
TPA 5:

Dress a Person: Simulating Worn Garments
Clothed virtual characters in varied sizes and shapes are necessary for film, 
gaming and on-line fashion applications. Dressing such characters is a 
significant bottleneck, requiring manual effort to design clothing, position it 
on the body, and simulate its physical deformation.

Objective:

To design an automatic method for animating realistic clothing on synthetic 
bodies with different body shapes and sizes. This algorithm should conform 
to the geometric requirements, pose variation, proportionality and fit of the 
garment.

Input:

Models of different persons, cloth type and texture, dress type (t-shirt, 
jogging shorts, trousers, hat, shoe).

Output:

Draping the input dress on characters with different body shapes, sizes, 
poses, limited movements
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