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Abstract

As various metaverse platforms utilize different tools and design methods for
virtual clothing, the lack of standardization creates challenges for interoperability
across platforms. This study aimed to investigate virtual clothing cases provided
by different metaverse platforms, analyze their design elements and methods,
and propose a standardized design process to enhance interoperability.
Regarding search methods, design elements of virtual clothing—item, shape,
color, material, pattern, and detail—were compared across platforms first. A
review of design tool interfaces and functionalities was then conducted with six
fashion experts, examining how design tools and their technical differences
impacted user experience and design complexity. This study revealed that
metaverse platforms showed distinct characteristics in how they expressed
virtual clothing design elements. Additionally, a common virtual clothing design
framework was proposed, systematically applying techniques of selection,
movement, and adjustment as core stages in the process. Findings of this study
are expected to contribute to enhancing flexibility and consistency in the virtual
clothing design process across metaverse platforms, ultimately promoting user
interaction and creativity.
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. M2 & Syed, 2024), I3 HepHA ofd ZRx LS o F
+ A7(Shin & Yum, 2021) 5o] &stA Y= it
T A 4GS okl HE A Z9E ]}‘1 olFe] &4 A AFEL HEHA EHES Ved SAE Bl
1 EAS T MR 2H=E AH|Aska glo) HE 9 AEAQ A7e] WS xSk o, s
HAE 57 dA(AR, Augmented Reahty) 7 FAVR, 2

Virtual Reality), 2ol 27](Life Logging), I&1 AL
AAMirror Worlds) 9] tiefet gJefz sty gler
(Jang & Lim, 2022), o3t AH|AE2 &84 343 o

A9 847t AeAgcle FEHE 7= IokSayem,
2022).

Het A ERFEL A HENT, AY, @ Aux
TR FEHH, E}1£14‘ﬂ 2 AHE(Zepeto), ZEZ
2~(Roblox), TAIEZHME (Decentraland), EFHHTAVA), 1
2|1 327 (Fassker) —O] Utk ol2et EHESS ARt
7} 3D oHterE Fall 7MYl F(Virtual Clothing)E “32tst
Ad AP 4 Qe S AT Edl, wEH oA
9] ZHIoFE= EUA AAE W Bet opel, A4 Al
AL} Amet A 71&9 FAE Holde A1 bl
o SR G SIS 342 459} 02

A3 Giraldi, 2023). WEHHA SEAA 712
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=01, Zepetodlls 7HE & “A(Zem)'o] o, ol&A=

o Aol wE Mege] Wolz A ¥ & Ao
Roblox= ‘2HARobux)’#Hs ©&9]9] 7 & Args}
of A9 o ololee PolE 4 glowl, AHgA 7 meln
A ool AHE o]FojxH. =4, Ft vAE Ad
29| Zgoltt, = sjd BAHE IR (GUCCDHE Zepeto
B UPIA F00 24 QASE o] 5] 3
7k oleieh v gk, AEEllEE AolME et
92 e 79} vpIRe] AER Folol, 4% obel
~EO] g A 59 BA W7 Sl BEelE Al
7t Z7Aek ek
s Bope ulefiAzl FelHel els 4avlat 7

ofghe el HAEN =24 AAY AAE slEH ”ﬂ
S AR RS AUT 9ol o] dal, A
A ouellA wepHA JRdTE B st Aoy,
Zhu, Pena, & Brouard, 2022; Periyasami, & Periyasamy,
2022), vietHA sl ZH=0] &8 9 AHA ARE 2
A5H= At (Kniazeva, Aiello, Dasmi, Mazzoli, Nechaeva,
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1. HEfHA S22} JHeelR

HEf AR golt 1992 TEh A4 29l J AEEL
o] 19 44 Ak AFA(Snow Crash)olld &0z AL
S5FthH(Stephenson, 1992). 19 W=H, wEHAE B4
AA 2} Hagste] sk Boigt 7MY &Ho=, AR
g4 opleE ol A2ET 4 Qe IR Ao
t}. Collins English Dictionary= HEPHAE “32+ 7HF
S Zbole AEYY AijkE HA, E5] 2211 9=
AQelxe] 3231 7 A= 1—19,]3]-13:1, S]7o] AFEolA
A 98 A9 }oﬂ‘ﬂr HetAs A4 AAS AEE
I AREO] ARl 8ot wEkety AeAET 4 Sle
7V 32k o=, 7}’%]’ QAL A3 H A29 4]

Zke ofoltjelo]l gRtez ofsld & UtHDwivedi,
Hughes, Baabdullah, Ribeiro-Navarrete, — Giannakis,
Al-Debei, ... & Wamba, 2022; Chen, 2022). e

AH AEs AHEARNES g 33 AW Boz,
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AgASe] obilets Ba) ST ATALY & 9l B

102

Zoz AgE 5 9l

met A EHESS 11 44 wEt &4 YEYS, A
o, Wl AUz 5o WER s 5 ook eld diE
2] tEp A ZHEQ] Zepetos AT 334 ofHlElS:
/\ﬂ/ﬂo}j_ tlokst 7]./4 =29 B3 2p7] BES T £ &

255
A st 44 HE -OrJ SAFoR, ARAES AR
©] opterE 6H R ]’J g5 T 4 o, WA of
ojgit 3 T QEAES Ze|M(Preset) FElE TE

Sto] ZpAITE] "1]7:"2 iﬁe = 9tk E3E Decentraland
= EEF9l 7]&S 7Htes §

|50l 7MY EXE Ffioka AgskH, sjdaet 22 o]
HES MHT 4 e S AFith sielelA 20064
of A" RobloxE A}QXP} AR AYe mzadysta
ol ThE AMEARR} FRT 4 Sle 22l A EREe
2, 19 6,0005F B oo &4 AEAE HfolH 53T
MZ Al AteleflA & RI71E il loh 20230l &€
TAVAE AJgA4150] 331¢og 1@ oFel AN AE
HolB FuiE 4 e 7ME & BHE AlPo

HJ

HJIFU
<l
=

2 Aok A
debils SaEol TAVAL @4 Al HolEE u
TS SEY BALS Aol BYF U= A B9
& AT Uk, WA AR Faskers A1) 32
oA 2 ol QAF FHE BT YT F U
4% BRBOR, AgAE] 3D okl Bl P @

2

A ofolEle AZs B 4 91, JMAF flAdLe} HA
25 ZAAT 4 Utk A Fasskers 7M otoldl gufj A
HIAE F7Yste] ARgAREC] 71 ofoldlg Al FHig 4
AEE B Qo oo], WEHHA X EREEL A
oo kst Tl Q94 "rad), ARgAIE0] Mt BTt
oM sds FEsAY A & de EHe =A4sk
oh:]-

Wro)Re tAd 71ee T sﬁ A AA9] o=z
WElAL AlEe FEol oike At fd oE2g. 3D
o e A AE A4 omA(CA) S92 71eA A
Hol ofs] fgxo] gdo »Y, oFf, AW F& A
o} 7MOlRE thed] 2akel AolA] Hojxle olfels
e}, 2291 OF= AEYS B -] EAlsk: AlFE

S HolF= Wi, JMolRE BaFor EAEkA] A,
A" S0 FHT AR FdS AlEste] "ol ot
3 FUN 7R SE Qe odRE duATHLn &
Yuan, 2022).

et A WollA FaE= ZHEeRE 2A Al 7R F
2EH, 7t B4 uet ofekst 852 S8¥ch(Table 1).
AR, Aol EXoA] g & 7MW A AT
g £ e FHelth o= VR 71&& B9 94

A& AT, AEAd TH 7les dold A=
& A8 AYE 7FsoHAl Rth(Wang, Liu, Jiang, &
Zhou, 2023). sz Ao EAske & 7MY ol
Tdsto] Hol3= i, 7MIoRe S84 9F9 AA
£ S5 ARgAlA dAEn @4 AAE ddcke B
o o)A AHe AFRIHGiraldi, 2023). AA), oputerS I

n)7] 93 7HFelRel A7(Skin)olth A1e AA| o)FA
d otrtete]l s A= Zo] ofuet, ofutere] €1ge AAF
ool ol BXoR =ESE taRlE Sl AM8AF AEE

G K Alayli,  2023). ol JMFoRE
Roblox, Decentraland, TF1=g]ZE (Minecraft) 52 AlY
4 AHERINE Z2AFA 2 78T =5 )5t
oz AR EYHE Eole d Zloek §irh gAY
s =9 2913 o 2
SeULE Bl ARG A5 shish) ok opis
& Aelsl =449 A

Zepeto,

E}(Gonzalez 2020)

“ﬂE}HV\oﬂ/\i 7HF R eElEY o] A(Marketplaces) &

ol OAE At R Xﬁ]’ﬂﬂ e 4 Qloh fAdAE
(UNXD), =44 A (Brand New Vision, BNV), tiue]
2| deto]ZE(The Dematerialised) 59 ZHZL Hal=r}
RS9 A8 ARAL THgET A 4 g B

& AEgitt £3], 15 14 BT NFT(Non-Fungibl
Token)9t 22 OAd 2k &8sl HAY s =
HHoz upAEsH, A aHAEA S840 Sads
7AZ3 olF Bl 7Ol A AHAE AoolA H
g 2oz oAlnm  AMlA PEsAlS SRSk Qo

E3L =4 Aoldy AAAE2 WY (Minting) EHEES

a

- - % =l =
MY, 53] NFTE AAsial 54kl e5ske 1<
£ 5o A8AE T4 O WA ol

S

AA5o] wEp 2ol VOJ%% AdE & = BHL
Algstod, BAE wfge) 5
Alefsta giet.
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Table 1. Applications of Virtual Clothing across VR, Physical, and Skin Platforms

Category VR Physical Skin

Physical Existence Does not exist Exists Does not exist
Worn by Human and Avatar Human Avatar
Platform Game and VR platforms Physical-linked platforms Game and entertainment

platforms

Features of Virtual Clothing to fitting

Immersive experience linked

Fashion experience linked
to avatars

Fashion experience linked
to the real world

Revenue Generation Possible

Possible Possible

VR and 3D technology

Developers
P developers

Virtual clothing designers,
general users

Fashion brands,
digital-linked developers

2, 7142l CiAfel 240t 7 E4

Hgelme #e B4 wet @4 Al olzel tAel
Q% 9 A WG Holrh A see A S

-,-4_4

L
JoF ARl &

A 7 seld Al glol Holge WD
S ol Aol QAW BA A o% 43 7Zhe

5] Aol AFHH oIt (Xiang,
Stuyck, Prada, Romero, Xu, Saito, Guo, Smith, Shiratori,
Sheikh, Hodgins, & Wu, 2022). 7Vde)Fe] EAJ] Hst
FolMe= M S0l R E @A AIAL oFet 7

a /\]ﬂz% QA9 ] ] 94}.%}1:}& x%o] 7(;-5% H]- 9“1:]—_
Ahn, Bae, and Kim (2023)9] 7Vdel® AlEdelde] that
AR 7B AFollM= ool EEA B

S A W o AEFCR m@E 4 glod A &
goll Hlsh AzHa E49] S ddiHor o
H7HE B Qlek oleRt Aihs JMolRe] okt A
a4 F 59 *] 7T QA47F Tt AL g

ofFH, 7MFelRE Bdsks HARl a4s 749 Fo40]
OE 5 A2S AABIALE An, Park, Choi, and Park
(2023)2 optet Hzl wd ),
24, 134 §98 FHeE ARstd AT 25 A
P, ol2gt HARl 84-50] 7VdeR Al H8E o
Zol7} WAL SlGick olE E°l, Zepeto &
TEE 7R B, oteld, FE, A #Rl
= AR ORe} fAHA 12 4 AT, Y &

a4 9 74 &40 Aud Fde A e

Bagautdinov,

A4 ofold, g, A,
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dob 2 oox
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EIO
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T A PRl AelR TRk
) qlol A SISl AgelR Aol
a7} glom, olejd ZjolS HAster
28] Tixfolule] o 2ol

Zou, Han, and Wong (2023)&= wEf A9 2|4 7Hs
opdfere] Fdo| osff AA HeHW, TMHRY
ol 7?” AlAle] #HAl a4 ZFxsHA RE
JHtolR= gAE gAloz AAE] o]zl £ A,
A ng 7¥ssHA ske Aol BaAoltk(Cipresso,
Giglioli, Raya, & Riva, 2018). 7Md<elF tjzpQl AA v
Hoz= 32k oF CAD(Computer Aided Design) Al
dlo] ARRET QT ol MY A md FARE AE
ozl md A4, g2 ofEQA(Artwork) ©o]H]
Wy, 24 24, 7V A, 7V & AlEEeld, oih &
A 5 9F AE Y BE SAE TV s3Il AT
& 9= B AA"otHOh & Ryu, 2015). ZZele
CLO 3D, FX Mirror?} Z-& 3214 714 mjg mz2jeho]
P Aol EAHoR &gEH, A& CEo]y AlEd
ol A& ol Fugt M oY REFS AYska gl o]
et 71&2 gaoldse
AZ¥skela, §gAoR MES xwo}:q ]Jq#o A7Yst
QA s Sk ey 7HEe R Hakls o
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Lol mErh E3E A 4] B B9 AA
T Aoledde s T, ol FHaskd
] Aol Fagt ey =d A= Ch(Park,
Park, Kim, & Song, 2018). o|=Igt 7|&4 EAE AMet
A9 WAL Adfolr ZHI= AR Hehs 7
A, mEtHA U AR} FeA80] B8-S ol et

HoH(Huang, Qiao, Wang, Su, Dustdar, & Zhang, 2022).
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242 Sl AEEHQHE, AY, olAHAY 77 g £
ofol A thFEAE AU s ZH=E AlFst = HE
WA ZHEQ Zepeto, Decentraland, Roblox, TAVA,
Fassker®] oAl 7H2] SHE-S AAsHATE 2 A4 2023
W 9gRE 2023 119712] 7|3 F<¢F wEbHA E2iEo|
A AFEE VYRS ez gtk 24 B9le KS K
7010 3¢l wet o), FoRF, WolRel sigele &
of FH& FoloH, AMAL, 7hE, AT T2 Askltt

(KS K 7010: General Clothing Products, 2023).
3. 97wy

2 A5 KS K 7010014 72 ofeldl F7ek An et al.
(2023)¢] omte} tzQl BE oA AAH 94= i
e g, A, &4, 7Y, dEYl diste] yE A4
(content analysis)22 7HelR AHE E4sHTh E3H
AA HEHA ARAES HECRE THIOR Aler A4
Lol iRt o7& SEshr] ffsll, B Rof H3AE H
A il Zelz @ gl AL e F 679
ZHE7rete] FGlI(Focus Group Interview)S F85Hict.
TFAAJ] A7 2 oh2 Aok WA, oAl 73] HE
HA SSEA AFSAEY ARk, Fojk, HaRdl ol
e TYHeE vEcio] ZHEA A9E =& o
500739] 7VgelF AElE 4stal KS K 7010 #7483 An
et al. (2023)o)4 ERF dARl 949 sHEd] ot
B A0 EAS HWSKITh 2o R, i ke
o= 7t vgHA ERENA THEeF Aol AR
= AA =79 ¢HuEolA Fxe VS AESIH. °]
TgellA Zb ESiEo] ARAA Ak HARl 849
AlEsH 7HEe] ERet ol Aok A =19 7ls
A ZolE Hlw EASI oW, of2gt Afol7h ARGAL A}

ciAele] B4l owe Jere nlAEA ojsidn vt

1. HEHHA SSHE B PSR Ciafel 24

oAl 71A] wel A E3E(Zepeto, Decentraland, Roblox,
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TAVA, Fassker)®] 7F3ol® AlflE 4% 2}, 2 EH
F2 7VER R 840 73 WAoA] apEstE 57
Harh Table 2= E9E ¥ dARl 949 83 H9)

= =
£ ZHeaeo) wiet Hlwgt Aotk
ofo]el] GEoA Zepeto, Roblox, TAVAE JoFe} %
YRE BT AlFct] okt AHYE 1Y 4 JEFH
A ATt Zepeto= oFE, A9, HIA|, AAE, jF
Aoz otolelg AESISIAY, Robloxt= A%, EJM=, X~
e, A, Bhx], dua @ 2nf, ghEER] 5 FEe A=z
£ AFsttt. TAVAE &, oheH, W=, A7E, =&
E 7HEE Wro] AR AEY] 25 etk Wb,
Decentraland®} Fasskere= ¢o|RE WL 2 AlFoHA] il
golo] sRete] AiFo=m  AgHAQl H
Decentralande oJe}t sholgke LEsto] #5513
Fasskeri= /€], 5to], AFje} o] MER thaslA| ofold]
< TESAHE WelF FE2 TAVAOARE AlF=glon,
Zepeto, Roblox, DecentralandE WoliF 52 otz Ay

Ol5o] Aol sgAl, g, Amfjo] 24L& Adsilen, 77

2 oMlEr Aol s AEe 2ol JHEskgieh A g
EoHE RE ZHEo] MY(Hue), FZ(Value), Az
(Chroma)& AT 4= Glo] d¥d A 7Fo| 7HsskAd
th WA A FHaE]olA] Zepeto, Roblox, TAVA,
Fassker= OF¥FSE &4 A=y 7Fs AR,
Decentraland= @44 A2 Fdok= dWolu 11g
HAHE 2| YstA] Ghot b2 ZE| v AjEez o
=% AR FAHS. fEy g
E2F0] A9A, AFA, 442 Hd
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2, HERHA SSHE 8 JHdelR 47 B4

D VIR 9 =7

1A 21 o2 ZHE| 2o EFAIF oW, Fassker= WolH Zepeto, Roblox, Decentraland®} #e 44 WEYT =
£ ol A Yottt FH) FRIME BE BakBo] B AgA} A ololds AL YR 4 gl
Table 2. Comparison of Design Flements for Virtual Clothing by Metaverse Platform
Category Zepeto Roblox Decentraland TAVA Fassker
Outerwear 0 0 A 0 A
ltem Mid-layer 0 0 0 0 0
Underwear A A A 0 X
watine 0 0 0 0 0
Shape Fit 0 0 0 0 0
0 0 0 0 0
Sleeve
Hue 0 0 0 0 0
Color Value 0 0 0 0 0
Chroma 0 0 0 0 0
. Material type 0 0 A 0 0
Material Visual tactility 0 0 A 0 0
Natural 0 0 0 0 0
Pattern Artificial 0 0 0 0 0
Abstract 0 0 0 0 0
Neckline 0 0 0 0 0
Collar 0 0 0 0 0
Detail Pocket 0 0 0 0 0
Pleat 0 0 0 0 0
Decoration 0 0 0 0 0
Trimming 0 0 0 0 0
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A Az EFE AlEsiElen, o, £4%, SholEee
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A MRE ART & 9k FEE ATHAL 59,
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Roblox 250 Qo] A=Esle 7MteRE AR 4 ot
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A"yt 37] 23S #AA Roblox ARTQ0] dREst=
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o} 72 2D "€Zan 3D BdE 7L zHANE &3
g AR BHe SRS Z8otH, HArel AAgolA
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I o glglen, 3D RYly T o Exsia Agg o
Q1S Yote SAH ARSAA Hgtolth
Decentraland®] 7%, 95 3D R3] AZEoZ A
2] 7Ol RS Wearable editorollAd] BASH, o] NFT
2 Hgs] ESAQA Add 4 J=s SRy ey
A2t oA AleEe a2 R HerE AljbAololA, H]
A gt gRele]l AAEE Aol Sl o= ZRIE
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A S 2R 2y

, AH(select), ©l&(move), =4
i TEEQE e, A&
7], g4, B 5), "HE AHsH= V)&, ol Adl &
AREL ol5S ol AYet 84E o)FA7E 7]E0]
Atolz zA3} A7, ezt
A 242 O35S HItHTable
Al [EEgE ofuet 3D ey
M= Fagt AT st Zo Qict. oot

& o
N
2
lo
[
N,
N
o,
1
O

oflt
ful
)
4z
i=h
S
_l>~
oy
1o

K=
N
jul

N
’r
(o]

N

v
o

S

RO
N

o

e}

u
It
=

fui
)
ne
i)
o rz
2
o
i
L
W
)
H

B
N
N

o B a2 ofh oM
B o
rlo n %
hoam
) 2o
T g T
oo N
o da
H1 o
J E o
2,
N
3k
_O|L by
fr o
N, Mg
>4
£ 1o
£
% b
-4
(Y
)

N

A AAEAE A hol= Zepeto2} RobloxellAl &
1.0m, gzelo] 7|2 125 AAste o &
Fe Stk olF 7152 AdE 84 Al ¢
ZHEAl olEAI7IE 71&elH:

A, A9t fee w@gt

Qlell wizlstz] fIsk olFA7IH oI5 Fall Az
I ARl 945 ZSHEA
PoARRe] A, AL RSl FEY wiAE
oA ARFA olsAA AFAY 245 27

0 Tt FEE AR o] 75L BE

ol

o

18 (0
molx

fo

e ek 4y

2,

olt
=

T

1
ral
o

EN
ofl

f
O,
o 2 X o o

WEoHz N A
i

rol
o
ol
o
32
£
w
g J
g
e
o,

2L

o oEI of
ol

e ko

o



W - 20| - otEM / HIEHHA SSUE 2t HSASE 2US 7Hd2lRe| CIAIY 24t M| WA Hw 24 A3 43
Table 3. Comparison of Authoring Tool Features by Metaverse Platform
Platform Zepeto Roblox Decentraland TAVA Fassker
PUIDOSE Comprehensive Game & Comprehensive E-commerce E-commerce
P Entertainment Communication Entertainment
. Game 'platform . Converts « Virtual prthmg
introducing the . store with
real-world fashion .
« AR avatar metaverse . . . real-world fashion
. + Blockchain-based into virtual . A
Platform service operated concept . integration
metaverse real clothing
Features by Naver Z + Allows for 3D + Enables
. . estate game « Collaborates .
clothing designs . purchasing real
. with over 50
via Layered luxury brands products from
Clothing Y brands
. ) 3D. mode_llng + 3D modeling
+ Provides 2D + Supports available via .
] + 3D modeling used to create
templates in user-generated Blender, Maya, . L
) i ) . used for fashion fashion items
. Zepeto Studio content in Roblox Unity, 3D studio
Authoring . . NFTs + Collaborates
+ 3D modeling Studio max .
Tools . . . + Real-world with brands to
available via + 3D modeling « Items converted .
. . clothing recreated  convert real-world
Blender, Maya, available via to NFTs and sold A .
: . in virtual spaces fashion into
Unity Blender, Maya via Wearables .
i virtual
Editor
Viewer 0 0 0 X X
Attributes 0 0 0 X X
Panel
Library 0 0 0 X X
Blender Blender
Maya Blender Maya
Keytools 4 Maya 3d studio max - -
Unity . .
ZepetoStudio RobloxStudio Unity
Wearables Editor
oA AREEIGOH, ARGt oF9] Hiz|e} Hl&E AE 3) 7VEelF YAl sa4st A HHA g
A 24+ Q=S Adeldrt. 2 JlEe oAFe] 27, MElR OAel 84 ¥R 48 5 e A4 P B
o], & 5 Afo|= zAEqt opgt Azt FET, JE, e A, ofoll |, M A FY, fHL9] 519 &
R, AT 5O ARAY 048 2ANE 15S ER 45S SAHoR A9, olf, 21 sl 9ATE A
Sigitt. o1& Foll TRl we Yok Fxtolu BE 5 TE= HEEJKTable 5).
& ke S gl AY oF TL LAg 1 5 9 Ae Fhse FPgelF AAGIA 1REY oA 728
t}. o]2f3t 7)5-2 E3] TAVAS} Fassker 22 o|AMA & Aok TS SHArh A= oFe] A9, She, okt
Bl AAl oot fARRE AgAt AUS ABSHs B H 59 ofolsle sl zle BE R Uol, A
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Table 4. Design Methods Used for Virtual Clothing Design Element Representation

Application
Technology
Method Example
Point
Select Technology for selecting items
Line
Surface

Upward / downward

Move Technology for moving selected Side-to-side
elements
Free
Size
Technology for adjusting sizes Length
Width
Adjustment Texture
Glossiness
Technology for adjusting Shape
textures
Volume
Color
S gk ol AEE el R4E oF veld AE A MHEES w9 4 At 24 e AMolRe) 29
Al wiz|sks Igolnt 712 A 849l A, A, B olF A EAS sk 2Aske Ber, 37], Ho], Ei}
A el et 7EH WIS F 4 glo] B B Alolx TABT opjet Az We, ek, Huzk
2 UL FR 1502 Ageldt olFols sjah B AT 2L AR S BE & ot oS 54
A, 2oz A, Eadd e OHUS A A9m S R gug B8 UKo BAT 4 glov,
OlFAZIAL Hok= Aol wiRlste] Tzl sttt Aol AZEE AlEstA 2skAY, At E& w6 AA
tege AAg gAo] MAgoey oze A o RS} ke Al e 4 glnk
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Table 5. Design Element Mapping for Select, Move, and Adjustment

Category Mapping Technology Group Technology
Layer
Outerwear ®
[tem Mid-layer ()
Underwear (] Point
Length ® Select Line
Waistline ([ ] Surface
Shape -
Fit ([}
Sleeve ()
Hue ([ J
Color Value hd Upward/downward
Chroma () Move Side-to-side
] Material type [ Free
Material - —
Visual tactility ()
Natural ®
Pattern Artificial ®
Abstract () Size
. Length
Neckline [ ) Width
Collar g Adjustment Text'ure
Glossiness
Pocket ) Shape
Detail Volume
Pleat [ ) Color
Decoration [ ]
Trimming (]
V. HEfHA EHE 7 HSAFS I8t 7147 F ORI Z2AIAE AGAR s, ZF dAlelA] A,
Ciatel m2pa o}, ol 94 502 AM8E & dUrkFigure 1. A

WA GAL AP} olelde Mdsi WAooz, 4o
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Step 1 Item
Select
Step 2 Shape
Select, Move
Step 3 Color Material Pattern
Select, Adjustment
Step 4 Detail

Select, Move, Adjustment

Virtual Clothing

Figure 1. Framework for Virtual Clothing Design to Enhance Interoperability across Metaverse Platforms
(Drawn by Authors)
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