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Cloth Simulation System for 3D Fashion shopping mall based on Web

Ju-Ri Kim* - Suck-Tae Joung** - Sung-Tae Jung***
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ABSTRACT

In this paper, we propose a new method for the design and implementation of Cloth Simulation System for 3D fashion shopping matll
based on Web. Web 3D shopping mall is implemented by using a Web3D authoring tool, ISB, which provides easy mouse operation. 3D
human models and cloth item model are designed by low polygon modeling method of 3D MAX. The designed 3D human models and
cloth item model are exported to XML file. Finally, 3D human models and cloth item model are displayed and animated on the Web by

using ActiveX control based on DirectX. We also implemented textile palette and mapped it to clothes model by using alpha blending
during simulation.
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