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Design and Implementation of Computer Virtual Fitting
Test System Based on Unity3D

Zhang Yu, Chen Tianxing, Chen Li, Li Wenpeng
610000, China)

Abstract: In the environment of Unity3D, aimed at the difficulty in personalized customization in virtual fitting system, by human mod-

(School of Mechanical Engineering, Southwest Jiaotong University, Chengdu

els generated by modeling method, a solution using Blend shape algorithm is put forward to adjust the size of each part of the human bodies,
the process of which is restricted by profile curves of human body. From this solution, a large number of customized human models can be
built by transition from a basic body model to a set of limit models. To achieve dynamic fitting, The cloth simulation and collision processing
of clothes based on Mass— Spring model is deeply studied. For the particularity of solving by Verlet integral, different body models’ trying

on the same clothes is realized through a set of spherical Colliders. Compared to static fitting, this solution avoids penetration and enhances

realism.
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