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CG image product system by virtual control of simulator camera
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Abstract The purpose of this study is to provide a virtual CG - based image production system for a simulator
camera. The video production system proposed in this study is designed to synchronize the virtual camera of
the graphic tool with the simulator camera at the shooting site and the CG application image editing, And can
be easily and easily performed through a graphic tool by being controlled virtually through a control interface.
Blaze Knights, an animation created by Dongseo University, was used to illustrate the superiority of the
research results by comparing the progress and the amount of work before and after the application of the
system. According to the results of the research, the CG artist's work efficiency is increased, while the physical
constraint is minimized when the scene of the CG application image is minimized. It is possible to produce
various scenes and minimize the re- We expect the contribution to the industry to be high.
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(Table 1) Blades Kinght's Person Week and Progress

Rate
Categories Quantity Progress Person Week
Rate
Average 10s 40% 1 weeks
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[Fig. 2] Simulator camera virtual control CG application
Construction block diagram of video
production system
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present invention
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