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Abstract Due to COVID-19, which has thrown the whole world into chaos, it has become an era where many
technologies and contents are made non-face-to-face. At the same time, the popularity of the metaverse service
is also increasing day by day, and the virtual costume (avatar) industry, one of the sub-industries, is also
growing. In this study, we designed and developed a system for creating virtual costumes to be uploaded to
ZEPETO, a mobile metaverse service. Unlike the existing service that requires a program that operates in a PC
environment, it can be produced only by shooting and simple operation through a mobile device. With the
advantage of being able to process all tasks of this system in a mobile environment, small businesses and
individual operators who are not familiar with external programs will be able to more easily access the 3D
virtual clothing industry.
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Figure 1. Louis Vuitton and Game Collaboration [7](8]
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Figure 2. Result of uploading virtual clothes to ZEPETO
without going through the editing process
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Figure 5. 6 outfit presets
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Figure 6. 4 hair presets
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Figure 7. costume design modification
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Figure 9. Comparison of costume production (Upper -
Research results / Lower - ZEPETO)
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