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Custom Shoes Design Based on VR and Kinect
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Abstract: There have been several problems existing in the traditional footwear industy, including the low level of customization, poor

(School of Electronics and Information, Xi'an Polytechnic University, Xi'an

adaptation to the foot diversity and uncomfortablity, the wasting of footwear resources and the contemporary customer pursing personalized
heart can not be satisfied and so on. Aiming at which, a design method of custom shoed based on VR and Kinect is proposed. Measuring
and analysing the characteristics of the individual foot are needed, shoes for individuals are designed by using the technology of three—dimen-
sional and VR. Firstly, the foot are scanned using the Kinect bipedal to gain the deepth information of foot and converted to point cloud da-
ta. And then, the KD—tree algorithm and greedy projection triangulation algorithm are used to denoise and reconstruct the cloud points,
next the shoes modeling is complete in Meslab and MAYA after its date is measured. Finally, combining with the Unity engine, the virtual

interactive interface is designed, achieving the process of texture mapping and replacement, following which the customization shoes system

is completed. The results show that the system in this paper can have access to rapid human— computer interaction ,

to achieve three—di-

mensional to meet the individual needs of customers, the development of footwear will have a great role in promoting.
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