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3D Reconstruction of Human Body Based on Kinect

LI Xiang, LI Ze-Feng, LI Zhi-Jiang
(School of Printing and Packaging, Wuhan University, Wuhan 430072, China)

Abstract: The purpose of the study is to realize 3D reconstruction of human body based on Kinect. We use Kinect to scan
and obtain the 3D human body data first. Depth data transformation algorithm converts 2D depth data to the global
coordinate system. ICP registration algorithm achieves infrared camera gesture tracking to obtainu}t}le' states of infrared
camera. TSDF algorithm integrates the converted vertex set into the pre-divided voxel lattice. Projection mapping
algorithm is used for visualization of the reconstruct results. Using Kinect and 'au;(jliar'y equipment tripod, we can quickly
and easily achieve the results of human body 3D reconstruction and 6gtput the model with 3D print. This research realizes
the whole process of human body 3D reconstruction including scanﬁing, processing, reconstruction, and 3D model output.
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