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ABSTRACT

This paper explores the possibilities of Virtual Reality (VR) as a
tool for prototyping iterative design and development in the
fashion industry. Subsequently, the system was evaluated by
using two qualitative test protocols. Our results highlight how
professional (fashion)designers view VR and what their
expectations are.
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1 Developed system

In this paper, we present a novel system for fashion designers to
design clothes in VR. The setup was designed after performing a
preliminary enquiry. In this enquiry, expert interviews in three
different kinds of clothing companies (A,B,C) were done where 10
managers, CTO’s, lead fashion designers and one CEO were
interviewed. The developed system consists of a new tangible
controller with a pen that is attached to the standard HTC Vive
controller to do precise actions. This pen tool was developed out
of the users’ need for more precision. In the VR software the shape
of the clothes can be adjusted. A large 2D window was introduced
in the VR scene, that shows the interface from the fashion design
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pc software CLO3D (fashion design software). The 3d-model was
updated in real-time in the VR environment. For the interaction
with the 2D window, a laser pointer pen was used. This
interaction was intuitive. However, the precision should increase
with a ruler and fixed work plane The adapted controllers allowed
the user to use his hands to feel textile samples.

2 Testing

To explore the challenges and opportunities of VR prototyping,
the developed system described above was subsequently
evaluated within the three companies described (A, B, C). We
performed a general impression evaluation (test 1) with 17
participants in total. The results highlight how professional
fashion designers view VR and what their expectations are. We
applied a think-aloud protocol [1] and sessions were also attended
by persons not using the headset for providing additional
feedback. Additionally, an in-depth user test was done by two
fashion design interns in the companies A and B.
Visually, the designers would rather make a physical prototype
because the visual quality was too low. Current limitations in
usability and the new learning curve made it hard to win time in
the development process. Currently, they use accurate software
like illustrator or Lectra (2D) to materialize ideas.
From the user interviews and testing we learned that:

e real life scale VR helps fashion designers envision better

how the clothes will look.
e having an interactive person (in different sizes) to fit on
is much better than a mannequin.

At the end of the design process there is also an opportunity to
use the developed system, when the design on the computer is
finished, clothes can be rendered directly in the VR software.
Decisions can then be made before having everything in visual
physical prototypes. In this way, series can be judged, compared
and communicated. In order for this system to be more
implementable, further studies should be carried out to further
define the role of digital tools in their design process. (for example,
manual vs digital sketching, pattern refining, etc.)..It would help
to carefully consider the workflow of the designers to adapt for
VR tools.
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