile Dancing Games
and Singing Games. Participants who perform well in the Dancing
Game are evaluated as having strong dancing abilities, while
those who perform well in the Singing Game are evaluated as
having strong vocal abilities.

2. AI Robot Evaluation: The AI robot “BUSKER”, which is
primarily responsible for technical evaluation, assesses elements
such as pitch, rhythm, and vocal volume, while artistic evaluation
is conducted by senior K-POP idol artists and industry experts.

3. Media Convergence: The main competition stage is enhanced
through a combination of interactive media and AR visuals, and
K-POP concerts are organized featuring the selected participants.



A I  
M o b i l e  g a m e

Evaluation elements such as pitch, rhythm, and 
vocal volume are technically quantified and 
converted into numerical scores.

Singing Game

Elements such as motion, rhythm, and the degree of 
alignment with the silhouette are technically quantified 
and converted into numerical scores.

Dancing Game

In the preliminary round, the top 100 participants are 
selected based on the combined total of technical 
scores from the Singing Game and Dancing Game, 
along with engagement scores derived from the 
sharing of game videos on social media.

Preliminary Round



Ai 로봇 ( 진 행 자 )

 

인터렉티브 미디어

Main Round Host : BUSKER
Main Round Technical Evaluation Panel : BUSKER 

AI ROBOT  # BUSKER 

Live broadcasts and concerts will incorporate 
interactive media and AR visuals.

INTERACTIVE MEDIA

Technical Evaluation : AI Robot [BUSKER]
Artistic Evaluation : 
Conducted by K-POP idol stars and K-POP industry experts

Main Round

Champions : 
2 individuals (1 Singing Champion, 1 Dancing Champion)
Trainees : 18 individuals
Additional Selections from Eliminated Participants : 
10 individuals

Final Selected Participants : 30 individuals



P R O G R A M  

S T R U T U R E
s u m m a r y

Preliminary Round 
1.Eligibility : Open to all individuals aged 15 to under 25
2.Game Rules

a. The game is conducted on an individual basis.
b. Participants are selected based on higher game scores.
c. Game scores are calculated by combining technical scores and            

fandom scores (SNS engagement scores).
d. Fandom scores are calculated by sharing each participant’s 

game video on their personal SNS accounts, with the level of 
engagement converted into numerical scores.

e. Artistic scores are applied only in the main round.
3.Number of Selected Participants: 100

Main Round
1. The main round, in which 100 participants who have passed the
preliminary stage compete, will be conducted through individual
and/or group-based competitions.
2. Game Rules

a. Team composition will be determined randomly.
b. A repechage (elimination revival) round will be applied twice.
c. Evaluation scores will be calculated based

on a combined total of technical scores, artistic scores,
and fandom scores
(Technical Score 40% + Artistic Score 40% + Fandom Score 20%).

d. The final number of selected participants will be 30, including 2
champions.

Benefit
Prize money + K-POP Academy training in Korea (3 months) + Idol debut



Preliminary 
Round

02

0403

01

100

(Dancing: 50 / Vocal: 50)

Number of Selected Participants

Selection based on top game scores

(Technical Score + SNS Engagement Score)

Selection Method

Individual-based games, 
divided into Dancing Game and Vocal Game

Game Format

Eligibility

# Game Rules
a. The game is conducted on an individual basis.
b. Participants are selected based on higher game scores.
c. Game scores are calculated by combining technical scores

and fandom scores (SNS engagement scores).
d. SNS engagement scores are calculated by sharing

each participant’s game video on their personal SNS accounts,
with the level of engagement converted into numerical values.

e. Artistic scores are applied only in the main round.

Open to all young 
individuals aged 15 to 25

The preliminary round is designed to evaluate talent that can demonstrate measurable improvement through sufficient practice prior to the main 
round, ensuring that any participant who makes a dedicated effort has a strong chance of being selected.

In the preliminary round, evaluations are based on a weighted score consisting of technical scores (50%) and SNS engagement scores (50%).



Main Round

A B

C
D

1. Team-based training and education footage, 
battle performance recordings

2. Once per week × 5 weeks: total of 5 broadcast 
episodes

3. The final episode out of the five will be conducted 
as a live broadcast

4. Special episode: production of a documentary 
covering the period from selection through debut

A. Pre-recorded Broadcast + Live Broadcast

Technical Score (40%) 
+ 

Artistic Score (40%)
+ 

Fan Voting (20%)

B. Score Allocation

Technical Evaluation : AI Robot “BUSKER”

Artistic Evaluation : 

3 K-POP experts + 2 local experts

Fan Voting : 

SNS engagement scores + live online fan voting

C. Judging Panel Composition

# Expected Line-up

1 former K-POP idol singer
1 K-POP singer-songwriter
1 K-POP critic
1 Kazakhstan-based singer
1 Kazakhstan-based pop music expert
AI Robot: BUSKER

D. Judging Panel Line-up



CHAMPION   BENEFIT

Prize money + K-POP Academy training + K-POP debut (live performance)

Prize Money (2 Winners) : [(Total Participation Fees × 20%) ÷ 2 winners (1 dancer + 1 singer)]

K-POP Academy Training (20 participants) : Three-month visit to Korea to complete K-POP training programs (free of charge)

Additional Selection from Eliminated Participants (10 participants) : Three-month visit to Korea to complete K-POP training programs (free of charge)

K-POP Debut : Debut through a concert after signing an exclusive contract with a local entertainment company



Project Development Timeline

1. Consortium Formation
2. Finalization of Project and Broadcast Content Planning
3. Pilot Testing
4. Promotion / Marketing
5. Game Launch (Participant Recruitment)
6. Establishment of Broadcast Production Infrastructure
7. Commencement of Principal Filming

(including editing)
8. Main Competition Round

(weekly broadcast for 5 weeks)
9. Post-Project Management and Follow-up

T I M E L I N E  &  

M I L E S T O N E
s u m m a r y



E X P E C T E D  T i m e l i n e

Project Development Timeline JAN FEB MAR      APR     MAY JUN     JUL     AUG SEPT  

Consortium Formation

Finalization of Planning

Pilot Testing

Promotion / Marketing

Game Launch 
(Participant Recruitment)

Establishment of Production 
Infrastructure

Commencement of Principal Filming 
(Editing)

Live Broadcast of the Main 
Competition Round

Post-Project Management and 
Follow-up

2026

This schedule is tentative and subject to change.

MOU and Role Allocation, 
Organizational Structure
Establishment of the SPC

Concept Meetings and 
Finalization of the Format
Finalization of Budget and 

Sponsors
Game and Technology 

Testing, Conduct of 
Technical Auditions

Participant 
Recruitment (60 days)
Preliminary Round (60 

days)
Studios, Performance Venues, 
Training Camps, etc.

Preliminary Round 
Interviews and Filming

Weekly Broadcast 
(once per week for 

5 weeks)

Concert 
Preparation

At least two meetings 
per month

Completion of all contracts

Completion of local, 
technical, and system 

implementation testing

Ongoing promotional 
activities

Advance inspection of local 
location conditions required

LAUNCHING

SNS Promotion and Broadcast 
Program Announcement



M I L E S T O N E s
01

02

03

04

Execution of MOU and MOA 
Finalization of the Project Plan

Establishment of an SPC

Consortium Formation

First, a three-company consortium will 
be formed, consisting of a broadcasting 
company, an entertainment company, 
and a planning/management agency.

After accurately analyzing and verifying 
the local conditions, a precise project 
plan will be developed.

In addition, a thorough technical testing 
phase must be completed in order to 
finalize the content properly.
To secure sponsors, it is necessary to 
accurately forecast both the number of 
participants and the television viewership.

Finally, the role of the local 
entertainment company is crucial in 
preparing and organizing the concert.

Preliminary Round Event
Game Launch

Participant Recruitment

Completion of Technology 
and System Testing

Technology-Based (Mock) Audition Event

Mock Audition

4 recorded broadcasts / 1 live broadcast
(Once per week × 5 weeks)

Main Competition Round

01

02

03

04

Key Milestones

0405
Completion of K-POP Academy training

K-POP Debut
Hosting of a local K-POP concert

Concert Organization



Marketing should be carried out broadly, focusing
primarily on participant recruitment advertisements,
through broadcasters and local social media channels.

Sponsor product advertisements should also include
information about audition participant recruitment and
be promoted accordingly.

M A R K E T I N G  &  

P R O M O T I O N  

S T R AT E GY
s u m m a r y



M A R K E T I N G  &  P R O M O T I O N

1

2

3

4

5

6

Produce sponsor product advertising videos 
and use them as promotional videos for the 
audition broadcast program.

SNS Content 
Promotion Strategy

Sponsor product advertising 

+ Audition participant promotion

Utilization 
of SNS influencers

Public Service Channel 
Advertising

Sponsor product advertising + audition 

participant recruitment promotion

Local Media Interviews

SPONSOR

Participation of global K-POP influencers

INFLUENCER



F O L L O W - U P  

P R O J E C T S  
s u m m a r y

After Season 1…

• Reorganization of the consultative body for the 
preparation of Season 2

• Training and concert preparation for IDOL debut

• Expansion of local entertainment business



Selected trainees will sign contracts with 
local agencies, complete K-POP academy 
training in Korea, and make their debut as 
Global IDOLs through a debut concert in 
their home country.

To create a new generation of IDOLs, we 
plan to prepare Season 2.Season 2

Entertainment 
In KAZAKHSTAN

Debut Concert
In KAZAKHSTAN

F O L L O W - U P   P R O J E C T S  



[ Broadcaster + 
Entertainment Company + 

Program Planning Company ]

1. Formation of a three-company consortium 
(Roles & Benefits)

2. Establishment of a local SPC entity

PA R T N E R S H I P  

S T R U T U R E
s u m m a r y



R O L E  &  B E N E F I T

BENEFIT

Broadcast transmission
Co-production of live broadcasts

Broadcast PPL 
OTT expansion

ROLE

Securing Usage Rights for Broadcast Content 
(OTT Expansion)

Exclusive Rights to Broadcast Advertising Revenue

BENEFIT

Entertainment 
co.

Project Execution
Project Management

Project Support

ROLE

All selected participants sign exclusive 
management contracts

K-POP Academy coaching and training program 

BENEFIT

Agency kor.

Project Hosting
Program Planning and Operations
Recorded Broadcast Production

 Live Broadcast Support
Additional Technical Support

ROLE

Securing broadcast content copyrights

Securing IP licensing rights

Broadcasting 
co.

“A three-company consortium structure is absolutely essential.”



SPC
Entity Structure

5%  ~  

10%

10%  

~  20%

Joint operation of the SPC 
(including the right to appoint the CEO)

KZ Entertainment co.

Exclusive PPL advertising revenue 
(for broadcast transmissions)

KZ Broadcasting co.

Overall Operation P.M.O
Joint operation of the SPC

Agency kor. (woosul)

Advertisers (           )
Funding Institutions (      ) 
Asset management co. (   )
Venture Capital firms (   )

Investment Firm

External          
Support

Project fund disbursement 
and settlement

Accounting and reporting
Escrow

Project Fund Administrator

35%  

~  40%

35%  ~  

40%



R e v e n u e  m o d e l
s u m m a r y

A. Digital music download revenue (＝ participation fee)

B. Broadcast advertising revenue

C. Automatic in-content advertising revenue on SNS content

D. Broadcast content sales revenue (OTT expansion)

E. Performance (Debut concert) revenue



R e v e n u e  m o d e l

음원 
다운로드 수익

( = 참가비 )

Total  :  USD 42 million

AI game music download fee
1. Participation requirement : 

Download at least 5 out of 10 tracks
2. Download cost (participation fee) : 

Average USD $ 50
3. Estimated number of participants : 

300,000 people

Estimated revenue : USD 15 million

Digital music download revenue

TV broadcast advertising revenue
SNS video advertising revenue

1. Sharing of preliminary-round content 
2. Estimated reach : 

300,000 people × 100 × 30 = 900 million views
3. Estimated revenue : 

900 million views × KRW 30 (CPV) = USD $ 18 billion

Estimated revenue : USD 18 million

Advertising revenue

Primary OTT revenue : USD 3.37 million
Secondary OTT revenue : USD 2.02 million
Ancillary businesses : USD 1.35 million

Estimated revenue : USD 6.74 million

Content sales revenue

Based on an arena-scale venue 
(10,000 seats)
1. Ticket sales : USD 740,000

  2. Advertising revenue : USD 670,000
3. (MD) sales : USD 350,000

  4. Additional revenue  : USD 350,000

Estimated revenue : USD 2.11 million

Concert and 
merchandise revenue

USD 15M

USD 18M

USD 6.74M

USD 2.11M



l . o . p
L e t t e r  o f  p r o p o s a l

Proposal for the formation of a consortium and
the establishment of an SPC to jointly promote
an AI-based K-POP audition program.

1. Proposal for Consortium Formation

2. Proposal for the Establishment of an SPC
(Special Purpose Company)

3. Proposal for a Phased Consultation Roadmap

4. Closing Remarks



We will meet soon.

WOOSUL Co., Ltd.



a p p e n d i x

A. Project Teaser Video

B. Sample audio track
(killing part / highlight section)



"We’ll be meeting soon."

This material was prepared by Woosul Co., Ltd."

S ee yo u  G uys!

www.aiwoosul.com


	슬라이드 1
	슬라이드 2
	슬라이드 3
	슬라이드 4
	슬라이드 5: Expected     effects
	슬라이드 6
	슬라이드 7
	슬라이드 8
	슬라이드 9
	슬라이드 10: Preliminary         Round
	슬라이드 11: Main Round
	슬라이드 12
	슬라이드 13
	슬라이드 14: EXPECTED Timeline
	슬라이드 15: MILESTONEs
	슬라이드 16
	슬라이드 17: MARKETING & PROMOTION
	슬라이드 18
	슬라이드 19
	슬라이드 20
	슬라이드 21: ROLE & BENEFIT
	슬라이드 22: SPC  Entity Structure
	슬라이드 23
	슬라이드 24: Revenue model
	슬라이드 25
	슬라이드 26
	슬라이드 27
	슬라이드 28

