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Abstract

As the media market changes rapidly, the market demand is increasing for contents that can be
consumed on online platforms. It's required to produce differentiated video contents that are optimized for
online platforms and can attract viewers' interest. In order to increase the productivity and efficiency of
content creation, cases of content production using AR engine are increasing. In this study, the faces of
famous Western classic musicians, such as Mozart, Beethoven, Chopin, and List are created as 3D
characters, and they augment on human’s faces based on facial recognition technology. It Analyizes and
traces the change of facial expression of the person, then apply to 3D character’s facial expression in real
time. Fach of persons who augmented musicians' faces can become the musicians who lived in different
times, deliver information and communicate with viewers of the present era based on the music educational
scripts. This study proposes one of new video production system with AR game engines, and present the
new direction of the video production in line with the media market for diversification.
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[Fig. 1] Fig. The system Diagram
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[Fig. 4] Fig. Modeling & Mapping of classic musician
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[Fig. 6] Fig. Real-time combination of character expression applied the blend Shape
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[Fig. 7] Fig. Real actors shooting footage & AR characters combining to the real actors
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[Fig. 9] Fig. Output after compositing and visual effect
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