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Abstract

Virtual reality programs have changed the concepts that we use and the interests that we are able to reach, as
CLO 3D is considered one of the most powerful programs for design and production of clothing prototype by
drawing the pattern with the required sizes and seeing its adjustment on the virtual mannequin to the specified
size, while making the necessary adjustments to the pattern to reach the appropriate adjustment.

This research presents an analytical study of the CLO 3D program and its uses in design and production of
clothing prototype. It is a pioneering program in 3D fashion design. It allows fashion designers to create digital
clothes, and simulate how the model and move on it in a virtual environment, and this is what distinguishes it in
preparing the prototype without the need for actual experimentation and the loss of a lot of financial costs.

The research concluded that 3D programs are one of the most important current methods for preparing
prototype because they save time and effort and give results in the shortest possible time and the possibility of
modifying the prototype with complete ease. CLO 3D is a professional tool that offers a wide range of benefits
to fashion designers of all levels, from those creating new collections to technical designers working in
industrial production. Virtual reality represents a major shift in the workflow of design and production of
clothing prototype, allowing for greater creativity, efficiency, and cost savings.

Research problem: The research problem in asking the following questions: How capable is the CLO 3D
virtual reality program in producing the prototype?

Research objectives: 1. Trying to make the most of virtual reality programs in production of prototype. 2.
Shedding light on the CLO 3D virtual reality program and how to benefit from it.

Research importance: 1. Using modern technology in production of prototype. 2. Contributing to enriching
the field of clothing manufacturing with advanced technological techniques and developing the industry.
Research Methodology: The descriptive analytical approach, which provides a description of the technology of
the CLO 3D virtual reality program and reaches conclusions.

Research results: The results of the research can be summarized in that the CLO 3D program achieves distinct
capabilities in prototype design and production, which are as follows: The program is considered one of the
most important current methods for preparing primary samples because it saves time and effort and gives results
in the shortest possible time and the ability to modify the initial sample with complete ease. It is possible to
create and coordinate parts for the sample and change color groups and materials through the program. It
contains mannequins for women, men, and children. Enables designers to create clothing patterns from scratch
or use a library of existing clothing items. Fabric simulation enables designers to see how clothes will move and
behave with different fabrics and textures. Provides the necessary tools to draw patterns with great
professionalism. Through it, the marker can be prepared more accurately, and the marker is executed
automatically by giving more than one result and option to the designers. Enables designers to create realistic
prototype garments without having to actually sew them. It contains an adjustment map that reflects the
pressure of clothing on the virtual mannequin. Provides virtual ironing tools to adjust the appearance of clothes.
It provides virtual auxiliary materials for zippers of all types and shapes, buttons, and control of the number of
holes and the direction of sewing of buttons. It provides a virtual showroom to see the design in motion from all
sides. Displays and markets 3D clothing sample collections that have been designed virtually.
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