
SECOND SIGHT
how can we use virtual simulation 
to make fashion design processes 
more sustainable?

how can virtual simulation help 
to extend the way of fashion 
presentation?

THE FIRST LIVE VIRTUAL FASHION SHOW

abstract 
The two research questions 
(see above) brought us to the 
idea to create a virtual fash-
ion show as an inspiration for 
young designers for showing 
their work and as a poten-
tial commercial solution for 
fashion companies to create 
a more sustainable design 
process. The virtual fashion 
show will also be a solution 
for people that want to be 
involved in the fashion world. 
They can watch the show from 
their homes or anywhere they 
are. We experimented with 
new technologies to explore 
new ways of designing and 
presenting fashion. Technolo-
gy helped us achieve options 
never used before in fashion 
presentations.

system
description
The user will receive a package at home 
with all elements needed to experience 
the virtual fashion show. It includes a re-
designed Google Cardboard, an invi-
tation letter with instructions for putting 
together the Google Cardboard and a 
download link for a phone application, 
a joystick as interactive device to help 
them interact with the virtual environ-
ment, and some earlplugs.

The virtual fashion show is in the for-
mat of a phone application, currently 
only available for android phones. A 
user can download the application and 
put the phone in the assembled Goo-
gle Cardboard. By looking through the 
Google Cardboard, the user will enter 
the virtual environment created to dis-
play the 3D garment designs. The joy-
stick functions to walk around the virtual 
space and the earplugs play the sound 
we designed. 

The collection we are showing is called 
NOISE. Weird but recognizable this the 
clothes make you think of an existing 
connotation, but you don’t see it that ob-
viously. We are creating our own land-
scapes, and the virtual reality will be a 
reflection of these fluctuations. 

Everything is connected in such a way 
that we tweaked reality to give people 
this harmonious experience trough sight, 
audio and navigation. All elements pre-
sented are connected to the noise the 
human race created.
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conclusion 
From our research in 3D fashion 
we have concluded that there 
are many possibilities to provide 
from. 

Many programs are in the very 
first state of their development so 
they are not very friendly to use 
yet. With those companies see-
ing the potential of 3D technolo-
gy in some new areas such as the 
fashion industry, the software are 
maturing as they grow. The user 
interface becomes more friendly 
and the communication between 
software is also increasing. 

For now it is quite complicated to 
achieve the level where we are  
at now, but we accumulated a lot 
of experience and knowledge 
during our project development 
which can be very helpful to sim-
ilar projects. 

Maybe the 3D modeling software 
will inspire companies to rethink 
their workflow and increase effi-
ciency. 

We hope this project will inspire 
more people to get together and 
use 3D modeling and fashion to 
experiment. It’s not only about 
only being creative, it’s also 
about adding values. 

context
Fashion is very much connected to the 
idea of providing you with ‘the latest’, 
‘the newest’, ‘the hottest’, ‘the it’. It’s 
avant-garde. Although todays’ fashion 
indeed reflects a gaze into the future, 
the means of presenting it are still very 
much like they were at the time of the 
first runway show in 1885.

Today’s generation of fashion design-
ers shows a desire to redefine fashion 
and it’s rules. Designers like Dorith & Je-
roen and Jacob Kok critically engage 
with ideas that are so deeply embod-
ied by fashion that they are like laws, 
never to be broken… The project has 
been deeply inspired by them and it is 
meant to inspire them in return, to pro-
vide them with new ways of presenting 
their collections.

Many big fashion companies are look-
ing for ways to maintain a more sus-
tainable lifestyle. 3D technology shows 
much potential in helping those compa-
nies reduce lead-time and fabric waste. 
It will enhance the design process. 

Virtual fashion leads to less overpro-
duction and it makes online shopping 
much more consumer friendly.

software
hardware
The main software we worked 
with to achieve the visual aspect 
of the application are Maya [5] for 
modeling and animation, CLO3D 
[4] for designing 3D clothing and 
simulating fabrics, Unity [7] as a 
game engine for developing our 
environment and Modo for ren-
dering high quality imagery. 

We used Google Cardboard 
(Phone application) and Oculus 
Rift [6] (computer application) as 
head mounted devices for users to 
experience the show. The Oculus 
Rift offers a better image quali-
ty and a more immersive experi-
ence for the audience. The Xsense 
motion capture suit [2] [3] and the 
Kinect V2 as motion tracking and 
capture devices [1] which provid-
ed us the motion data we used 
for the animation. 
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