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[Abstract]

This study is a study on a production technique that can produce a digital human, that is, a more advanced form of
meta-human avatar that resembles oneself. First, through previous studies, we reviewed 3D scanner mobile apps, avatars, digital
humans, and meta-humans, and based on this, we conducted a test study on face photographing and mesh quality to generate 3D
face meshes. In addition, meta-humans were generated in the unreal game engine, and motion was implemented on the face of
the meta-humans by tracking the face of the researcher in real time. Finally, we created a body and added motion to complete
the final meta-human avatar. Through the process and results of this study, we propose a relatively simple and easy way to create
a metahuman avatar through a free mobile 3D scanner app, rather than the existing photogrammetry production method that was
only done with expensive 3D scanner equipment. And it is expected that it will serve as a basis for production and development

that can be used in related industries and as metaverse avatars.
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Fig. 1. 3D Scanner App from Google Play Store and
Apple App Store (Souce: Google Play Store &
Apple App Store, 2022)
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Fig. 2. Avatar with your own unique personality (Souce:
Cheil magazine, 2022)
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