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Interactive Virtual Fashion Simulator

Atsushi Nakano Jun’ichi Hoshino
University of Tsukuba, College of Engineering Systems

Abstract This paper presents an interactive virtual fashion simulator by merging CG and humans
in video sequences. Unlike the traditional systems based on the still photographs , the synthesized
virtual cloth and hair style can be matched with the user’'s movement as if they are actually wearing
them. In this paper, we describe a new method for merging virtual objects onto the human video
sequence. First, we track current 3D pose of human body by using the spatio-temporal analysis. Then
we generate CG objects and merge it with the human body in video. We demonstrate examples of
merging virtual cloth and virtual hairstyle with the video captured images.
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