A2ARE 1P A5
Korea Computer Graphics Society

Vol. 29, No. 3, P. 21~31

248 HEd Zz294 A A] YAE THE
o] &3l o Ald
Az O 2l A o] 43l
uhul 4 243
FAARF Lol B

{im.jacho, jang8296, alexchun, dubi0102, minsoo, yujinkim}@its-new.co.kr

Case Study : Cinematography using Digital Human in Tiny Virtual Production

Jacho Im°* Minjung Jang Sang Wook Chun Subin Lee
Minsoo Park Yujin Kim
eNgine visual wave Ltd.,

2 o
2 E=RdAE UAE FHe 83 wFd YA &Y AEE avfdth B Z Atdl= LEDE &
|3 HFE ZrE Y Aad P4 A" FHs &8 285U 29 dolzgpdS thF L Utk LED
£ o83 HFd 229 de F2 LED wjAde FAste] Zdste 23 22 & Abe "UAE e M
w-¢= A-gste] AA| wi-poh 2 she AHS stk =, AA wieet tAE Fde dig gue A
AIZE A S o]gste] &Gt Asl 2A4H H2E 7|9k dhxo] YAa BAH AF AL 7les ALt fA
g Fre 23 ofymoldS Ardel AlFs) ARgSTh Bl AAZ XS &8ste] LED 7wk w4
z2ed FH0A AA et AL FHe o83 e et EHxE AATdesA B FG Al o
stof Ak

Abstract

In this paper, we introduce a case study of cinematography using digital human in virtual production. This case study deals
with the system overview of virtual production using LEDs and an efficient filming pipeline using digital human. Unlike vi
rtual production using LEDs, which mainly project the background on LEDs, in this case, we use digital human as a virtua
| actor to film scenes communicating with a real actor. In addition, to film the dialogue scene between the real actor and t

he digital human using a real-time engine, we automatically generated speech animation of the digital human in advance by

applying our Korean lip-sync technology based on audio and text. We verified this filming case

by using a real-time engine

to produce short drama content using real actor and digital human in an LED-based virtual production environment.
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Figure 1 (Left) Traditional chroma key “The Lord of the Rin
gs' (Right) Virtual production “The Mandalorian’
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Figure 2 Traditional vs. Virtual production in film (Source:
The Virtual Production Field Guide)
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Figure 4 Virtual production system overview
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Figure 5 LED display in our virtual production system
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Algorithm 1 Synchronized camera position

Require: Real world camera distance I
if D < dist_obj then
Control rcal world camera focus
else
Control virtual world camera focus
end if
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Figure 16 Virtual production content filming site in our tin

m). AA Aol LEDe] 9Egd AY Fros xg V studo
2 5N W, v ANFow 27 ALdisn7t A4 A
H Equipment l Type CPU RAM GPU H
Rendering Machine i7-9700KF 64GB Quadro RTX A6000
Workstation Edit AMD Rygen 9 7950X 128GB Geforce RTX 4090
o Operator i7-9700KF 64GB Quadro RTX A4000
Camera tracking 19-10940X 128GB Geforce RTX 3080
Position Pixel pitch # of panels
LED L.cfi Dl:%play 1.25mm 42
Right Display 1.25mm 42

Table 1 :

Hardware specification for our virtual production system
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