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Abstract Recently, advancements in artificial intelligence and computer graphics technology have led to the emergence of various
virtual humans across multiple media such as movies, advertisements, broadcasts, games, and social networking services (SNS). In
particular, in the advertising marketing sector centered around virtual influencers, virtual humans have already proven to be an
important promotional tool for businesses in terms of time and cost efficiency. In Korea, the virtual influencer market is in its nascent
stage, and both large corporations and startups are preparing to launch new services related to virtual influencers without clear
boundaries. However, due to the lack of public disclosure of the development process, they face the situation of having to incur
significant expenses. To address these requirements and challenges faced by businesses, this paper implements a photogrammetry-based
facial capture system for creating realistic virtual humans and explores the use of these models and their application cases. The paper
also examines an optimal workflow in terms of cost and quality through MetaHuman modeling based on Unreal Engine, which
simplifies the complex CG work steps from facial capture to the actual animation process. Additionally, the paper introduces cases
where virtual humans have been utilized in SNS marketing, such as on Instagram, and demonstrates the performance of the proposed
workflow by comparing it with traditional CG work through an Unreal Engine-based workflow.
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Fig. 1. The overall workflow of making and utilizing a
virtual human
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Fig. 2. Photommetry based Facial capturing appratus
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Fig. 3. Capture Data Processing
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Fig. 7. Real Human to Metahuman Workflow
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