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1. YN 2} 270 A\

ZIAMH  Alchera Inc. (FA3|AF €Az} 7|92 8 Global Leader in the Field of Al-based AR
Malel 20164 62 9  QUZ XS 7|8 SEEA| MAA 2
FA  ZU|E BHRE I AX _
L o IE J.I_'”ﬂ_LI:E I H 9_'2—1?'*3 -ﬁ-_rl%.l 21 (E|I'AI'7, *—'!AI‘SI 2!'*"9)
EAMHE  SNOw ZtH|2t0] 3D Face AR, . A X|SIE 2

Hand AR Q%I 35

« Programming Intern 28
- (Big Data =&/HZE 100%3)

°M9:41 @ 7 @ 3 100% m

HEEA e Machine Learning A%orguevzowozzs Buiton Mar 16 2017

ST Processing Time: 1 ms

HP Head Pose Processing Time: 0 ms
° COm puter V|S|On Iris Processing Time: 2 ms
OpenGL drawing time: 2 ms
Hand (1) Processing time: 7 ms

* Graphics etc. gy

SS 8 : QA(CTO), AHHI(CIE), HA TR E)

None | |oParticle
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Alchera
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BEE SMo =&

7tH2t Y2 =28E X2 S/72t 3D 7[5t=tH

Al :

[$] 3D Map (3D 7|5t

[=H] 7l 2F

[3D Dense Map Reconstruction]




2. QIZX|S 7|8 SZAHAM (2/2) A\

AR : 7|5tst dHo el f2E Mol e 3D HFat 3D 7Hy =M F7t &

[3D 7} 2 X =71



3. 28 EOf AN

AZ/AMUE/7E /=M U XAHEF] ADLE 7]7|0] Al-based AR Platform &S
Product : Face & Hand AR, Surface AR, Depth AR Platform

Depth AR Platform i 6




4. A% Sig A\

AR A2 HIl VR A|E2| 1/4 #20[L} '184 HFH6HA
21H0j|= VR 25X, AR 83X % 122 ZEHWH MXF of A
EALE XIEHSHE 7| 2HH 2 Global §¢H 2 S,

Digi-Capital VR/AR revenue ($B)
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5. Al-based AR Platform2

Al Engine : 7HH2t/HA YHo 2B E MEFE 4| 40 3D
AR Engine : @d/22|1& 12{510 H&F M2t 71 SHE
Big Data =&/H% : Al Engine S5

%
Mobile Deep Learning : Moblleoilkl S 71s%t Al Engine 4/d
714 Scene/= M| Editor : ARS Tt 714 Scene/EH| /g

> AR Engine —)D
(3D A MY BE )
7t4} Scene/ - —
2N M (3D Rendering &= )
(22| Simulator 25 )

[C

7HOl 2t

—>(Lg 'E'/Depth EVE-y=

IMU,GPS
M) 3D 9K =F 2
ALA]

N
A,

Big Data =%&i/HE a1 7}& Scene/=A| Editor

Mobile Deep Learning g S




(1)Al: Y2 M 7|2 A\

Landmark & : HE{H 2 7|02 €2 40| SXAUAS =H
0

= -
3D Head Pose/E’d =X . AL&X| Head?| 3D $#IX| U BEHZ QA/FH
(o)

Eye Tracking : Hl2{dE 7|H2 2 Irise| SXYUS MA|Ztez FH
Ge/Aa™ /g% Q4 ALEXIe| dE, HTEM] 3 BHS Q14

10670 €= Landmark 3D €= Model Egt Eye Tracking



(2) Al : = 2M 7|=

Deep Learning 7|9t Hand Tracking 7|= : Smartphone A A|Zt S&

&0l 91| F3{3H0 97| £2Y A4 b5 @W%@@@@@@@
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=M X S 24 7=

db Xp2k AR HY, XFHA S 2070 EXHIE

Image Segmentation Z1}

i g1t E2] 7t

A1\
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(5) Al : WH/Depth M 7|&

Alchera

= SLAM (Simultaneous Localization and Mapping)1} Deep Learnings:
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(6) Al : Sensor 7|8t 3D QIX| FH 7|5 A\

Motion Sensor %} EH2}} Particle Simulation 7|2 =& 510
AH =0| L2|= £t AR dE 2 &

p 0 -,

HE (x.y,2)
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(7) Al ; Big Data $=%/H % A\

Alchera 21 72| Crowd Sourcmg Platform : Alchera Mechanical Turk

- 152 HWEFH HIOIHE MUESH =8 7=

- G4 ol =48 ot /7t 2} Spec 4, Labeling Tool, & A|AH =HE
— 1000 HO| Alchera Mechanical TurkerZ} & &
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(8) Al : Mobile Deep Learning Platform AN

18s PC(LEF HEL|2t AKX 7H5)0M SEotHE Held 7|s=

MM Q| 2HHY DeviceWME SHSIES ot 715

“¢H|2t 190
7| Deep Learning Framework 1% A2 Deep Learning Framework
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(9)AR: 3D €= A M 7|=

3D Face Reconstruction : €= ALl 1&H0jAM 3D €= 2SS S
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Original Result Original Result
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(10) AR : 3D Rendering 7| & A\

A=A ==t 2D Landmark2 5 E| 3Kl ZIHEE FH A,
21Hof| 3D 7t SHIE F7t

Face None NoParticles Landmarks Face None NoParticles Landmarks Face None NoParticles Landmarks Face Glass NoParticles Landmarks
60 fps, O ms 56 fps, 5ms 51fps, 2ms 56 fps, 2ms
(@) xX=x o T X = =
JER-PC 2D Landmark = XS AE =2H 3D 7t =M 7%
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(11) AR : Face Relighting 7| & A\

=0 71422 3D =S = 7=

19



(12) AR : Light Transfer 7|&

..... KT = 2% 3Mm @ © 3} 95% mm
Exec. time: 4.20 ms Avg: 6.97 ms)

@ © 3} 95% mm

A1\

ooooo KT =

2F3m @ @} 95%
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6. LM B 7|& HE g AN
(1) Snow ZHH|2}: 3D Face Tracker(1/2)
Snow ZtH2}: o=, Y42 19, +H CIREE 19 A 0|4

EHt 7|=S SollM, M| 7t 2| Hol = E=0M BOX|X| 5= 3D 2E[FHE &
ol= 0] 7=

SNOW b,
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(1) Snow 7tH|2t: 3D Face Tracker(2/2)

P 4
A

3 ’u
Ctst 3p AE|A
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(2) Snow ZIH|2}, B612 7HH|2}: Hand AR

B612 7tM|2}: &=, CH2L, Ef=t, E2{|0|A|OF, QAEY|A|O} 19|, +H CIREE
344 o| 4t

=L YS AAGHM 20l 7t EHE =7t

sS4
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(3) Snow 7|2t B612 7}MH|2}: Live 2D AN

ArEXRe| €= #¥S A 2 Ufet 5h= 2D OfHIE} 74 = E

Snow 24



(4) Snow 7|2}, B612 7} 2}: Eye Tracker| /',

M =X Mouse S0 M8 75
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(5) Kitten Planet: 2D Landmark Tracker

= Kitten Planet : &4 & X} C-Lab =4 &N
= Brush Monster : O}0|S0{|A| HIE HEH SES YHFT= Wl H/W

= YH|2t7l 2D Face Landmark Tracker 3=

Argumented Reality
Brushing Guide

MAKE KIDS'SMARTER

ARtoothbrush , Brush Monster




