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A Study of VR Interaction for Non-contact Hair Styling
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Abstract With the recent advent of the New Normal era, realistic technologies and non-contact technologies are
receiving social attention. However, the hair styling field focuses on the direction of the hair itself, individual
movements, and modeling, focusing on hair simulation. In order to create an improved practice environment and
demand of the times, this study proposed a non-contact hair styling VR system. In the theoretical review, we
studied the existing cases of hair cut research. Existing haircut-related research tend to be mainly focused on
force-based feedback. Research on the interactive haircut work in the virtual environment as addressed in this
paper has not been done yet. VR controllers capable of finger tracking the movements necessary for beauty
enable selection, cutting, and rotation of beauty tools, and built a non-contact collaboration environment. As a
result, we conducted two experiments for interactive hair cutting in VR. First, it is a haircut operation for
synchronization using finger tracking and holding hook animation. We made position correction for accurate
motion. Second, it is a real-time interactive cutting operation in a multi-user virtual collaboration environment.
This made it possible for instructors and learners to communicate with each other through VR HMD built-in
microphones and Photon Voice in non-contact situations.
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Figure 2. The VR Amazon salon developed by Amazon
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Figure 5. Mapped motion for hair cut
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Figure 6. Valve Index controller customized motion
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Figure 10. VR haircut through finger motion tracking
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Figure 11. VR haircut through finger motion tracking
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