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Small-Scale Pre-Production Strategies for

Unreal Engine - Based Convergence Content

: A Case Study of the Stage Cinema <Echoes of Godot>
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Abstract

This study systematically analyzed the small-scale pre-production process of converged content produced
using the Unreal Engine, comprehensively exploring key issues arising during new technology adoption and
corresponding resolution strategies. The case study focused on the production of Stage Cinema <Echoes of
Godot>. The research method involved the researcher directly participating in the practical production
environment, collecting and analyzing field observations and qualitative data. This approach addressed key
pre-production issues such as the technical adaptation of actors and staff, collaboration with external
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: Focusing on the Stage Cinema Case ‘Echoes of Godot’
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challenges and creative solutions, this study will provide practical production process roadmaps and reference
Keyword : Unreal Engine, fusion content, small-scale production, digital humans, pre-production
1. A&

during the small-scale pre-production process of Unreal Engine-based convergent content to seek realistic
materials for small-scale independent film and experimental content production using Unreal Engine.

Comprehensively, by examining how technical, artistic, and managerial capabilities organically converge

partners, and the technical limitations of facial and motion capture. The research identified three key
strategies for overcoming challenges in small-scale production environments: first, phased pre-testing; second,
data standardization, and third, iterative experimentation and the creative acceptance of serendipity.

A Study on Small-Scale Pre-Production of Converged Content Using Unreal Engine
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[Table 1] <Echoes of Godot> Pre-production Roadmap
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[Table 2] Comparison of 3D Scanning Methods among External Partners
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[Fig. 1] <Echoes of Godot> 3D Scan Data Testing Issues
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