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Research on Fashion Edutech XR Content Applying Skeuomorphism

Hyang-Ja, Kim'

Pusan National University, Computer and Information Communication Research Institute; Busan, Korea.

Abstract: This study aims to rediscover the industrial value of a borderless service in the hyper-connected era by pro-
ducing fashion content at the forefront of the cultural industry as XR content and contributing to developing fashion con-
tent for edutech. The research method employed design aesthetic theory, while the empirical proposal utilized scientific
knowledge information to build a framework for 3D convergence content. The characteristics of fashion content exhi-
bitions that apply the neumorphism technique are as follows: The first is a virtual space that produces clothing culture
by type. Africa, where dyeing and crafts are developed, selects a product-oriented exhibition type; Asia, where weaving
and textiles are excellent, selects a random movement type; and Europe, where the evolution of clothing design over time
is evident, selects a guided movement type to create a three-dimensional fashion edutech. The goal was to produce con-
tent. The second is creative reproducibility, which combines a new fashion design that embraces the aura of the original
with a trendy sense. The realistic folk costume style of the original allowed for its implementation in the AR exhibition
space using historical traditional style techniques such as weaving and textiles. The third is building organic, modular con-
tent. By designing and then saving/editing/arranging the basic VP zone for each style, learners and instructors can freely
edit the content for each fashion class topic and create various presentations to ensure that it functions as non-face-to-

face edutech content around the world.

Key words: skeuomorphism (22701 23]=), costume design (Z2=F TJ=}2)), fashion edutech (F4 ol FH| =), x-reality

(&3 4), 3D exhibition (3D A1)
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ICT &3 olfFE 3+ Al-based Learning, MR-based L,
Game-based L, Cognitive-Baed L, Mobile-based L, Location-
based L, Educational Robot®] 77FAZ ¥7F 3t} (Metaari
Advanced Learning Technology Research, 2020).
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Fig. 1. Research process(written by researchers).
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Research tools
1.FashionSources; Three
categories of folk

costumes in fashion
history: Asia, Africa Europe

2.VR design; Google's
Steam VR sketch tool.

3.AR contents; Unity
Technologies' game
engine, UNITY 5 or higher,
and related tools.

4. AR app & Fashion item
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1} VR Design 7PddA 2AX] &2 Google ¢] SteamVR
2AX & ARG, 2R HE A ZERIS 9% tA
Ql HEZ 2pgsitt, )il Al J9de] AFeirdE s o
ZRR1E AT

H XR 37 74< ¢ VMD Showroom & AM§-#}
A HARIF Anjte] wit gAllo) gk Mg ArE Fars
Al 7 F8 AR AR SRR AR uiid TRl
slal, o]8S ez st A shgol FAld o F

2h S4Ed 2 ﬂ 4 AR -2 Unity Technologles«] A
AFQl UNITY 50139 WAL AMgsh, 33 EZL thex
=alo] tRd Zel=2 AZsioh

Table 1. Source countries of wold traditional costume

ol ES 88 A FEIT XR S 7 563

41, AT YN AAE M8 CIXY Zx 7
Z

AR T DELssE Y AT D FEES
o 1A} Y BR BA ¥ 24 B4sl] 4% 449 £
=

o] A5 HAY Z=E A2k

dd 225 EOiR ofxg]gt. opxo}, fe] AFEA T
g ZH=E AFsiqint. ofzE|7t 542 Folxra|vlet
olxzg]7ke] F&Fol ¥ Z|n]E]E (primitive) TU0] Z-EH €
el 2eld UHY 55 TS oo 542 HE
@ T T ofAo} X E2]9] xe) A 52 A8
siolon, f9 HEEAe 5ds Mg, TR A%
A gAY, B4, ol 2B 58 T UTH(Table 1).

4.2. VR Design Board 7|

A 22 EGE AT B2 tig vkl HE 7]
35 218313 tHTable 2). TR HEwE ofzz|7HopAlobfr
| EokR o] My 2 FaRAS EUE 12} £/
T 2422 240 wor HF AE ARE AddEsle

=,

e

Region Classification Countries
. East Asia China / Japan / Mongol

Asia South Asia Vietnam / Parkistan / India / Cambodia / Indonesia / Miyanma
East Africa Kenya / Ethiopia / Tanzania
South Africa Republic of South Aftrica

Africa Middle Africa Central African Republic / Congo / Cameroon / Gabon
West Africa Nigeria / Togo
North Africa Egypt / Libya / Algeria / Tunisia / Morocco
East Europe Hungary / Philande / Romania / Czech / Russia / Turknistan / Uzvekistan

Europe North Europe Sweish / Bulgrtia / Norway / Denmark

West-South Europe

Italia / German / Swiss / England / Andalusia / Portugal / France / Rome / Spain / Greec / Makedoniae

Table 2. VR design board planning

Africa traditional costume

Asia traditional costume

Europe traditional costume

'D[ \H.’ll board

IMAGE MAP

Dc sign board
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4.3. XR &4 74& ¢I8t VMD Showroom

43.1 AT

£ AFelA HAAFER AAIEE] $15te] VMD tiRRIS] 7]
2 249 A5 A/Fabric@ 28]) AAFH/ARIZL Blojol
(mannequin layoutys A7 3t A3t

(1) 254 AA 2 7P 2] e =4

A2 TAHEe dFAMo] HAAEL 7S o o]F3 A=
e, T2k A, AA WE, B K= ] el et
3le] o] Fo]Ath(Park, 2005). Choi(2004)=, Dean(1998)8] ¥
T ARl g vy BtEe] Al 7] AA] F
Aol il Awetdtt. Gr1d T2 AlSHEd(Suggested
Approach' SACE, FErle] BAS WelEkA] g AlZhjA|

ol we} BAS HEIS F2 ZE A0 $4H. o

«] &1 (Unstructured Approach: UNA) &2} zRile] i
2 Ad fsinz BX0] B4 H7] on JulAol nj%
Z A sFett). 5541 (Directed Approach: DAY #H
Mo Aele] of=)glo] Ankek wato] NFEH Ay @
T = HAIE AEE 7ol A-8-Erh(Table 3).

£ Ao A FHz xRl Al glojokg wiRE o,
mgEE A 37 311010}%@— Dean(1998)¢] Al 7<) &
3 (SA/UNA/DA)N = BUr S wiRsr Bl a 23kl
o] A= 33} Al 5o # Holl sfjFste A =z

A

ﬂ?

il

o

F

=]

Jg@

ush FA A, 7 74 AAsE sz, dne, 7 3
7ol wEE S dAHL 2AE SOz WA g

(3) "M

MU A% A BUE U4, 15, 48 Ftow

B A= ool /5 H A/ ].A.Lﬂ?]'{d_,] ZQ old E

7N PRI Aeslel A4 Bl BYS fEskdct. vt
Yizle] iAE T EREOR 34UlE @ AIER a1

el wE} vppp FXFl viRISHATH(Table 4).

44. &% 3D CIXfel SZEA 718
7PdaA A= 3D *?ﬂ x| Z2aA A tRRIS =
29 ¥ 39S Exportsled UNITY 5.0 o) vidoA &7
AdE FASATE AR B 91 HAIFE 2 AFo 3D
Ed& VMD zonedl| #loJolg- 31 tH(Table 5).
7o) thEZ Q1 25 «11 AzE A olx] AF], d, 2
x, o8 74 59 54 ZFate] &f Wil FRE AF

stk 3D 7P AEEe 4

ol AHY YA olelA] Az, 34 ARE FL A o APIE AF Bt 24
Table 3. Dean's viewing route type
Types Characteristics Floor plan

It guides movement through visual media and is mainly used
to display goods.

SA Suggested approach

The viewer chooses to view according to the pattern, the
movement is not controlled, and it is a typical museum
exhibition.

UNA Unstructured approach

DA Directed approach

One-way viewing with no choice in viewing route.




Table 4. VMD zoning and VR showroom

ol ES 88 I FHIT XR FlE 7 565

SA

UNA DA

Suggested approach

Unstructured approach

Directed approach

VMD zoning

VR showroom

Table 5. 3D virtual design

Africa

Asia Europe

3D virtual design

o] Bol3e wede ue TAsIOm, 3D AANEE VR 3
2 A0 22 BY ol DAL Y Sl sl

L. golld 2 A=t v
ek, SR A ZFF Ao} e el =
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Alshe ARAFES 7Y g AFoluvEe BEE d4S
OE wiAlelM & sl HEs A REgofar) F% Al
2HA]-3-(Simulation, E4|2] EA|)7} A]E2}TE (Simulacre,
Aol o|FAL ZHA Hth AR EAF Feyt F7F 58

Aol wiAle] S0 s Quw e S AU
x| eluls) oulAE FAal B Aze WA ol
A olmAR S AolTHKim, 2013). 2ol 5]
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AlEEEEAR S A TiRiele] old W) 4, 7]
8, AR s HAsE AP ek,
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B ATE e AEA ol@ o SAt w4
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2 SgHE 2 BYoR Q9 g% &3t 3T 2 Al v

314 et o] Hgle] wpe 74/\]” Qe s g F
& &zt slek. & 01 = ARl S TRkl Ak A<l
Feir)s FHak= WAl ok YAF oL thie] gle
), S22l Tkl o] Thsstal Ak HyE ol Al
72 FolAo] Hrlwl AR i’—ﬂ_i A ol vAd F
2 g7o] &AM SpArEdAl ol FEla THlxs A
gratH, s ofoldol XR TEl=2 sdsle] Sy wER &
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&3} 78717kl STEAM %;} EE AL 7N A= 2
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