1. A2 iRk shARE & M ARl A
1.1 70 uiZ AT 2y FE T A4 Holnw A
H AbgbEel Azt o e 259 20% 457t wol WHESAY o] Ya &
S AAE vbE ool Ik AbEES] Bl =of U= Aoyl wrl olzld dHES IR
Mok Al met F& Zhxke] sjAgel BA 57 o] o] ZrAES FoAolztu A7E)
Ao OFE sty 53] oo Agol P4 B EgAEE 2 ME goaE )
B} o5tel o @2 &vlE sta gluh shARE % ?l ARS 7wtew FRYTh HolA =
& uE W Mg 2dsita Aets A RS A4 Yolie adE HolFe S4d
2AH JojRes do 2L FHE B3 AFE 2®o|th, nfex9l e AEZD g
etz Apale] ol gheA & ARl Al of 23 A4S Fef ks Hgetart &)
=l =AE ddsEw o e AR dofRtel gste] FEs 2 & ok ALgR7E <
ok 2y o fE lety] fle) vl st 7hA s JfQle] AlAl A|aEell gtan,
o A4 & dolre AL 43T Azte] A8 g olgEE oS Auste] A4 ¢l
Wk ofyel whgtiE A FHEEE e B 2 Zes 2 5 Qv 7tAEA geks
7beste] S A ATk olEd = A B 9 AAE dFtE 28 gloj=
Hekal7] 9&) ol T2 AEES yokgt) 2 AzZke] AeHrtE FHo] AUk &
Al 2=PEZ ARSEC] SUbetWA] IEYOR olBE o] AANAE Mg 2L IF
e ds 2 & drk AHEES QIHY AL oA wF H Ao sEo| wrErid &
&8 T7IE JEY agEE wol Ao i olojd 4 gl& Aolth
& 5L 23Y JAHYeR 25 Abs A9 Wil

2020 2z2fel FAlIsteyEz| =8 H273 H|22 (2020, 11)

I

KinectE ©]&€3 AR 7M4 ¥9"€+ A4 £ +9

*
’

X Y
i o

% _/':73 yy, O]—**
QAL AR E A Z R
A g3 sty) & st AAITY o] 383}

zlzIskfl00@naver.com, ohsg97@gmail.com, joyce971@naver.com

Kl to
> o
OH ol

Design and Implement of Virtual Dressing Room
with Kinect

Yul-Gon Kim", Soo-Kyeong Oh™, Jeong-Ah Oh™
“Dept. of Information & Communication Engineering, Sung-Kyul University
“Dept. of Electronic IT & Media Engineering, Seoultech

=
%
rE]
Hl

R

192 13te] o]Fo] A& 3ol Foidnt oo whEl AnHAES o xE
a7 BokE QB ago g FulE AEsA Hew &2kl iz <l
E7F & galg 4 gl AlolzE & BEESS A vk wEkA H
?l ARS A Ao H g3k, ALEA7E I5F wFed 7HA @3 FHolMx A
e Add = JEE = AR &5 1H3) S Aljtstazl gk

AL $13 Kinect Xbox 7tHletE AF&3to] AEA] AAARE F5
% unity9te] A% B8 AlEAolA HYFdE Aled S+ Jd= AR-fitting A1 ES A A ST
I3 < do] B & e aF o MulxaE AFsi A A4S
Ael g Alelz 2H FE /S SR, ol e AlaEE ALEAY o F
L

e ko
o, 2 N

oty o
o 2
il
o

RS - )
w o
o
o
Iy = |y =
EM% o
mO
—O.L’Jﬁ“m
e

2
1oy
e
[R7
[o

e
[&l
fru
i)
[m
-3
>~
rlr
w m
o
A
=3
)

offt H rok

- 296 -

B

fr © ol
e e

&L N o

LG

—_

i1t

Mo o E 2 ol
O
o © ot sto

:mrlr\:o
> 2
o
O 0 @ 2% X 2 o 2 > oo T

[o 2 W 2

rt

B

P

ofr
o



1.2 H2=A 24

1) EXA 23t

29 1 9F Fo oA

‘v

= 7|6}
=BHEE

a9 2 2Zekel

e

2020 222l FAlst= U E 3] =

L=ty RjE 17 243%
2o AUE 52

EUE 1

HES WU AE MHAME TAWH
u 23 0f2{¥ WOII0I0} Sh= WHD
= OB 7He AT I8 22

e guE =2
#

HYLYE =HT

28 0f2{¥ oY} = FHF
OREITEA] Zhs AlZba HlE =2

71Et

]

o) ©

F 2 TOj W& S 701210} 8=

T8 YOIE + RO WAV A0 ZE W 4 e #UY
2 21
i AR

6. 7tatdie O SUHEE Bl FAM AR F MOIZHE gojE = )

o|g0| loMrta?

K

HEFIOF}OHU
o 2

oo o o
oy o Moo [k

?-24

)
o
o
o

2

Ir

M2 Me o $2 a kU o o

X
wo ©

Nt o
i o

o Mogo ®

—_-

S g 12 op
iR

of
-
N

4 2
ol o
il

i
=

2

pacs

s =23

0| UCHH ApE

65 9

oy 4

BEHE 1

i
[>
s}
ool o

Ry

do g Ay = X

i OI:O —{E
o X

Of
-

(B

:

o
ofo
roh

£

o

>

=2

o
<, O }“F‘( Y Hj

e Mo

0 ¥
o =0
jutn
=

N
52

rr

N pt o oy

(
-
N
-
)
o
>

Ju L
O:

1

Of
-

o
> 1o
(A

o
>

s
2
ol

2.2 Unity

Unity= 3D % 2D ®]tQ
3 A
= o g AEHE Zdx
olxy A Fdo &

H]—
E

Astel A

L
R

AstAdth A Rl AREst=
C#e} Amt=AHES A gt
2 (HFYE EE)o] 7
0151-91: ola} 7].]131—;(],_1;_ ./gyﬂ %
P2 FUE S 3 AX s =

A RrrWza)s
AE 3= A

A= 7he s3]

2AYHE

m?ﬂm

A9E
E Z
(=

A

10
7]

o o

]
&

e 7

0

Ry

i

¢
O

2.3 Kinect

7] 49 E (Kinect)©= HEZ¢] §lo]
stol AT AEHIWE
3603 AdeA s
ANE B AgA B4S
gde 949 Az A

=

L
o

e M
Sy

o
)
i

rf' o

°
o2

J oA &gz}t =
M= A7Ee] Zo] Fhv
RE R Ma} RGB ¢

Al

L u i TR

%0 off |
-
Sil
N
i

£ S oot 10 H2
1m

>,
~

17+

lo
it

il N
o

=

i

X

o
= N
fo ol o

ok

%1

lo
b o

T ol
[>

== Ho
Abgre] A4 59
Fa, Aol Qlzk-7

A7 W= AeH6l

>
)
e O
X'E —_>'i,
kel

4

a

- 297 -

de A
Aoz, 3D efuHo] A 7Had
A 2S 9)ek T2 ol tH2].
E7b EolA] B =k

A= UnityE AFE3te ARE YAsta 75

717*6’“*1 7]1%2] Xbox 360 #%
Sl A oy 71MEe} PCetel

=

k)

sl

o

o

o

R4

T:__E_
.

o=
/\LJJ.



2020 2z2fel FA|ste Y 3|

=27 ®M27A ®23 (2020, 11)

3. 47 % 7
3.1 MH[A M

AFE2E7E A HE Yo 5021 Kinect’7} AFE-
A+E H]F9] Depth, Color, Body Joint AHEHE
st} Unity© Kinecte} A& 5o Qo] slld HRE
< =83 5 3tk Unityel= ve Cloth 3D ©]"]
A9} Rigging 23] £ model 3L Eo] FHH
o] o scriptE EI & A=A Qo
cloth imageE A9 3H KinectZ %8 F
HE v oz A&z A ded o] 3
goh " E 2 Ato]= - HES B AFEA
7b deske W2 A7]E W3AlZ 5 9lew photo
shooter 7] 02 A&AE= FHEE A EFES AL
2 gdgE Fd Aok

o, i
=0{£
flo -‘
o

- Septn i
&) unity
A
(inect Xoom o U
R
i P R
T
o photoshootar
S s

Y 5 Mz FAE
32 A|lA" x5
2 =i A9 VE S YERd Alad" fx
= 2 75 & %ot}
AZIA BPH - T-Pose FHAI R

oz He  AmUM M2

Y 6 A=® 2%

ey
ClothModet
DEOIEJ\‘I RE
Photosﬁ ooter
A3PE 0‘ 2
CIothMode{
Dol X7

£0 ME ARE E0F

RS M Display= AFBRIE BO TN O|RE HHT 2 BRU 7152 AEAL 7|=0 24 49

T-Pose H7i

AR ADIE£SS 450 ALBTHE
o Main 2721 A

J¥ 7 7% 8%

T-PoseE EOtZEL 2 £RAYES K0

ALgae] BF
o] Axx QAL @
of SHAl A=A Q1A S
ottt g3 F A9
o AWE
At
e /\l, =
=R ZRAEAE 3D Fhae] Ay 7+

o] =

o] XY¥Ee| HXH T-poses 3
gzt = Ak AREARe A

=
dat= vlwg =
=

1

et

o
=
o
=
=3

- 298 -



2020 2afel FABEUENS| =

= HM273 HM|2Z (2020, 11)

4. EE
oA

= Unity 742 7]Hto =z A2z <2y
Kinect 3D 7tvlgtE Al&3ste] &% 7MddA
]

95 Az A% 2 A

AR ArEo OHE Zoly] s A&zl 9%

Zh ol Aloks TRl Atelz= 2d WES F3 Y
H oAE Hastd & ATk AgE g A
|27 ZAEeds W EEe 29 8 19 99
Zdow AAet 2o eArt Wi AL AARE Ao
d g oddnh 2y E AT e 24
?l &F4o] ofYyB = coordinate mapper$t #2 4
HA o2 color image$t depth imageE #iE s <=
AT HWete] Hostrta AZHE. o E oA
ANA FEG &FolA o Holrt § A5 T
BHA 7= Aol HA4 VeES At %
Qlell HAstdE LA AutE A2 S F
F2 A7 448 AL VdE 2o

2 2o nEyaNEEML
HEsAsollN Mol XA Sl Su s
CTH g2l Zadeo| Znjgec

%

k]

i

(1] <39, “Hedad A=A QA4 7", d=8F-vy
olgsts], W& mitlo], A227, AlZ, 67-748 pages),
2017.01.

[2] Wikipedia, unity, “https://ko.wikipedia.org/wiki/-4
E_(Ald_x1)”

[3] thenextweb(TNW),
“https://thenextweb.com/gaming/2016/03/24/engine-domin
ating—-gaming-industry-right-now,/”

[4] ZARlo}, AXs, 224, “JIHEE o|&3t A4 UHE
A2 Au2” dmgB3ers] st e=ay, 2012

[6] ol+4d, &A=+, “VIYEE &&3 a7 =
(Yoga learning content by using Kinect)” 3+=HCI3}3]
st 3], 2012.

[6] I Oikonomidis, N. Kyriazis, and A.A. Argyros,
"Efficient model-based 3D tracking of hand articulations

il

—.~
o
)y

using Kinect,” In British Machine Vision Conference,
pp. 101.1-101.11, 2011.

- 299 -





