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Research on Utilizing Volumetric Studio for XR Content Production
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Abstract Volumetric Studio is catalyzing the expansion of the XR content market. Consequently, there is a
rising demand for in-depth research on volumetric capture technology. This research delves into the methodology
and outcomes of capturing dancers' movements in the form of 3D video images. Furthermore, this research
examines the practical applications of volumetric capture technology by assessing the infrastructure and
operational workflow of the studio specializing in this domain, aiming to derive significant findings. Notably,
this research highlights constraints associated with video image distortion and extended rendering durations
within Volumetric Studio system.
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Figure 1. Volumetric Studio, Control Room, Render Farm Room
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Figure 3. Workflow of Volumetric Studio
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Figure 5. Volumetric Group Shot Capture
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Figure 8. Fast Movement Volumetric Capture
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