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What is Meta-Human?

Digital Virtual Meta
Human Human Human



Meta-Human Use Cases

« ROZY: Shinhan Life's first Virtual Influencer, over 10 million views in 20 days (2020)
AD-Tech Innovation
« SUA+ SKT+ OnMind (Start-Up) AD Collaboration (2021)

Source: https://www.xportsnews.com/article/1634202




What is Meta-Human?
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What is Meta-Human?

4 )

Digital

Meta-Humans?

Humans
N\ J




What is Meta-Human?

Meta-Human
A combination of Meta and Human, Digital humans operating in multiple metaverse, including

virtual/augmented worlds, mirror worlds, etc.

Virtual Al Meta
Human Human Human

Y

Source: Metaverse x Al = Metahuman, etnews korea Vision 2021




Meta-Human Use Cases

Role & Responsibility Application & Industry

Education

Advertising, PR, Fashion Model Counseling
. Retail
Vtuber/ Singer/ Influencer/ Celeb S8
Sales

Reception/ Presenter/ Moderator ... Customer Relation
Finance




Meta-Human Use Cases

Lil Miquela (2016) Influencer IMMA(2019) Model Shudu (2017) Vtuber Kizuna Al(2016)







Big Tech Perspectives

« Samsung Electronics NEON Project ('20.1)
- Future technology commercialization venture 'STARLabs' Al project

- Pranav Mistry (MIT Media lab), head of Galaxy Gear development since 2013, presented at CES2020

- Opening a startup after leaving job (21.10)

https://it.chosun.com/site/data/html_dir/2020/01/07/2020010703348.html
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The Seven Layers of the Metaverse

Experience

Discovery

Creator Economy

Spatial
Cor?\guting

Decentralization

Human
Interface

Infrastructure

Games, Social, Esports,
Theater, Shopping

Ad Networks, Social Curation,
Ratings, Stores, Agents

Design Tools, Asset Markets,
Workflow, Commerce

3D Engines, VR/ AR/ XR, Multitasking
Ul, Geospatial Mapping

Edge Computing, Al Agents,
Microservices, Blockchain

Mobile, Smartglasses, Wearables,
Haptic, Gestures, Voice, Neural

656G, WiFi 6, 6G, Cloud, 7nm to
L4nm, MEMS, GPUs, Materials

Building the Metaverse
Jon Radoff

Source: https://holonext.com/metaverse-101-understanding-the-seven-layers/ 15




Role and Relationship between Metaverse and Meta-Human

Experience
Discovery / \
Meta-Human =

Creator Economy

spatial Decentralization &
Computing

Human Interface Facilitator

Decentralization

Human

Customer Experience Innovation
Interface

CSF in Metaverse

Infrastructure

Source: https://holonext.com/metaverse-101-understanding-the-seven-layers/ 16




Meta-Humans with various perspectives

Digital

Human

Tech & Service

Multi Persona

Shadow
Actor & Voice

Voice Al,
Generative Al

Identity
Doll-like
Musicians

Feminine
Animalistic

World/Universe

Branded

Humanitarian

AVATAR



What's the success factor?

4 I

Measurable Value Creation
for Customer

4 I
Characterization
using Al (Multi-Modal)

\ /
4 I
Cost Effective Service &
Technology
\ J

\_ J

4 I

Expansion of
consumption/sales

opportunities




Related theory & Theoretical approaches
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Theoretical approaches to Meta-Human

mehrabian law

Dr. Albert Mehrabian’s 7-38-55% Rule

Elements of Personal
Communication

* 7% spoken words
e 38% voice, tone

* 55% body language

The rule states that 7 percent of
meaning is communicated through
spoken word, 38 percent through tone
of voice, and 55 percent through body
language. It was developed by
psychology professor Albert Mehrabian
at the University of California

- 7%: Feelings and attitudes is in the
words that are spoken

- 38%: Feelings and attitudes in the
voice

- 55%: Nonverbal behavior, Feeling and
attitudes in facial expression, posture,
and gestures




Theoretical approaches to Meta-Human Uncanny Valley

* The uncanny valley is a very precise feeling of weirdness or fear that nearly-humans (but not quite humans)
evoke. The uncanny valley is elicited when a robot or Al has some human likeness, but isn’t human.

e The uncanny valley is specifically about the relationship between being human-like and likability

50% human likeness 100%

moving
healthy HUMANOID ur\}gﬁggy

still
person

humanoid robot
.—-ﬁ
INDUSTRIAL
ROBOT

.*" STUFFED ™

"l =
— o | [ B
E?z\'_%"rfi“ et ANIMAL ' i 3
7 i ; : BUNRAKU
f e : i PUPPET

familiarity

PROSTHETIC
HAND

affinity

human likeness 100%

prosthetic hand
/

Source: https://virtualrealitypop.com/total-recoil-the-uncanny-valley-is-an-uncanny-cliff-8a35ecfadd3d




Theoretical approaches to Meta-Human

efficiens

FFM (Five Factor Model)

The five-factor model of personality (FFM) is a set of
five broad trait dimensions or domains, often referred
to as the “Big Five”: Extraversion, Agreeableness,
Conscientiousness, Neuroticism (sometimes named by

THE BIG FIVE

its polar opposite, Emotional Stability), and Openness

Wapyugs

to Experience (sometimes named Intellect).

PERSONALITY & g3
TRAITS L
" - MFY, 2, Tlehd, dad, N -

Five-Factor Model of Personality
Christopher J. Soto, Joshua J. Jackson

AGREEABLENES® \
" LAST REVIEWED: 12 JANUARY 2018
LAST MODIFIED: 26 AUGUST 2020
DOI: 10.1083/0BOVS780199828340-0120

visualized Py, ;
by Anna Vital ¥ I
@ adioma

https://nunenuh.medium.com/uncover-yourself-with-the-big-five-personality-trait-6b2fc438138d




Meta-Human Tech Trend
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Digital Platform
Ecosystem

Meta-Human
Ecosystem




Meta-Human Ecosystem

Digital Platform Ecosystem

Tight-coupled Laoosely-coupled

strategic partner complementor

SO0E VE e
[P —

#
#
{

Consumer® |j—-I

Ecosystem

\

Valie-in-use
] The Metaverse

Innowvation

Value-creating
mechanisms

."1'.-||lll.:.l'.;u_1.'

Platform ownear

- Building block

I:l Mamfesiaton
C ortium
*LONSUMyers represemt e

Peer-to-peer

Technology

Single owmner
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Meta-Human Ecosystem

7

Complementor

GIANTSTEP afuninteractive
NAVER

@ Unity"

N

CG/VFX(Visual Effects)

\A4

AL

IS

TR AYL ]
NAVER

P a
METAVERSE
[EEEENE ©nmino
Game/ Entertainment
Consumer
i
Value Creating Innovation <
Mechanism <
Platform Owner
P NC LOTTE Homeshopping

A C
kakao ‘®
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~
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Meta-Human Ecosystem Technology

World/ Universe

~

fal e
2D +Al 3D + Al Voice
Motion Retaraetis 3D MecEliis Voice Generation ASR/ KWS/ TTS/ STT/ DM/ P-TTS
Realtime Rendering . . ! !
Body/ Synthesis Digital Double Synthetic Voice Voice Styling
Shape -
g Reenactment VolumetricCIelRis Speech Separation VAD (Voice Activity Detection)
Motion Capture L
Face Generation/ Facial Capture LLM (Large Language Model) Generative Al (GPT)
Manipulation
Facial Rigging NLP/ NLG/ NLU Sentimental Analysis
Face Swap/ Face Reconstruction
Face , : : & Face S
Deep Fake Lipreading (Wav2lip) ace owap Hyper Scale & Multi-Modal Al Al Orchestration
Face Synthesis Facial Retargeting
Interaction
Lip Sync Game Engine
- WA S




Meta- Human Solution (MHaaS)

Consumer

Value Creating nov. |
7 g \

MHaaS (Meta Human as a Service)

Multimodal + Digital Platform Based SVC
(Generative Al + Conversational Al + Voice Al)

@ UNREAL ENGINE {4 DEEPBRAIN Al Saltlux

Meta-Human Creator Ziva Dynamics Mindslab Al Studio Ploonet
(Al Human Builder) studio

" 5%




Meta-Human Tech Trend

Voice Al : Human-Al communication consists of four main processes. (Wake up - Listen - Think - Speak)

Wake-up: KWS (Key word Spotting), Hot-word Detection

Listen: Speech Recognition Stage. ASR (Automatic Speech Recognition) / STT (Speech-to-Text) Tech Adoption

Think: The process of understanding human language and the steps to generate language that Al can understand.
Dialog Manager (DM)/ NLU(Natural Language Understanding)/ NLG(Natural Language Generation)

Speak: Speech Synthesis Stage / Human voice commands are heard, understood, and judged within the platform and
re-presented as human speech : TTS(Text-to-Speech) > P-TTS (Personalized TTS) & Conversation Styling Tech

tetof 3% MH|A 43 3%

App ID &9

KWS : Key Word[Spotting A' Speaker
l [ Action Path &¢I Web A%

i‘ IPTV
URLEE

HO[A
oLl

Dialog Kit Service SDK




Meta- Human Tech Trend

« Meta Human, a new way of Al > MHaa$S (Meta-Human as a Service)

Cloud Models

On Premises Infrastructure Platform Software
[as a Hervice) 4 | a5 & ‘.';-E"'-.-'--‘.'.-f [as a Hervice]

Applications

Applications Applications

oL
LFl
i
.
e
-
-
D

Middleware I Middleware

0/5 | Q/s

manage

Virtualization

You

Servers
Storage

MNetworking

iy

https://archerpoint.com/difference-between-iaas-paas-and-saas-and-when-you-need-use-them/




Meta-Human Tech Trend

MHaaSs https://www.soulmachines.com/

Meta-Human as a Service

% ABOUT  CREATORTOOLS CELEBRITY PARTNERS BRANDS ~ CONTACT

Create dynamic
Digital People™
in minutes

Soul Machines™ provides easy-
to-use creator tools, so anyone
can create astonishingly life-like
GPT-enabled Digital People

TRY DIGITAL DNA STUDIO

Talk to GPT-4 Nova

X = & Want to see the future..or at least a beta version? Get a sneak peek at the very latest in

Hil Let's talk! = self-animating, generative Al

See what Digital =

I‘aan A S A A‘ ‘A- \w /7 VN




Human-like
Intelligence

Smart phone GiGA Genie Everything

E{%| o M [ AL
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Future Landscape




Meta- Human Architecture Design

Mind . -
Cognitive & Intelligent
Dialog Emotion
Management

Task

Management Management

Environment

Vision Bocv
[ NLU Affective NLG
Understanding
Management
Body
Vision Speech Non-Verbal Behavior
Recognition Recognition Generator
Face
Face Lip Recognition Face Generation .
I i . 3D Rend
Motion/Rigging (Wave2Lip) (Style GAN etc.) R 1o
Real World Visual Game Engine

Knowledge Management

Domain Specific
Knowledge

Domain
Independent
Knowledge

World/ Identity

Hartholt, Arno, et al. "A Common Ground for Virtual Humans: Using an Ontology in a Natural Language Oriented Virtual Human Architecture." LREC. 2008.




Al Tech vs Service vs Business

Al Tech R&D

Al Service Plan

Al Business




Al Tech vs Service vs Business

Al Business Model

A )
@ 7 S R

Al Tech R&D Al UX/CX/HCI Al Service Plan

s \ 7 S

(Customer Experience/

\ Human-Computer Interaction) /

Academic Insight & Approach 2



Al Contents Core

Al Business Model

s ) \ Awareness /
( ( ki ) \ Involvement /
\ Intimacy /
Al Tech R&D ALUX/CX/HCI Al Service Plan \ tnﬂu:rnm /

| toay ]

\ J Al Driven
Human Engagement

Source: Korea Investment Festival KIF 2022
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Meta- Human or Al NPC (Metaverse & Generative Al)
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Al Contents Core : Tech Side

Motion Capture

Motion capture is the process of capturing an actor's physical movements and then recreating
them from a digital character model.
- R S2Y ZUEM H|HAIZH 7|15 AR 20| B 2849, Retargeting =Xl SHZ




AIBM : Value-Creating Mechanism

— 2E|2E

Voice Interaction Complex
Al Speaker Interaction
Or Vision Al+ Sound
Mobile Phone Al+ Virtual Agent

EXM: Jan Zawadzki, Head of Artificial Intelligence @ Car.Software Org/ https://towardsdatascience.com/introducing-the-ai-project-canvas-e88e29eb7024




AIBM : Value-Creating Mechanism
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Value-Creating Mechanism
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Al Virtual Human A& 2
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Al Virtual Human A&tz
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Al Virtual Human A& 2
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Al Virtual Human A&t 2P
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Al Virtual Human A& 2P




Virtual Human Service Orchestration

Device

Hurman Al 0
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Al Business Model Canvas
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Survey Usability Test
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