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Abstract

This study defines the pipeline for digital fashion contents production using CLO 3D, a 3D fashion design software that supports
virtual clothing visualization as a cutting-edge simulation technology for fashion, and vuforia, a mobile platform augmented
reality (AR) development kit for creating AR applications. The proposed production pipeline is organized in a method to produce
a virtual clothing model through CLO 3D software through works of patterns, sewing lines, textures, etc., and AR contents based
on computer vision techniques using the functions and properties of vuforia development kits in the Unity engine development
environment. In addition, we present application method that can be practically utilized from the perspective of practical users,
such as fashion designers and directors, by creating a new type of AR digital fashion contents directly as a flow of the defined
production pipeline.
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Figure 3: Example of a virtual clothing production process using
CLO 3D: (a) 2D pattern work, (b) simulation using an avatar.
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kits: (a) image target registration through vuforia developer portal,
(b) image target and virtual object setup process in Unity engine,
(c) generated AR scene.
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Figure 8: Examples of digital fashion content production and execution process using CLO 3D and vuforia.
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