2022 COMPANY PROFILE 2022.11

VOLUMETRIC - PHOTOGRAMMETRY - UNREAL - LED VIRTUAL PRODUCTION DIGITAL HUMAN - LIVE XR - AR APPLICATION - WEB AR - DEEP FAKE - DIGITAL TWIN

VA X Fata

(F)HAZEE= PLANCYE O MZ2 O|EQILICt Ver 1.0



Vil

NAATIXEERNG R T

OVERVIEW

About us | History | Team

02 CORE TECH

Unreal XR | Digital Human | Volumetric
Photogrammetry | Broadcast CG

03 PARTNERS

Clients | Supports | Partners | MOU

CONTACT US

Location | e-mail | Tel



OVERVIEW | About us wx

14

EEH ER|<t E}OIEF ME Soli 7t A LK E]S F=51,
ERHEE] 7|=S Sdll Q= 2tH=9| AFEE HEHH AR =2150|1,
A2l AFIE S 7HE %S &9 7ty S ’MISELIC.

O oL-=

AHQI-O %BE}” |.|_ AE 2T MELR Mg IO 2 lf'_kl-'c'sl-

— LS O ™ o= o o

VA X P ORT 'HEP A’ o] HIC}Z LIOI7}7| I3t 871 BAZE L |C},

edit by. Midjourney



HISTORY

2022. 09 LED WALL XR STUDIO 'AFLC|2 d

2022. 09 'FA2|At YARE! A HE

|01 A (ONEUS)

o
—

2022. 09 RBW

2022. 04 ITP 2tx| M7 'H|CH

pSEN
=4=!

2022. 03 7|5 H EEIATLA ‘EYECON A4

ZEOMEZ| 3 SFHEZ! H0[E MZ7t3 MH|A

2022. 02 CIO|E{HIH Z2A} M

FX|' £6{(® 10-2342738=) 55

NS

s

2021.10 M= OFES

il

(70| 74

2=g
=

D 2% AH|A of

3

2021 =R E2 GLB A2 A 7|8ke| Mesh/Texture Xt

2021 ZETHER|E 2E% 3D0||A AE0] A AH| A0 It

W AR I

Al

By ez

% 3D CG AR Xt&

B0
OH

31
Ko

A
=

AP
(k=]

2021 Z7|= VR/AR 7|gt AOIE

2021. 04. 30 (XH)&7|El| =2 =0t

2021.04. 21

&0
=l

X
a1

OH

2021.04. 06 GCA E7| VR/AR 2L|H 4&st &

g
=

7|9 VR/AR HAIZEUZ 7Y

2 fIstHEE 3 ZEJHHER| 2E ¥

#

'H|CHet A K]

ofl

2021.01. 14 S&Hoto| 7|4 VR/AR @714 &8

Mz
==

2020. 11 M= OHZET &4-F X|Ab

o

A HAEZH 27|

o HEYARIR

2020. 05 MEA| X|HHA|

o 1
25

=

MH

Azhg S5t TEIHER| of

all

LER-EEE]

2020. 05. 11 F=A{|A} S2HotO| &



OVERVIEW [ Team

XR €54 EM 5Tt CGHENA,
EfAtete| AAE Soll Sthetzl= AH|A

HEER:
7\8ixt 32!
&7}19)

opfE] 12!

FeYe

RO, AIZIA Ty

A 2% % o E
H
=

HES T LR

oIz 71
CGELIxtolLo 491
ZIEX|A 12!

Fo o
of2|g, B3 CG XY
XISH

=0 =i
IO_IE jtlxl'lzl Ho

HEER:

THeRt 391

UI/UX CIxfo|A 191
GZA} SHtte| AL}
T

xﬂ oo
T 34T
SECEIMRR
AN

B4 T U St

olg 31
HAAAHDICCO)
22| AE 19!
ZMC|XIo|L 421

Fo s
Ze|Jz|o|g
250 58 CG
OAP A
ElO|E CG

ARCI A
320 ARLQ 4m

Mo 1M
[> -4
e 0x

r2 re
w
2

oz o

>
am 1> o2
= -0

0%

e

izl
T 0R

08 25 it A
=

%o 10

ot HO




OVERVIEW | Team

N
\
o)
L)
gm

CGE!

i‘l 'i'," E Myung-do




CORE TECH | Unreal XR

UNREAL XR
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As the method of producing movies and dramas using real-time
rendering technology has increased, the need for UNREAL-
based virtual backgrounds that can be used in movies and
dramas has increased. VAXPORT Co., Ltd. is LIDAR to create a
virtual background closest to reality It produced an Unreal virtual
background using a scanner and a photometric scan method.
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CORE TECH | Unreal XR
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CORE TECH | Unreal XR

2022 UNREAL PROJECT
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REAL vs UNREAL
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CORE TECH | Unreal XR
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CORE TECH | Unreal XR
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CORE TECH | Unreal XR
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CORE TECH | Digital Human

UNREAL XR
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As virtualized space and content increase, the way humans are
expressed in virtual space has also begun to develop rapidly.
Digital Human, which was an independent capability of CG
companies until 2020, began to come out with meaningful
solutions, starting with Metahuman. VAXPORT has developed a
full 3D digital human with Meta-human and Realusion, and is also
responding to 2D digital human through deep-fake techniques.




CORE TECH | Digital Human
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CORE TECH | Digital Human W
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CORE TECH | Digital Human
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CORE TECH | Volumetric

VOLUMETRIC
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Volumetric technology that implements three-dimensional objects throug
h multi-view cameras is a true hologram technology. K-SilgamStudio, loc
ated in Sangam-dong, can create volumetric content with 60 cameras, a
nd the VAXPORT has a partnership with K- SilgamStudio. VAXPORT is de
veloping various volumetric services through modification of volumetric ¢
ontent, capacity compression, and AR application.
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CORE TECH | Volumetric
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CORE TECH | Volumetric
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CORE TECH | Volumetric
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CORE TECH | Volumetric
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CORE TECH | Volumetric
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CORE TECH | Volumetric
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CORE TECH | Photogrammetry

PHOTOGRAMMETRY
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The photogrammetry technique, which captures the three-dimensional
shape of the subject through multiple photos taken from different locations,
not only has a much more realistic completeness compared to conventional
modeling techniques, but also has an economical working time of about
one-third. However, the number of photogrammetric sets produced in
Korea is very small, so VAXPORT has begun to produce photogrammetric
sets specialized in Korea and currently has more than 2,000 sets.
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CORE TECH | Photogrammetry

PHOTOGRAMMETRY

O|O|X] 7|2k AzH 7|=Ql ZEJEHEZ| 7|2

AZH
shkmo| B&5S 2 3D BRE +4, 7t °'*|—|Ef

PHOTOGRAMMETRY

™

YANF



CORE TECH | Photogrammetry
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CORE TECH | Photogrammetry
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Broadcast CG

Broadcast CG
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CONTACT US
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