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Implementation of 2.5D Mapping System for Fashion Design

0
RO - e

Min—Kyu Leex? - Young—Un Kim* - Jin—Ei Cho** - Sung—Kuk Han##x - Sung—Tae Jung**x -
Yong—Ju Leex*x - Suck—Tae Joung***
Dept. of Computer Engineering, Wonkwang University

E—mail : mindcaptor@empal.com

DE AFME AR CAQd EoplA SAH e ZY AS F&d I ddE 43
Drapinggo s M2 tale A& 5 Uz AHF A4S0y /\]Zﬂ-ﬁ—g Azehx) YT A8
oldvto g o4 FAFL A ¥ £ ARE Ach EH R D oujAo i dlojefbo] X
& TEstd AAztei Mapping 73 #E HAT £ o8], 2d A Ak oA AL
Draping»ﬁ— F837) 98 99(Path)3% ¢xnaE A=(Warp)gznE, B3 3539 38 dae
%% o]-8% 2.5D Mapping Al=" S A Ak

ABSTRACT

This paper utilizing model picture of finished clothes in fashion design field various material (textile fabrics)
doing Draping directly can invent new design, and do not produce direction sample or poetic theme width and
confirm clothes work to simulation. Also, construct database about model and material image that can confirm
Mapping result by real time. Development did the 2.5D Mapping system that used path extraction algorithm,
warp algorithm, a lighting extraction and application algorithm in order to implement natural Draping of
model picture and material image.
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public void mesh_warp()
{
cols = Mapping_250_Fabric_B8MP_Source Width:
rows = Mapping_250_Fabric_EMP_Source .Height:
mesh_width = grid_num_w:
mesh_height = grid_num_h:
if{cols > rows) line_size = cols else line_size = rows!:
/! Source Vertical Splines 244
for(i = 0: i < line_size: i++) index[i] = i
for(u = 0! u < mesh_width: u++)

forlv = 0: v < mesh_height; v++)
rowlv].X = grid_matrix_s{u+1, v+1}1.X:
grid_matrix_s[u+1, v+11.Y:
interp{row, index, interpclated, rows}:
i Interp RIS
forly = Gt y < rows: y++) vert_splines[u, y].X =
interpotated(y]:
}
7/ Vertical Splines 84
for{u = 0: u < mesh_width: u++}

{

row[v].Y =

for{v = 0: v < mesh_height: v++)
row[v].X = grid_matrix_dlu+1, v+1].3%:
grid_matrix_dfurl, v+1].Y:
interp(row. indsx, interpolated. rows):
/finterp 2 302UF
torly = 01 y < rows! y++) vert_spiines{u, y1.Y =
interpolated[y]:

}

row[v).Y =
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private void Luminosity_Transtormation{)
{
Mapping_Ciass mc = new Mapping_Class(}:
System.Collections.!Enumerator myEnumerator =
md_array.mcArrayList.GetEnumerator():
while(myEnumerator. MoveNext(})
{
mc = {Mapping_Class) myEnumerator.Current;
/2o FeT 22 (Mapping_250_Picture_8MP_Dest
-=> color_fabric)
for{x = 1: x < Mapping_250_Picture_BMP_Source Width:
x++}
forly = 1: y < Mapping_25D_Picture_BMP_Scurce.Height:
y++)
{
color_picture =
Mapping_25D_Picture_BMP_Dest.GetPixel{x. y):

color_fabric =
mc.Mapping_25D_Fabric_BMP_Dest.GetPixel(x. y):
hsi_i = (color_picture.R + color_picture.G +

color_picture.B) / 3.0:
RGBHSI{color_fabric, mc.tuminosity_val, hsi_i, x, y}:
}
/7 HO U2t M (color_fabric -—>
Mapping_25D_Fabric_BMP_Luminosity)
tor{x = 1. x < Mapping_25D_Picture_BMP_Source.Width:
X++)
forly = 1: y < Mapping_25D_Picture_BMP_Source.Height:
y++)
{
color_fabric = RGBHSI2(x, y):
mc.Mapping_250_Fabric_BMP_Luminosity, SetPixel{x,
y. color_fabric):

}
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