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A Study for Virtual Reality 360 Video Production Workflow with
HDR Using log Shooting
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Abstract

These days, VR contents are created in three ways: CG based method, game engine based method, and live action shooting
method. The most universal method is live action shooting. So far, most live actions are shot with action cams. Therefore, this
method is different from professional image production method for movies and TV dramas. This study tries to point out the
difference between professional image production method and action cam based shooting method, and proposes an alternative. The
proposed method is log shooting based HDR filming and editing. As the result of test shooting and editing, the proposed method
was able to obtain more color information than conventional action cam based shooting method and thereby to implement
high-definition images which are hard in an action cam.

Keyword : VR, 360 degree, 360 shooting, HDR VR

a) Wl gy W] t]o]8tal(Dept. of Broadcast&Media, Korea Nazarene University)
¥ Corresponding Author : %1 #(Chulhyun Kim)
E-mail: reds@ge.kornu.ac.kr
Tel: +82-41-570-1857
ORCID: http://orcid.org/0000-0001-9421-8622
MR ATE 201795 WS wl ] ALOR o FolAE
- Manuscript received December 14, 2017; Revised January 11, 2018; Accepted January 11, 2018.

Copyright © 2017 Korean Institute of Broadcast and Media Engineers. All rights reserved.
“This is an Open-Access article distributed under the terms of the Creative Commons BY-NC-ND (http://creativecommons.org/licenses/by-nc-nd/3.0) which
permits unrestricted non-commercial use, distribution, and reproduction in any medium, provided the original work is properly cited and not altered.”



64 W =EA A23@ Alw, 20189 1€ (JBE Vol. 23, No. 1, January 2018)

S T2 EY L 7P A (virtual reality: VR) 2H

T2 AP O E 7 alnt
. 2017 5ol 3 2016
Hy Ao mp=H 7}%?8%1 712‘ 2 A2 A AR =
el 1007] o1 AgE hF satoioil, el )
2Eo] /‘1‘31’\‘:" k=g

/dxl—o} ZA
FRIZ O] A AU FA 37 E F
4 P58 360% FHoE FHIE
Z % oqa ];H_J ou/\qyn_q
3l #F 2EAS B8 Zish(ultra hlgh defi-
or 7 ]’o-r‘ VR 71%5< 53t

T EZgEo B8g) wFaEs WA gl = wa) uhy o
722 UHDZ7]9] FUdo = Al &els =2 HFH AA o
t] X](computer-generated imagery: CGI) 7]& < ©]-&3] Al

Zhebe WA 08 AAF §EHT CGl 7|0l &gt +
oA APA o= AZe A ofjy o] ‘Pearl’©] tHiE
Zolt). o] ZHEE obpbIn] JA| FHZO E MG EH
ok Al A= ALK o] &3 A A st WACE FE

VR Al Azl ARESIAIE, o] & o] &3 2E P o] o
ooy AAE Thsdtth FEe AYdAz fFUE
3D(Unity3D)+= < HHICIEE T3l 7129 AL 7]
5 Y= = AFE AT E]r?:]f'} 7s& F7HTh
oy g Wiste AEEH 7v A AES 9 Aol
I frUE3DE &askal itk
/\7H St A T AREA A 7Y E2YE e
Al Ur CGl 7|&2 Alte FRZoth o]y
8l AR 27k H&E AEd
L31= Ado] gt} I} o] FelxE=
Egbekal AHlE A7 Ak AA Az 7 A
gk A7t A] A Ao ® Felx 4] AlAge] Fob FA
Ul GAe A FAs ol ofElgol vk FEol
gl = A2} glo] Z g9l (production pipeline) A+E 2]
= A2g GH Y3} ‘Help’= VR SHIZEA =Y7to
I olopr|7}h 'R A1o' Py Qe o] AE4 73
4t o] 7t = Zgeta 8178 9] 1ol 13704 &<t Az
3 gEog AA Az 300990 dEU 7Fe
VR ©H Y3} Help’o] 542180l 17 60l E3lth =
3 2Egd o] sl FAA DA RE AH 27 300
FIRRE LT

§ [ FIO
— o mly n
o i

:i
o
(o3

é

F‘F o fit 1ot of I 1 s

_4 _P.l

rlo

AAL A T 3609 AHE VREMIZE 5] 7 4]

e+ %+ -

T2 1. THsA AR
Fig. 1. Virtual Reality store



AAE: log F93 HDRE o] 43 24} 360 G4 AZEE AT+ 65

]

(Chulhyun Kim: A Study for Virtual Reality 360 Video Production Workflow with HDR Using log Shooting)

— e

e
) "312/4:53

360 Google Spotlight Story: HELP

3,025,958 view

eWs

T8l 2. 739 VRTHHS} Help'el & &M

Fig. 2. A frame of VR short film ‘Help’ produced by Google
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Fig. 9. VR shooting result using cinema grade camera
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Table 1. Comparison of major DSLR cameras for professional 360 shooting
model maximum video size frame rate bit rate CMOS size price
Sony 35mm
a9 3840 x 2160p 24, 25, 30 100 Mbps full frame $4,498
Canon ° 35mm
EOS-1D X Mark Il 3840 x 2160p 59.94, 50 °f800Mbps full frame $5,499
Panasonic 400Mbps micro
GH5 4992 x 3774p 59.94, 50 200Mbps four-third $1,998
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Fig. 12. Shot image using v-log(left) and base LUT applied image
(right)
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