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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 (2701 23]=), costume design (Z2=F TJ=}2)), fashion edutech (FA ol FH| =), x-reality

(&E3+34), 3D exhibition (3D #A))
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7ok e A8 Fol BRI AT P AH 2al=g
XR S22 ALse] 45Ee SR 71gol 294 A
thel BAGE AZEA A998 S s, A%
A, WElolEIE HgF wRg ez BAF WA 7|2

2. O|EH HiZ

2.1. AR0{R = (skeuomorph)2} FRI|E CIXIQI

SFOIAEEE % EHE 9P|S= skeuos £} morphe?]
AR fzofolld 2 oYS 2SStk Y =T 3
HE T weprte @2 ol A osk=(Sung, 2016) AHY
F9] Ml FARITAL AAZIL HjgiokA] ZFolR
HFo] A& YRRl M&sa &St 4L f=si, &
Al ko] 7153l ofg] AR} RSt AdRdo] ok &
3k A|ZHE o= ojgo] golslal LA o|BR AMEA} HelAo]
F=EE ZH7T Uk

R (morph)y= BYS Sohs TolE g|2eA] 2 ode
g g vk A =7 FEHE 20E wepke 2ol
“J°]8=(Sung, 2016) 2 G FRIFS HAAE U2 +
sl WAlo] ofd AREAF B tiRRlolels 9o ouE
A}, st 2ldeE|Z shHo] Basl Hole A& XY
3az, ofo]Feu} tixRle] F4le] == wjZolu UVUX tizk
ool F2 FEHTHKim, 2016). HlEEoklN FRI|Fo|
A& YRRl &3l o&e 78S %Eo}ml £ ALt

o 7Ps3te] ofe] M7t MEh Ao 3

g

S CARIONE 2 tjecrsl 3 9] FHE 4
SR oz BEY AT AU Aol FE LUE
WAISHE TR Slojolth, FrmE 2Eflel] Wi Ao] ALg
Ho, Ul 84e 59 Ald Ao B Aot TRl

oA o]:oﬂ}q AFo|RNES ‘E*r” THA o] EAJo] T
A UERdT). B79] o] olksla Aadhe Beek 7
44 Rt o Qlel] s7EAQl vAl BFoR S84, 7]
5 AL A g2Ekl 93 9ol AgHoR Bal shsd

el A

AYATE AR, SFo|R s v
H HAYRRIAN = 534, 7154, 28-S Adui skt
(Park, 2018). £l AVE‘% Eﬁé}l, 44 %Pr% &3l
O]/\E‘]—__E ZJ:LO]_D:] )\]-;g sl g]n]
Balehs B0z QI3 A 419 %01:01]*1 o] B } A=
< Fgt ool el el sjAoA Aol el| gk ok
2 XYPATFZ Park et al 2019y AAAEL] RE|ZT} T]E
oA 9 YL Brbssin, ‘Hare #9 Zlewd
H o= Rxtb, <lsdp ogke A f4aF 23Few

373 S0 BgHOR tehbs 249
2e A3,
EERRRE RS SR R ESEYE

2FOlETES 8E A ol XR = 97 S61

T 223 FeiE auE stk &n)7t $ivk(Sung,
2016). = o, A7} EEhAY AlFEC] 25 dAEE 2
e A 24 Fol 7)5Al0] T
HAHMilgram & Kishino, 1994). A1z} TIRQI Hok= 2w}
E.—-’-_(O]_o].—-’-_)g] olo]Z izl HIHEC R IR
Fololl A =g ARSAF AF SHolA AlZHE Qlje] 01
22 o] glof viyEE]E 7Wk HrRIEHHAR) e
A= AT

o A TR AR AFellA, AR AR S
o|5 Buld ZulEE ofFgAlold GUI AR /38 5 &
FoI RIS RIS AR o, FHATAR] FRE R 3784
TEHES BATHKim, 2016). 3 AREALS] o=} Sk
Foldell P Fi= ofolRe] FA 2Ekle Aol wulZol
ZYF RN folspl vebttie 4397 Fol Aot
(Huang & Go, 2017). A3, AE YAk, Ul 59 HololA

£ A o) Ak w79 B4 B8 a2
BAlel Amsle] A1817)4e] WO R vEREe) Lfo) AF

gze] ojnlx) g Heshe PA0E et ArkPark
et al., 2019).

B AT 2oluv|Ze] ARIFOA T B4e o)
2 TARlel YR H e ERs BAes Adase,
wEslEe] PURAR) Txel S4L AAH Helobgol 4
g3k,

22. XRi} C|X|Y ZEIx

wltjo] A3} Rool|A] AM-EE XR NEL 74 (Virtual
Realiry: VR), &3¢ (Mixed Reality: MR), Ald|ulE 2| L]
E](Cinematic Reality: CR)E $13F Zel= A|2tS 7FssHA sf
© 27 QEdels, o EeAeld B’ ZeE 23k e
gk sl=dlo] B AZEdolE Xdsh=s gololtt. o] §ole
19888 L7} vl= 53] el AEe 0:131 R TE
oAl YEREe™, 2016 52 Pixvanat
7 S 95 2ZHA o= XA E]-(“X Reality”, n.
d). 7PaAe 7ol AAl ZE d¥ske B B39t
HAE sk ]X]Eq AAE EF AAR 719 22
Fejo] AAE AAITHKim & Kim, 2015). Z, 7338} $14d0]
EAE AAE B H BT AL TS 9% S FESe

FYE 4PL Pk,

]—/\]— gtﬂ ol

2 3o Bofe] Eavel o5 glolE EAESM 4
HEIJIHE), OXd F4 9, A¥ES] Hep2~ ZPE 5

A& 2] 4 (Intellectual property rights: IP)Z} AFE AHAA
ke ® g = 2lor, 3D 71&e] st 224 ARl
7127} Ho], 88 EofellA doldE Huolx B s &
83 A o] o FoAAL St A FHoM= S5 7]
< 7INke] E3p7|eolw, HEf A W VR 71715 F3 B
2w g FE ZopoA Y= 9l
4719 7€ Z =9 (Korea Technology and Information
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Promotion Agency for SMEs [TIPA], 2023)°l <]shH, T]A]
g Jdlzo] FdaA 5 vy 2A4ExAT, 247 ’\]EHE«] A
ﬁ“)r = "L‘ﬁ ]X]% A% 7F8lE £ ok 7|NE M

—

7F 78 7] VRAR/XR 013 tujo]

e, 2Hlx 27 7
2 RPN B AU BY L A ARSI AR A

A 9 AI2ES gAlsie] ARSRF Hel Sz AAE 3
S AAHA %Lf‘ﬂ A5 7Fss 71s0] BZO|TH(TIPA, 2023).

Dale(1954)°] 50| 2ol|x¢} o] A7}t A58 &85
Elujtio] gh&o] 719Gt Eolde e u), A7y el
2= 5 BYEYe} 24, 554 IS =t APt
£ 59 3 &8 Suleh oA W] 284, w8 59 5
< 71 & U= o] ITHTIPA, 2023)

2.3. ICT & oIFEHI3 1|E HEK{AL} TfM SEIx

ICT &3 olfFEl 3+ Al-based Learning, MR-based L,
Game-based L, Cognitive-Baed L, Mobile-based L, Location-
based L, Educational Robot®] 77FAZ 73t} (Metaari
Advanced Learning Technology Research, 2020).
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o) dEAgsi, vddt s TS & o Sl vEms
AN EY EYE VIeR el 3SR S, 33k
2 oA OSAE 8 s V1, E ARAR AR Q14
71, WEp gzt W dlole A7 718 52wl AR
2F 2 R AEAE-S Ak SZE o (software) 71&
o] Jgasajrt.
EHAY W& AlEE el 7Rk a

571 S 2 VR/ARET}

cixtel 71
Ideation

*Retro
« Function

+ Metaphor

« Simulacion

Simulacre

Vir y
AN

Fashion contents

« Emotion

B cixtel &9
Visualization

« Visualization
«VR(Fashion
drawing)

AR
(Fashion
portfolio)

Digital
technology

« Fashion
'VMD(Showroom)

XR(X reality)

Fig. 1. Research process(written by researchers).
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3. iy A Exl

¥ A 34 7ol §5% 454 A7 WA 7
Eo] AESE A7 e AH A7) AR FAY, 4F

% = BN APdslsEl= A3
g AE YRl n|E o] E(AFolRIE o]B)S e

1= il =
slal, o]& AFA R ARlsk=s AT AR WS e 2
AEE 283le] VR/AR §5F Zel= Ao zydes +
3tk 94 AF= 2D A9 17, onA] AR5E &85}
w AAEQl FHlxE 3D ARE At &FRIE o]
£5 A48 A XR 2§ Frlx ZHYY 715 9 A
T Z2AAE v ZohFig. ).

7hH A7 DH 22 (sources)E A F|AER] Q] HARoLE

e —

Fashion Ed ework Research tools

— —

e

1.FashionSources; Three
categories of folk
v costumes in fashion
history; Asia, Africa,Europe
2.VR design; Google's
v 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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A FH2 2RO BAARE ool VISARd v 4. 47 AT} Y =of

ol hFOE RS, WA mg ARt YR o

A3k Fter B4 B PAGA, ARNH L Bxsh 41, 97 U AAS HBP CINY ZHX PH

of FAAZ FEE AR HYAT oA AE TE 7} AR g Qb A AT R FEAS B
S2 AAF OIS AR T OEAL B U o 1 Y B B4 5 2% BAsl] HF A48 74
AL 13 HY F 2} ABY3 BIAES QWsle] A U o] ARE UAY TA=E AL

A1 A5k AH 22s BN obzel) oplol, f] AgRA T

1) VR Design 7F3ad A2 &2 Google ¢] SteamVR g FH=E AFsiqint. ofzE|7l 542 Folxrevlet
2AR] 5 ARSI, AfFolRulE s 2ERS 1% Yt opzz|7ke] &gl B ZE|ulE|H (primitive) TU¥e] 2-8-E €

=
9l RES Ayt TR A Goe] 2lEsE B Y 2Els 26l UElY 52 FASIT. okilol Bae HE
el AAslgnt. F 5 B oplol A% Bale) A5 ALY, Eely 5 AE

.
S9om, Y ABRAL SAYF AdAY, SHE) A%

o XR 37 74 18 VMD Showroom & AREA} A =

A TARIF Anjte] wid ghallo)] gk APAE Fharsie] A R A EF, o 2R 58 EHSIATHTable 1).

Al 7 FR HrE R AR AR AR o R il tARlE

3lal, o]BS FRl=o) sl AL shgol Sl o]Fo 4.2. VR Design Board 7|&|

A T AEF FAA A 225 EE AARE B2 tig tAel 1E 7]
Zh S48 Fdl=8 AR 42 Unity Technologies®] A% 35 R33ATHTable 2). TIAR] HEE ofZg]7lplAlol i

=,

| Eokz o] Agdy 2 IFuEAS BEdZ 12 3/
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AZIQl UNITY 50172 wizle AMgsi, B EZlS tfe2
= F B2z B o7 HAFE AAE AFEE Ao
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Table 1. Source countries of wold traditional costume

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
mi)crsign board sTyLE ‘D(‘sign board ‘Design board msi
AGE vAP IMAGE VAP IMAGE VAP A o i
Y LY

§1
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™, Inspiration/Concept/Style/Accessory & DetailsZ A3}
sted A=lsiaict.

4.3. XR &4 74& 28t VMD Showroom

43.1 AT

2 Aol JAAFEE AABE] f18k] VMD tRRIe] 7]
B 94el #EH5A /Fabric@ B28]) HAAGE /M7l glojol
(mannequin layoutys 473t A7 3tA

1) A AA B 7V T w54

AL Aol AAES A 1 olFsle AERE
e, F7F A, AA WE, S = W] ol deEkg
3lod o] Fo]zItk(Park, 2005). Choi(2004)=, Dean(1998)2] 3
g T ARl gt vy Bt Al 7] AA] F
Ao il Awetdtt. A1 T2 AlSHEd(Suggested
Approach: SA)O=, A7) T4 WelskA] oL AlZtajA|
freol g 48 s F2 2F A &84 ¢
9] 54 (Unstructured Approach: UNA)YS &=} zjalo] &l
U= A dgelnz F4o] BA =7 o dubAll nle
# AAle sgsitt. f-5=%4 (Directed Approach: DAY &t
B Age] R glo] ARk Aol Y=, A7 d
T = HAIE AEE 79 2-8-E(Table 3).

£ AT A FE= YRRI A] glololk-g wiX|E o,
s Al F7he] dlolob-S Dean(1998)2] Al 714
@ (SA/UNADAYNZ ¥} 3721 x|t 22]a 231
o] A5 33} we} o] HHg A gk A 2
ol JHT FF8F o|rA] AAReIH, 33 AEE T2 A

Table 3. Dean's viewing route type

wel B4 A, B0 FA AAHE mpiR. B, 7} %

|
7te) B3he YElE PR 24E SO WU,

@) B AN F9
dEE e AN NS SR A4S Fdske
AR B R gFet o AXsto] aafje] 549 Az

P 52 olsls] HEs

(3) PRiIZ Bolobs:

iR o A FRe TA, 71, A8 Brow

EORHEAES Rt

she ol T3 eHAlolY 4, AY, 2=, d|ojXEkd, Bt

tAE, wlolaq] 5ol Wsks Sl Al

o 429l nhE 24

2 71 e Aeislel A el 291 fraile. o

vE el

W71 wixE HY ERPEo R 340E 3 HER dlo] A
S0l w2 vppp 7 vIXISIEH(Table 4).

44. &% 3D CIXfl SZEA 718

7P AZE 3D 2AX) Z2aol FA YRklE
2 ¥ 99E Exportdte] UNITY 5.0 ol wdol =7

A PG AR AL AT AANFL R AFY 3
nos

=

)

Zse] DfEA] B )% A el AZ), A,

=, o= 74 59| 54

Skt 3D 7MY A#E=

Rrete] &% el PuE AF
Z7te] Az A BY) 2

Types

Characteristics

Floor plan

SA Suggested approach

The viewer chooses to view according to the pattern, the

UNA Unstructured approach

DA Directed approach

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

movement is not controlled, and it is a typical museum
exhibition.

One-way viewing with no choice in viewing route.




Table 4. VMD zoning and VR showroom

2ifolETlFe HET I oPFEIZ XR FHE 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

A vebge.

2. obEElPhE 7 o] el B ololdat w ek,
& Ze} weslgth. Solzelis} Yelmelhe 753d9)
AESE tAle] Bl veston, Folzelzke euoh

A9 Mz, AokEeivhe Qv 94 Zlgel wasiict.

3. oMok BT 2WEat Qlwe] AR 28] 54
o7 vttt o A A At Az we] zjo|7t
Jom, aof Hae] 2 T 54 AT

ol 722 A EAALS] HE o83 A Al A=}
< AR E & ZRAEE LEIIALh AES U2 B
Apsle AREFO] W3 g AeindEe BdE g4
o2 viAeM FHE HEE g Reglopast e AlE
2HA]-(Simulation, E-A]€] HA)} AJEeh=E (Simulacre, €&
B olFAS 2 Ak Akl EAA gt S #d

FAoA wile] 407 s YEF T2 TAE AXHA
QR o] ofuje} o|u|RAE AP FHAL AEE WAY uE
A olmR &2 AAHEE AolthKim, 2013). LFo|Ry]E9]
Al F22R &4 i txRIS] A wdst 14, 7]
g, ARSAF 78T A A== Aol Tk

= 2 998 S5 B 44
olfiatal, WTAE BEAOFE W] A wEe] N
2 FgHEe 9 B9loz ¢ldt s g3 T ¢ el m
A gme} Aol Mol wE AXA tEe] s w&
2 BT Aok o RE TRl A Tizkle] ARAA
FeWE FH3R= WolA volrt YAH o]l Tl 9L
W, SR YRRl $0] 7Fsstal AAES AHAolx] A
Z}2] Hejdo] Hyle HE Felxg AAH) ol tAE
2} o] ot 2] SEAFEA ClFHE FRxE
g, ZA ololdo] XR FHI=E sjusle] g RER

o 12 o%

=

o o



566 SRl ISIR] A25H A5E, 2023K

€ 7Fesitt

AAl HERE ATE AolndEe 483 A tAE 2
Bz A2 93 sy ezl sl Tl sHgel VRHAR
olghe A vAE viAle] EHSA0] Fitste] HAE Atk
]l S5k 2ol Fitehe w HES ANTeEA A
delel A 71e9] &8 TS AvlE F Tk ot o
£ ol2H oz AAstemA A A wst AFelA de

2 oh= tAE 7lee 83 o AskEe] Wl olslel
7INke vRAE = 9le lolw, Wl A el = 5
FoAd = e Aol 7.
A7l HAQL WSk AffolRylS o]ES 8-5)]
A A" ATz AN Ee] 54
FEE F453) PRt Aol 9 i
olze|7HIE S5 T WAFHE, Hxo} HZERIo] ¢
T oprloRS e deleA il
A verd fE99e s 32 A8 ANz
AAHR] A o] 7hss)
ke Fold AENE & 5 Utk dEe] ARHR] vigE
ZERE AR Z2agol Az HlEel 5 oAb ZE
F 7ol A T3 el AdHES 7E TFssisin Al
A, 714 2ed ™= PS5l 7 ZEdE V) VP E
< AR & AmRmAs A e FARE st
Aot WAL AHFEA SR=E Ayl Feldo] wdE
T ZeAE ol o] Thsshet. A, A HAR] wg vy
igl A= S]] Aol 7HEE Rt AA F7] wh)
1o 2t o tARlS siee =X valel Helde 1
ZERel thEt olsf=rt Sy 3D L] EEs
FIANA APESE L AAAQ AR A=A A
- k.
71ﬂ1§4w Ot 2
A, &% e =g 28T Ad A o
el mom Fdell et wA, HiAl]l, wEet, o
okl §3 AER tAE FHl= talelud 3
aF WE Ak Fd Thssith &4, Aol A 2
= ARl 7187k 3oEAp ks A 8 A e g
doltt. 7 oldel dHe ZE e 719 3 iEAR
o] ke wejsiH, & A& EHWMVM e =
ARtAA 1 el 7=t w2 ZolH, ¥ HlolE B Al
gkl AAE 7hsste] skl wabso = A7k st AlA,
A 3 AT ARH A7/ S 3 S A ARl
FF GgstolH, uiAl, 7PIEA g Tz ZedYe] &8
o2 WA wHEe BFst wg T2y sfde] sFesithe
ﬁ% Sl 912 , A A el veolrh mukd <} A
K Hl= a3} 3y & i) ksl

E=A
Az 7pgz ?:ﬂ_@% WSk A3 ERA N 3 B
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E&

oo
o 1
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Z oA ol
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Y=L lom, 1

£ 2R4A AREAE S0 HolAdd) ek s B4
2 A& HHE ZIgEk k. ¥ AFE B A 2%
E& EUIE HoloLens 25 &8sl A AAINA A& 7}
T oA = A Al 3x3) 7] 7ksE e
2 AR
Fguete tgs 7t
, ggoz MA =2 ®l

[¢)
2eh= Ei*ﬂ’\ﬂ S HE
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