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The Design of Digital Human Content Creation System
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Abstract In this paper, we propose a digital human content creation system. The digital
human content creation system works with 3D Al modeling through whole-body scanning, and
is produced with 3D modeling post-processing, texturing, rigging. By combining this with
virtual reality(VR) content information, natural motion of the virtual model can be achieved in
virtual reality, and digital human content can be efficiently created in one system. Therefore,
there is an effect of enabling the creation of virtual reality-based digital human content that
minimizes resources. In addition, it is intended to provide an automated pre-processing
process that does not require a pre-processing process for 3D modeling and texturing by
humans, and to provide a technology for efficiently managing various digital human contents.
In particular, since the pre-processing process such as 3D modeling and texturing to construct
a virtual model are automatically performed by artificial intelligence, so it has the advantage
that rapid and efficient virtual model configuration can be achieved. In addition, it has the
advantage of being able to easily organize and manage digital human contents through
signature motion.

Key Words : Digital Human, Virtual Reality, Content Management Server, Metaverse Cloud,
Virtual Model Creation Studio
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Unit: 1,000 won

ltems Existing production (eg Rosie) Proposed production
Production lead time 6 months 3 months
. Photometric (HW, 0 130,000
Equipment S 3,000 x 6 = 18,000 (HW)
investment cost| High-Performance 2’500 >; 6_= ’15 000 (Design 3,000 x 2 = 6,000 (HW)
f o r PC for Design ; ’I) ’ 9 2,500 x2=5,000 (Design tool)
manufacturing 00
Subtotal 33,000 141,000
2 people, 3 months
6 people, 6 months 2 x 4170 = 8340 (1
Designer  labor Direct cost 6 x4,170 = 25,020 (1 months) months)
cost (Based on 25,020x6=150,120(6 months) 8,340 x 3 = 25020 (3
annual salary of months)
50 million won) Re-expense 150,120 * 1.1 = 165,132 25,020 * 1.1 = 27,5622
Subtotal 315,252 52,542
Total cost per digital human creation 348,252 193,542
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