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Amsterdam Fashion Institute
P E RSO N A L &  P ROFE S S I ON A L  BA S E D LE A RN I N G

FAS HI ON DES IGN F ROM RE AL TO V IRTUAL AND V ICE VE RSA

AMFI’s HAS THREE DEPARTMENTS :
Fashion and Design_ Fashion and Management_ Fashion and Branding

APPLIED SCIENCE-HVA: CIRCULAR_DIGITAL_DIVERSITY

Inside and outside view AMFI



HOW THIS ALL STARTED AT THE DESIGN DEPARTMENT AMFI:

2005
Early draping Haute couture

by Nadia Thalmann
Geneva University 

MIRALAB

in Köhln
2D & 3d 
knowledge
& experience
in the ‘90s

From year 2. The Minor

Katja Ravina_2019_
3DHypercraft

IMPLEMENTING NEW DIGITAL WORKING METHODS & RETHINKING THE FASHION INDUSTRY



PREPARING THE FUTURE WITH AMFI’S 3D VIRTUAL TECH. GENERATION_WE RESEARCHED ALL!

VIRTUAL TAILORING



2009 NEW IMPLEMENTED IN YEAR 3: DEVELOPING THE MINOR 3D HYPERCRAFT IS A FACT

FASHI ON & TECHNOLOGY: 

3DVI RTUAL COLLECTI ON DEVELOPMENT & EXPERI MENTATION 
RETHI NK FASHION IN A SUSTAI NABLE, CREATI VE AND INNOVATI VE WAY

2014

2019



3DHYPERCRAFT  ITERATIONS & PRINTS & GIFS
3 OUTFITS IN REAL, AND ALL DEVELOPED 3D DIGITAL

MORE AND MORE ERRORS WITH LECTRA MODARIS, NOT FUTURE PROOF 

2014_NEW FINDINGS: THE 3D VISUAL RESPONS CREATES A MORE SELF STEERING PROCESS 

DESIGN: Christiaan de Vries, price winner Lectra Award



2014/15 NEW FINDINGS: HYPERCRAFT 100% DIGITAL DEVELOPMENT OF THE GARMENT

DESIGN: SARAH MAYER, price winner Lectra Award

BUT STILL PRESENTATIONS WERE TOO STATIC, HOW CAN WE BRING THEM TO LIFE AND GET RID OF THE ERRORS WHILE WORKING



INDUSTRY: 2015_ATACAC: RETHINKING THE WAY TO DESIGN_PRESENT_SELL _PRODUCE GARMENTS

https://lh4.googleusercontent.com/3viZDCo46A-LrOPwIchkUaziY1eTL3N1Y2UVlD_vY1NHN8-K4LPBoVnl7abGU0-uBNAZOjNdsKlBYBNRFuQhKVsGb36Uc8Zbh4NvtDubhNoave4CEJ_7lmfE2mEOqssouPs3UJwQ

Kinetic pattern drawing, Virtual try-on systems, Open source, Shareware

Graphical user interface

Description automatically generated

ATACAC RESEARCH_ https://issuu.com/rickardlindqvist



A magazine cover with a person's face on it

Description automatically generated with medium confidence

INDUSTRY: 2017_THEDIIGITALS_HYPER REALISTIC 3D AVATAR_SHUDU_A 3D DIGITAL IDENTITY 

Models merge with the virtual environment - a new selling point – a 3D revolution



Prada, 2012. 
Gets Playful With ‘Final Fantasy’ Produced for Arena Homme+2011, 2012 SQUARE ENIX CO.,LTD. Character Design: Tetsuya Nomura

INDUSTRY: PRADA 2012_SHOWS HYPER REALISTIC 3D GARMENT SIMULATIONS_GAME RELATED

Fashion is merging with gaming -a new fashion selling point- and a 3d revolution



Traditional Design Cycle, 

Roozenburg, 20ste century

3D Digital Design Cycle 

Ineke Siersema, 21e century

Evaluation 

The analysis and synthesis merge seamlessly, 

Design steps are intertwined

SynthesisAnalysis

RESEARCH: THE IMPACT OF 3D VISUAL THINKING AND ACTING SHOWS A NEW DESIGN CYCLE

3D simu

3D simulation
generates

High density of idea

development from the

start & more iterations

Constant quality

evaluation

Unique 3D constructions

interaction in desicion

making and defining

products

Topic Master thesis 2014: 'The influence of 3D simulation technology on the fashion design process and the consequences for higher education’                                                                                         

Standaard voor Industrieël ontwerpen



• Possibilities are promising but barely mapped 
(Grant&Hughes, 2013; Wallace, 2009)

• 3d cad in essence a tool for reducing costs
(Wallace & Eksdale, 2013)

• Workflow and interaction advantages

• 3d simulation technology changes design methods and making processes 
(Salman, 2011)

• Bridging disciplines

• Impact of 3D on visual thinking, innovative attitude, change mindset 

• More time for designing
(Salman, 2011)

• New 3d digital craftsmanship deepens personal handwriting

• Re-think fashion, reduce samples and develop circular thinking, produce less.

RESEARCH: 3D VIRTUAL PROTOTYPING_IS SUSTAINABLE_WHAT DOES IT BRING MORE?

As computer 3d modelling allows designers to think about the designed object(s), 

this enables designers to concentrate on decisions about objects rather than drawings.  

                         (H.Salman, 2011)



SECOND SIGHT

how can we use virtual simulation 

to make fashion design processes 

more sustainable?

how can virtual simulation help 

to extend the way of fashion 

presentation?

THE FIRST LIVE VIRTUAL FASHION SHOW

abstract 

The two research questions 

(see above) brought us to the 

idea to create a virtual fash-

ion show as an inspiration for 

young designers for showing 

their work and as a poten-

tial commercial solution for 

fashion companies to create 

a more sustainable design 

process. The virtual fashion 

show will also be a solution 

for people that want to be 

involved in the fashion world. 

They can watch the show from 

their homes or anywhere they 

are. We experimented with 

new technologies to explore 

new ways of designing and 

presenting fashion. Technolo-

gy helped us achieve options 

never used before in fashion 

presentations.

system

description
The user will receive a package at home 

with all elements needed to experience 

the virtual fashion show. It includes a re-

designed Google Cardboard, an invi-

tation letter with instructions for putting 

together the Google Cardboard and a 

download link for a phone application, 

a joystick as interactive device to help 

them interact with the virtual environ-

ment, and some earlplugs.

The virtual fashion show is in the for-

mat of a phone application, currently 

only available for android phones. A 

user can download the application and 

put the phone in the assembled Goo-

gle Cardboard. By looking through the 

Google Cardboard, the user will enter 

the virtual environment created to dis-

play the 3D garment designs. The joy-

stick functions to walk around the virtual 

space and the earplugs play the sound 

we designed. 

The collection we are showing is called 

NOISE. Weird but recognizable this the 

clothes make you think of an existing 

connotation, but you don’t see it that ob-

viously. We are creating our own land-

scapes, and the virtual reality will be a 

refle

c

t ion of  these fluc t uat ions . 

Everything is connected in such a way 

that we tweaked reality to give people 

this harmonious experience trough sight, 

audio and navigation. All elements pre-

sented are connected to the noise the 

human race created.
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conclusion 

From our research in 3D fashion 

we have concluded that there 

are many possibilities to provide 

from. 

Many programs are in the very 

fir

s

t state of their development so 

they are not very friendly to use 

yet. With those companies see-

ing the potential of 3D technolo-

gy in some new areas such as the 

fashion industry, the software are 

maturing as they grow. The user 

interface becomes more friendly 

and the communication between 

software is also increasing. 

For now it is quite complicated to 

achieve the level where we are  

at now, but we accumulated a lot 

of experience and knowledge 

during our project development 

which can be very helpful to sim-

ilar projects. 

Maybe the 3D modeling software 

will inspire companies to rethink 

their workflow and increase effi-

ciency. 

We hope this project will inspire 

more people to get together and 

use 3D modeling and fashion to 

experiment. It’s not only about 

only being creative, it’s also 

about adding values. 

context
Fashion is very much connected to the 

idea of providing you with ‘the latest’, 

‘the newest’, ‘the hottest’, ‘the it’. It’s 

avant-garde. Although todays’ fashion 

indeed reflec t s a gaze into the future, 

the means of presenting it are still very 

much like they were at the time of the 

fir

s

t r unway show in 1885.

Today’s generation of fashion design-

ers shows a desire to redefine  fashion 

and it’s rules. Designers like Dorith & Je-

roen and Jacob Kok critically engage 

with ideas that are so deeply embod-

ied by fashion that they are like laws, 

never to be broken… The project has 

been deeply inspired by them and it is 

meant to inspire them in return, to pro-

vide them with new ways of presenting 

their collections.

Many big fashion companies are look-

ing for ways to maintain a more sus-

tainable lifestyle. 3D technology shows 

much potential in helping those compa-

nies reduce lead-time and fabric waste. 

It will enhance the design process. 

Virtual fashion leads to less overpro-

duction and it makes online shopping 

much more consumer friendly.

software

hardware
The main software we worked 

with to achieve the visual aspect 

of the application are Maya [5] for 

modeling and animation, CLO3D 

[4] for designing 3D clothing and 

simulating fabrics, Unity [7] as a 

game engine for developing our 

environment and Modo for ren-

dering high quality imagery. 

We used Google Cardboard 

(Phone application) and Oculus 

Rift [6] (computer application) as 

head mounted devices for users to 

experience the show. The Oculus 

Rift offers a better image quali-

ty and a more immersive experi-

ence for the audience. The Xsense 

motion capture suit [2] [3] and the 

Kinect V2 as motion tracking and 

capture devices [1] which provid-

ed us the motion data we used 

for the animation. 

references 
1. “Motion Capturing Empowered 

Interaction with a Virtual Agent in an Augmented Reality 

Environment” written by I. Damian, 

R.B. Hling, F. Kistler and M. Billinghurst, 2013

2. “Xsens MVN: Full 6DOF Human Motion Trackingusing 

miniature Inertial Sensors” written by D. Roetenberg, H. 

Luinge, P. Slycke, 2013

3. http://www.xsens.com/, 2014

4. http://www.clo3d.com/, 2014

5. http://www.autodesk.com/, 2015

6. http://www.oculus.com/, 2014

7. http://www.unity3d.com/, 2015

TEAM 
Yang Cen

Kaveh Khorramian

Michael Lovett

Jurrien Mayrahn

Sophie Schaminée

Amber Slooten

Research in collaboration with Industry partners: Van der Velde Lingerie & Jacob Kok Visual artist

RESEARCH 2015_IMPORTANT 3D BREAK THROUGH

STUDENTS RESEARCHED 3D SOFTWARE (4), 

MADE A COMPARISON AND 
DETECTED CLO3D AS MOST USER FRIENDLY_
INTUITIVE_ DESIGN DRIVEN AND FUTURE PROOF

❑ 25% more time for the design process

❑ Process more self-steering

❑   Overview of the entire plan

 

http://medialab.hva.nl/3dfashion/ 



AMFI_ALERT! _2016/17 _4_GRADUATES SHOW THEIR DIGITAL / PHYGITAL COLLECTION

TAMARA KOCH

ELLY JI-Li PAN _WYSIWYG APPROVALS

ZIL VOSTALOVA, A  PHYGITAL DESIGNER _ CLO3D AND C4D
‘Designers should adapt digital sample to reduce waste’

 
AMBER JAE SLOOTEN_CLO3D_ONLY DIGITAL_HOLOGRAM_MOTION CAPTURE



RETHINKING FASHION EDUCATION 2016_WE WANT TO CREATE VALUE NOT ONLY PRODUCTS



2017_STUDENTS ARE INVITED AT Beyond Green to show how to improve sustainability in Fashion



WHO ARE WE
Students who work together with teachers, researchers, 
Industry, interns, minor- and graduate students from:
 
-Amsterdam Fashion Institute (AMFI),
-Communication & Multimedia Design (CMD), 
-Media, Information and Communication (MIC), 
-Information Communication Technology (ICT),
-Interaction Engineering, 
-Graphic design & communication, 
-Architecture.

COMMUNITY OF PRACTICE
In the VR/AR atelier, we work closely together with the 
industry on complex problems. 
The minor and atelier are set up as an education 
innovation and is therefore focused on the themes: 

“Getting & bringing”, 
“interdisciplinarity”, 
“personal learning”, 
“thinking & doing”. 
Agile & sprints- process coaching- expert meetings- 
courses- masterclasses & workshops

Presenting a working prototype and exposition.

2016_NEXT STEP: VIRTUAL REALITY IN OUR NEW EXPERIENCE ATELIER

Coördinator Lisette Vonk    



Although the companies’ requests widely differ,
the question that have to be asked are often the same:
 
-What’s the story you like to tell? 
-How do we interact? 
-How do we create an immersive experience? 
-What is already out there 
-And what can we adopt?

Vlisco_mobile tailor

INTERACTIVE MAGAZINE FOR SUSTAINABLE FASHION BRAND

NEXT STEP_RESEARCH COLLABORATION WITH THE INDUSTRY_ DISCIPLINES MEET



http://www.amsterdamcreativeindustries.com/project/virtual-fashion-
experience       

2016_MINOR INDIVIDUALS_RE-SEARCH_RE-CREATE  HERITAGE_& UNIQUE PIECES (Duals AW12)



Minor VRE and Hypercraft In collaboration with Ensemble de Solution

To be a relevant designer today means ignoring rules of existing disciplines, structures, systems and behaviour. 
Instead responding with astute observation to form intelligent strategy to frame how to approach a design 
opportunity and social issue.  Adam Peacock

2017_NEW: BRIDGING STUDY PROGRAMM_MINOR VR MEETS MINOR 3D HYPERCRAFT!

Pip van Balhuizen

Marlies Reukers

Ferry Schiffelers 



WYSIWYG

2018/19 GRADUATION WITH NO PHYSICAL PROTOTYPE_FROM REAL TO VIRTUAL AND VICE VERSA

Process Lorenzo Gentile Polese _2019

Collage modular design experiments 3D digital Designs as Toile de luxe (CLO3d)

No sample made, directly realized in real with Toile de Luxe files (CLO3d)



work  from students 3DHypercraft 2021_AVATAR _ FABRIC MANIPULATION _ TEXTURING _ AUTOMIZATION_

THE AMFI MINOR WHERE STUDENTS EXPLORE THE DIGITAL WORLD OF FASHION. 

A RIDE INTO THE FUTURE OF THE FASHION INDUSTRY IS MADE BY EXPERIMENTING WITH 

DIFFERENT SOFTWARE APPLICATIONS THAT PROVIDE IN-DEPTH KNOW HOW ,  GREAT 

DESIGN AND TECHNICAL SKILLS. ALL TO PREPARE FOR THE EVENTUAL.

MORE ABOUT 3DHYPERCRAFT &DIGITAL CRAFTSMANSHIP



CORNEL DOORNEBOSCH

TEXTURE LIBRARY

• Bumps

• Burn Scars

• Stitches Moon

• Stitches

• Hand Palm

• Stitches Kombucha

• Kombucha

• Large Spots

• Skin Structure

• Pores

• Folds

• Veins

• Glass Bumps

MATERIAL VISUALISATION

‘’Through the combination of traditional and innovative digital craftmanschip, 
the hyper-crafts, a new generation designers is born’’ (Grant & Hughes, 2013) 



CORNEL DOORNEBOSCH

AVATARS



THE DIGITAL MUSE  LGBTIQ+ Collection 3D HYPERCRAFT 2021

Romy Sterken divers media_2019



HYPERCRAFT EVENT ONLINE
https://ejcvg8.wixsite.com/hypercraft2020



BRITT VAN DER LOOY LAURA SLINGS

2018_NEW IN YEAR 2: DEVELOPING 3D DIGITAL CRAFTMANSHIP WITH THE INDUSTRY 

EXAMPLES : CLO3D_DRAWING--CREATING IN REAL--RECREATE IN A DIGITAL TWIN

INDUSTRY PA RTNER S_FROM 201 8/19  H&M _BURBERRY_THE  NOR TH FACE

RUBEN BREED LOTTE VAN STIJN



NEW TEACHING MATERIAL_ BLENDED LEARNING_ SELFSTUDY_LEARNING BY DOING

MIRO TUMBLR TOOL BOOK



NEW WORKING METHODS_NEW TEACHING MATERIAL_NEW ASSESSMENT CRITERIA



SHEMATIC RENDER
DIGITAL FABRICS

NEW COMMUNICATION METHODS TO COMMUNICATE PRODUCTION DEVELOPMENT

NEW TECH-PACK



REF: CRISTINA CODREANU

NEW COMMUNICATION METHODS TO COMMUNICATE PRODUCTION DEVELOPMENT



2018-2021_VOGUE BUSINESS_OVERVIEW DEVELOPMENTS (2021)



NEW VOCABULARY AND NEW PRINCIPLES OF MAKING



NEW VOCABULARY AND NEW PRINCIPLES OF MAKING



-PTTRNS 

-PVH_STITCH

-ATACAC

-ADIDAS 

-H&M

-BURBERRY

-GYZMO-LAB

-SCOTCH EN SODA

-VIVIENNE WESTWOOD

-THE FABRICANT

-PIXELPOOL

-INDG

-THE NEXT CARTEL 

-THE FABRICANT

-G-STAR

-HUGO BOSS & more….

THE FASHION INDUSTRY NEEDS SKILLED PEOPLE _AMFI INTERNS & GRADUATES WORK AT:



A CASE STUDY WE DEVELOPED WITH BURBERRY



BURBERRY_NEW WORKFLOW FOR 3D_DIGITAL TWINS



2017 BURBERRY STARTS DIGITALIZATION IN 3D



20/21_NEW CURRICULUM_DESIGN THE FUTURE FOR & WITH THE INDUSTRY 

G29_G30_NDIVIDUALS_Recent Toys_Suits by George Pisa_SUITS

G31_ 20/21_Corona_RED AND BLUE_Statement collection_Texture developments_Avatar identity and development NFT

Ref: https://amfi.nl/nl/home-nl/



NEW CURRICULUM_SUMMER COURSE FROM 2019_FOR PROFESSIONALS & STUDENTS

-LEARNING OBJECTIVES

By the end of this course, you will be able to:

•• Develop in a small group NO Plan B, a future fashion company concept 

with new technology and 3d virtual fashion.

•• Translate ideas and vision into free-style experiments and digital end 

products, relate them to fashion, technology and industry.

•• Create a digital twin according to a physical existing garment relate to 

fashion, technology and industry.

•• Use your knowledge of traditional craftsmanship for garment realization 

in 3D virtual prototyping , research how they are related.

•• Build up knowledge about contemporary and creative technology in 

fashion and develop ideas on sustainability from design to end product

•• Work in an organized manner and communicate the learning process 

individually and as part of a team.

•Obviously, the level of process and (end) products will relate to the 

student’s mindset and skill-set on arrival.

Course 2024 is from 1 July – 12 July

ARTICLE: https://fashionunited.nl/nieuws/mode/studenten-amfi-s-digitale-mode-programma-over-de-toekomst-van-duurzame-productie/2022072254213

BOOTCAMP



https://algorithms-tour.stitchfix.com/

https://digitalcollection.carlings.com/ 

GRADUATES DESIGN A BROAD RANGE AND OF NEW RESEARCH TOPICS_MAKING THE CHANGE

Allison Murray 2020
A Digital Fashion Care Label_Digital waste

Kim van den Brüle & PVH _replace Technical drawing_

AI, new data design 2019https://thenextcartel.com/discover/into-the-future-of-fashion-crypto-fashion-week-recap

Amber Jae Slooten_

AI_Algoritms_2016



ULKUHAN PAS DE DEUX - MEREL VAN MARKEN LICHTENBELT

PHYSICAL | DIGITAL

GRADUATES_CREATE AND DEFINE THEIR NEW ROLES IN THE CHANGING FASHION INDUSTRY



WEAIR_by Lilly Schilling

3D ENVIRONMENT_by Lilly Schilling

A DIGITAL CAPSULE HELPING ONE’S SMOOTH TRANSITION FROM OFFLINE TO ONLINE, YOUR 

VIRTUAL TWIN



Software: AI design process, CLO3d,  Cinema 4D,  Adobe Suite, Substance, Blender, Houdini + more

ENTREPENEURS: THE FABRICANT : FIRST DIGITAL COUTURE HOUSE_AMSTERDAM_2018

“We make clothes that are always digital, never physical.” Amber Jae Slooten _AMFI graduate



Gizmo lab

 ENTREPENEURS: GRADUATES FIND THE NICHES: GIZMO_LAB, AN ENSEMBLE OF 3D CREATORS

Ref: https://www.gizmo-lab.com/



ENTREPENEURS: WE BUILD A NEW FASHION INDUSTRY WHERE EVERYBODY PARTICIPATES & 

PROFITS 

Community_learning_Feedback users_Co-create_Experience_Enjoy_Marketplace



Graphical user interface

Description automatically generated

A collage of a person

Description automatically generated with low confidence

ENTREPENEURS: SARAH MAYER_VEGAN_VIRTUAL ART_FASHION_AMFI GRADUATE_2015 

Main software: Lens Studio, Spark AR, CLO3d, Blender Ref: https://www.youtube.com/channel/UCtOa7zX8211FlOsY-V5Of9Q



MODERN CRAFTMANSHIP

Specialized in the future of

BODYWEAR

ENTREPENEURS: HYPER CURVE STUDIO_ROSA KRAMER_AMFI GRADUATE_2017

Main goal: Digital sensuality for Lingerie
We create our own Avatars on our exact size 
 and in exact proportion.
Involved in research and developing Soft tissue Avatars
-3 full-timers, 2 trainees, free-lancer’s artists, 2x3D 

designers

Methode: patterns and flattening tool, we draw patterns 
on the body with 3D pen.

 Main software: CLO3d, Vizoo,
-Browzwear/ V-stitcher for some company’s, animation. 

Ref: https://hypercurvestudio.com/



Profielfoto van studio_pms A collage of clothes

Description automatically generated with low confidence

ENTREPENEURS: 3D STUDIO PMS_2022_FASHION & TEXTILES 

https://www.showstudio.com/contributors/studio-pms



ENTREPENEURS: GRADUATES_CREATE AND DEFINE THEIR NEW ROLES IN THE CHANGING 

FASHION INDUSTRY

Graduate_Alison Murray_2019



M ain sof twar e: CLO 3D, D azed  St udio, Daz  3D

DECENTRALAND

FROM DIGITAL FASHION TO VIRTUAL IDENTITY _ CRITICAL THINKING IS CORE AS SUSTAINABILITY

         

Ref: Digital Fashion_AR_VR_MR_XR_Snapchat_Gaming_Discord_Roblox_Luxury NFT’_Blockchain_Web 3.0_Decentraland_AR try-on_Lalaland_Sandbox




