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DESCRIPTION

[0001] The invention comprises an improved 3D virtual garment try on simulation and
visualisation service. In particular it provides size and style selection based on a body model
created from individual consumer measurements and proportions, which are extracted from
domestic/consumer images; and a garment model created from garment design data.

Background

[0002] There is a massive industry worldwide for retail sale of clothes and garments. A
traditional retail model involves selling garments from a shop or store wherein members of the
public can go to the store, try on a number of garments and purchase their selected
garment(s) thereafter. With the increased pace of modern living and consumer demand for
greater retail choice, regardless of their own geographical location or availability, online clothes
shopping has become popular.

[0003] Many online retailers exist which enable a user to view garments online before
purchasing them. Often images are provided of models wearing the garments to give an idea
of how they will look in practice. However this can be of limited value since the models used in
such images are often only of one particular body type or there may be a short list of "body
types" to choose from to more closely resemble the consumer but the choices offered will be
limited and therefore different to the actual bodies of the consumers using the online retail
service.

[0004] Offering online services is an attractive option for the retailer who can grow into new
territories without the need to build a store. However an issue for the retailers is that up to 50%
of all garments bought online are returned. For example, often women order the same dress in
two sizes and try them both on at home and return the one that fits less well, as well as trying
on at home to see how it suits and drapes. This 50% return rate can cost up to around 10-25%
of online retailer revenues, which equates to $billions wasted globally, as the retailers have the
unwanted goods shipped back and repackaged and restocked for re sale. So, as well as the
original lost sale, the retailer suffers due to the added resources, time and expense involved in
the returns process. This is a major issue for online retailers.

[0005] Addressing the issues with online clothes retail properly would help the efficiency of the
retailer's business, increase the satisfaction and experience of the consumer and impact
positively on the carbon footprint if fewer items are returned.

Various approaches are known for improving the reliability of online retailing for the customers.
International patent application WO 2009/090391, which is incorporated herein by reference,
describes a garment filter generation system and method. The method includes entering body
data representing a plurality of points on or under the surface of a body, deriving at least one
body proportion therefrom and comparing that body proportion data to garment data in order
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to filter out garments that are unsuitable for wearing by a person with those proportions.
Although useful, that method as described relies on the use of a three dimensional body
scanner for obtaining measurement information for a body.

Other online retailers also rely on body scanners for online garment fitting, or rely on a few
standard measurements input by the user for their body (only height/waist/hips/bust for
example) which is limiting. The small number of measurements used lead to a lack of accuracy
and as human input is used, this approach is open to user error.

Some online systems provide only visualisation, for a "try on". This is not analogous to trying
on clothes but instead provides an image of clothes mapped onto a 3D body.

Computer graphics for the film ad special effects industry have been visualising 3D characters
wearing 3D clothes for many years.

There is no known system or method that can faithfully simulate the trying on of a garment by
a user in a straightforward and cost effective manner which would enable it to be used at home
by the general public.

In WONSOOK LEE ET AL: "Generating animatable 3D virtual humans from prhotographs”,
XP002257872, an easy, practical and efficient full body cloning methodology is described. This
system utilizes photos taken from the front, side and back of a person in any given imaging
environment without requiring a special background or a controlled illuminating condition. A
seamless generic body specified in the VRML H-Anim 1.1 format is used to generate an
individualized virtual human. The solution according to the invention lies in the features of the
independent claims. According to one embodiment, there is provided a method of creating a
three dimensional model of a unique body; said method comprising obtaining a three
dimensional model of a standard body, obtaining a two dimensional image of the unique body
that is to be modelled, determining a location of the unique body in said image, and using the
determined location data to extract a two dimensional outline of the unique body from the two
dimensional image. The method further comprises selecting a measurement for which a value
is to be calculated for the unique body, calculating a value of said selected measurement from
the extracted two dimensional outline, using said calculated value of the predetermined
measurement to update a corresponding measurement on the three dimensional model of a
standard body and outputting the updated three dimensional model of a standard body as a
three dimensional model of the unique body.

[0006] A method, not part of the invention, of creating a model of a garment is described, said
method comprising defining a plurality of component parts of the garment, obtaining geometric
data for the garment, said geometric data being sufficient for the garment to be manufactured
from its component parts, obtaining landmark data for the garment, said landmark data
comprising at least one indicator to determine the position of a connection to be made between
first and second parts of the garment and using said geometric data and landmark data to
generate a model of component parts of the garment.

[0007] A method, not part of the invention, of modelling a garment for simulating fitting of that
garment to a body is described, said method comprising obtaining a three dimensional model
of the body and defining a grid surrounding said three dimensional body, wherein individual
cells of the grid encompass different respective portions of the modelled body. The method



DK/EP 2686834 T3

further comprises obtaining a model of the garment to be fitted, said model including first and
second parts of the garment separate from one another, positioning said first and second parts
of the garment in selected cells of the grid, wherein said cells are selected according to a
relationship between the encompassed portions of the modelled body and the first and second
parts of garment; and aligning said first and second parts of the garment in preparation for
bringing them together around the modelled body.

[0008] A method, not part of the invention, of simulating the fitting of a garment to a unique
body is also described, comprising obtaining a three dimensional model of the unique body,
obtaining a three dimensional model of the garment to be fitted, implementing a collision
between said three dimensional model of the unique body and said three dimensional model of
the garment; and outputting a visualisation of the fitting as a result of said collision.

Figures

[0009] Embodiments and examples will now be described with respect to the figures of which:
Figure 1 shows a high level overview of an online garment fitting process;

Figure 2a shows a flow diagram for three dimensional model creation from user obtained
images;

Figure 2b shows a flow diaphragm for the garment file generation;
Figure 2c show a flow diaphragm for virtual try on;

Figures 3 and 4 show the results of contour detection of an image with the background
removed;

Figures 5 and 6 show the extraction of a detected contour from the image of Figure 3;
Figure 7 shows the comparison of a detected contour to a plurality of shapes from a database;

Figure 8 shows the projection of a body image and a pattern onto a plane for body height
detection;

Figure 9 shows a possible region classification for a body;

Figure 10 shows the changing of a length on a standard 3D skeleton based on measured user
data;

Figure 11 shows a change in a girth on a standard three dimensional skeleton based on
measured user data;

Figure 12 shows a garment file with the garment in pieces with landmarks indicated thereon;

Figure 13 shows a garment file including landmark data;
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Figure 14 shows a 3D body model clustered by a sparse grid;

Figures 15a to 15¢ show automatic positioning of garment pieces onto the sparse grid shown
in Figure 14;

Figure 16 shows a dress garment positioned around the body shown in Figure 14, wherein the
dress has been meshed using a Delaunay triangulation;

Figure 17 shows a rough mapping of a 3D body model into cylindrical portions;

Figures 18a and 18b show the mapping of triangular meshes of a dress onto the body shown
in Figure 17;

Figure 19 shows a merging process for pieces and border pieces of the dress shown in
Figures 18a and 18b;

Figures 20a and 20b show the results of pieces merging for the dress garment shown in
Figure 19;

Figure 21 shows a distance map of a body model onto which a garment has been merged as
shown in Figures 20a and 20b; and

Figure 22 shows the mesh of a dress garment after its pieces have been merged.

Overview

[0010] In overview there is provided a method and system that enables consumers to "try on"
garments in a virtual environment, for example online, in order to obtain a realistic simulation of
how a garment would fit, look and drape on that consumer's body before they make a decision
as to whether to order or purchase said garment.

[0011] In order to achieve this, a faithful replication of the consumer's body is created using
appropriate processing software. The body is replicated in the form of a digital three
dimensional (3D) model. As described in detail below, in order to form the 3D model, the real
measurements of the human being are used, rather than standard measurements such as
chest, waist size, hip size, as relied upon by other systems.

[0012] Once the three dimensional model of the human has been created, garments can be
virtually tried on in an effective simulation. To enable this, garment models are created in 3D
using the real geometry of the pieces that make up the garment design as created by the
designer. The 3D garment is tried on the 3D body, i.e. draped on the body of the model to
show how they would fit in practice, during the simulation. The garment model used is a three
dimensional draping version of the garment. It is tried on using real physics including the
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physical dynamics of the cloth behaviour with gravity and cloth collisions against the body's
form. Rather than providing a visualisation by merely overlaying the image of a garment on the
3D body model - for example using 2D warping or morphing the simulated try on makes use of
dynamic calculations to fully simulate the real physics of the user trying on the garment.
Therefore the system does not simply rely on two dimensional maps or images of garments
but can actually provide a complete three dimensional simulation of how the garment will fit
and drape on the body in real life.

[0013] In order to make the garment fitting service accessible, the measurements of the
human for creation of the digital 3D model can be captured using domestically available
equipment such as a digital camera, video recorder or webcam. As described in detail below,
the measurements from which the three dimensional model will be created are extracted from
the actual images captured on that camera, recorder, webcam or any other consumer image
acquisition device Therefore a realistic set of data, including the body measurements and
proportions that actually contribute in the simulation of how garments fit or drape on that
individual, are obtained and used.

[0014] Unlike prior art methods, the present method and system can capture a sufficient
number of measurements that will reproduce a faithful copy of a human body in a digital 3D
model. The model will include the unique body shape of the person in question including their
particular curves, which can affect fit and style choices not just those measurements that are
conventionally required for clothes sizing such as bust, waist and hip size. The method does
not require the use of a body scanner or any other expensive or inaccessible equipment.
Instead it can use equipment found in many homes and available to a large proportion of the
public in order to produce a recognisable three dimensional model for the consumer.

[0015] Images obtained from a consumer image acquisition device are analysed so that
accurate measurements are extracted therefrom which form the basis of the construction of
the three dimensional model, firstly recreating the body shape and both convex and concave
curves of the human. The measurements are also taken into account to make sense of the
virtual curves during the draping process, as described in more detail below. The draping
process takes in to account real world considerations such as gravity on body curves, fabric
weight, texture and elasticity, so that the user can obtain a highly accurate and useful
simulation of how a particular garment would fit him or her before purchasing or even seeing
the garment in real life.

Detailed Description

[0016] Figure 1 provides a high level overview of the virtual garment trying process.

[0017] From a user perspective, when the user is shopping online 100 and wants to simulate
garment try-on the first step in the process is to obtain a copy of the 3D model creation from
consumer image software 110. The application may be downloaded from an online store, via a
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website link, from removable hardware storage such as a CD or USB memory or via any other
appropriate means. Although reference is made here below to use of a "computer", the
application may be run on any suitable processing means such as a computer, smart phone or
other handheld processing device. Once the application has been downloaded to the user's
computer, they can then begin using the software to create a 3D model of themselves. To do
so they must capture an image 120 or preferably a set of images of themselves. As mentioned
above, this can be done using any suitable equipment such as a digital camera or video
recorder connected to a computer. Alternatively it can be done using a webcam or phone or
other consumer image acquisition device. For example stereo image capture devices which
use cameras to take a 3D stereoscopic image. Some users may also have access to advanced
image acquisition devices such as a depth acquisition device range finder device or x-ray
device which can obtain user body measurements even when the consumer is clothed,
however such advanced devices are not necessary for successful operation of the present
system and method.

[0018] When the application software is running on the user's computer or other hardware, it
can provide instructions to the user for capturing suitable images. The instructions can be
interactive and may comprise a demonstration such as a video demonstration, or animated
character interaction. The instructions cover, inter alia, how the user should dress for the
image capture. For example the user may be instructed to dress in underwear, swimwear or a
leotard and tights with their hair up off their neck and away from their face, so that their body
can be seen and is not disguised in the images. The instructions can also include advice on
how to use a calibration target for scaling purposes, as discussed further below.

[0019] Going back to figure 1, once the set of images has been captured in accordance with
the instructions provided by the software, they are submitted to the software for individual
processing. The images may be directly acquired by the computer uploaded from the
consumer's computer or submitted in any other appropriate manner. The images are then
analysed. As described in detail below, this analysis involves extraction of data from the
images so that measurements can be calculated 140. It is not necessary to upload the images
to a web server for the calculation step 140. This is beneficial from the perspective of
consumer privacy.

[0020] The calculated measurements are used for two purposes. Firstly, they are used to
generate 150 a unique three dimensional model representative of the consumer's actual
measurements, referred to herein as a "klone" 150. Secondly, they are used to keep a record
of the consumer's body measurements 160 which can be used in combination with a
conventional three dimensional model during the virtual try on process. As discussed in the
overview above and again in more detail below, the virtual try on simulation involves in three
dimensional graphics representing selected garments on the user's three dimensional model.

Calibration
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[0021] In order for measurements to be extracted from the images which are to provide the
system, information must be provided regarding the scale factor of the images. As shown in
figure 2a herein, one approach for doing this is to provide a calibration target. Alternatively,
calibration can be omitted and instead the image scale factor can be gauged using a standard
measurement, for example a length on a measuring tape or ruler. Alternatively, the size of an
object, visible in the image, can be known to the processor and/or can be manually input.
However, skipping the calibration process may result in measurements of lower accuracy, and
so in this example we use a calibration target.

[0022] In practical terms, when a user downloads an application for running the online try on
simulation system on their computer, they may be provided with a graphic representing a scale
or calibration target that they must place in the image(s) of themselves, visible to the camera
lens, for provision to the system. By inclusion of a scale or calibration target in this manner, the
system can recognise the distances between the user and their camera or other image capture
device and therefore can accurately assess the real size of the user's body from the images.

[0023] The system can include instructions regarding how the consumer should pose for its
images. For example it can show them how to achieve a number of required positions using an
instructive clip or video which accompanies the application. For example if the user is making
use of a webcam for his or her image capture, they may be able to line up the image being
captured by the webcam with an outline of a body in a certain position as shown on screen by
the system, therefore maximising the usefulness of the images being taken by the user.

[0024] Preferably the images should be taken using domestic lighting and with a neutral
background. The photos of the various user positions required for creation of the three
dimensional model should be taken in a single session. If the image acquisition device allows it,
the photos should be taken, i.e. shutter released, by the computer on which the system is
running. This improves the interactiveness of the process, thereby making it more user friendly.

[0025] According to an embodiment, in a client/server implementation of the system, the
images themselves are not uploaded to the server but will remain on the consumer's device
and therefore will remain private. Instead of actually extracting the images themselves, the
system will extract data from those images such as measurement data, proportion data, skin
and hair tone data, and eye shape. Only that extracted information will then be uploaded for
processing to create the three dimensional model. In a fully online implementation of the
system, images can be uploaded to the system server and immediately removed after
processing and data extraction.

[0026] As shown in figure 2a, the process preferably involves both an internal calibration 7
and an external calibration. Internal calibration 7 involves calibrating the image acquisition
device account for deformation that the device itself generates on the acquired images. Known
computer vision techniques can be used to find the internal parameters of an acquisition
device. Typically those internal parameters include focal distance, vertical and horizontal
viewing angles, sensor size and resolution, lens distortion, colour correction and sensor noise.
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The internal parameters obtained for the image acquisition device can be used to fix any
geometric or colorimetric deformations which might be added to the obtained images by the
acquisition device itself. Optionally, the system may include an interface via which the user can
input detail of the image acquisition device used to assist in the internal calibration process.

[0027] In figure 2a there is a "pattern look up" step 5 shown as part of the internal calibration
process. According to an embodiment, the user can be required to capture an image of a
pattern, for example one which can be printed out by the user once the application for the
simulated try on service has been downloaded to their computer or one that is professionally
printed and provided to the user via post or in store or by other suitable means. By looking at
an image as captured by the user's image acquisition device of a known pattern, the computer
or other processor can derive internal parameters for the device.

[0028] Similarly, an external calibration 9 must be carried out so that the position and the
orientation of the image acquisition device with respect external bodies is known. Again, known
computer vision techniques can be used to calculate the external parameters of the user's
image acquisition device. Those external parameters include the position and rotation of the
acquisition device with respect to the body being imaged. According to an embodiment, the
user can be instructed to put a pattern on the floor in the vicinity of where they are standing for
the image acquisition process. Using the internal and external parameters of the camera, the
system can precisely locate the pattern in 3D space. Therefore if the user stands next to or on
the pattern on the floor, the system can know where the floor is in the image, thereby locating
the feet of the user and providing an indication as to the distance between the user and the
image acquisition device. That distance can be used to calculate a scale factor for the image.
This scale factor can be applied to the measures extracted from the image in order to get real
3D measurements of the person represented in those images.

[0029] As will be appreciated from the further description below, the external calibration 9
information obtained for the user's image acquisition device can be used each time there is a
conversion from two dimensional to three dimensional data and vice versa during operation of
the system.

[0030] According to an embodiment, the calibration pattern to be used for calibration of the
image acquisition device comprises a black square with thick borders in white background. The
middle of the square includes a colour calibration drawing with basic colours such as red,
green and blue. The size of the square as well as the thickness of the border and the colour
design are known by the system. Because the size of the square as well as the thickness of its
border and the colour design will be known to the system, it can locate the pattern on an image
when it appears in any random position, using standard image processing techniques. Hence
the calibration pattern enables the system to locate the user in space from within a captured
image as well as to extract user body measurements from such an image.

[0031] Dependent on the type and model of image acquisition device used, the system may
be able to carry out internal calibration to find internal parameters of the acquisition device
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automatically. If it can do so, the calibration pattern mentioned above is only used for external
calibration to enable the system to locate the user in space. If however the system cannot or
does not carry out internal calibration automatically it can instead use the pattern to obtain
internal parameters of the image acquisition device since the pattern is known to the system
and therefore the system can see whether and how the acquisition device has deformed the
pattern in the images provided by the user. The internal 7 and external 9 calibration steps can
be repeated as often as needed to ensure accuracy, as shown in Figure 2a.

[0032] Once the internal and external calibration steps have been carried out, the system can
then begin further processing the images of the user in preparation for creating a three
dimensional model.

Background Removal

[0033] As mentioned above, ideally the images of a user should be taken using domestic
lighting and a neutral background should be used. However, regardless of what type of
background is used, the system must not include the background in the three dimensional
model of the body. Knowing the background helps the system to recognise the subject in an
image and to detect what part of the image are shadows.

[0034] Background subtraction techniques will be known to the skilled reader. Any appropriate
technique for background subtraction may be used by the present system. Because a series of
images are captured by the user, the system can ascertain the difference between the
background and the user, i.e. the central body in the image, for each of a number of images. If
the portion of the image which is identified as being background varies too much between the
different respective images, the system can prompt the user to recapture images and/or to
provide additional images to improve the background subtraction process. For example, one of
the images requested by the system could be an image of the background alone, without the
user also being present.

[0035] Once the background has been detected to within an accepted degree of accuracy by
the system, the background removal process can begin. The system operates so that an input
to the background removal process 12 is a series of calibrated images provided by the user,
wherein the content per se of the images are unknown, and the output is an image wherein
only the part(s) of the image which have not been identified as being part of the background
are conserved. The background removal model within the system operates so as to remove
the background from the images, leaving only the subject matter (i.e. the person being
imaged) without any shadows.

Shape
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[0036] The next stage in the model creation process is shape detection 13. The input to the
shape detection stage is an image wherein only objects which are not part of the background
are visible. For the purpose of the virtual simulated try on service described herein, it will
therefore be an image of the person without any shadows and without the background from
their original images. The output of the shape detection model is the contour of the main
central object of the processed image. Again for the purposes of the simulated try on service,
that subject is the person for whom the three-dimensional model is to be created.

[0037] Because the shape detection step 13 is a preparatory step for creation of a three-
dimensional model, the detected contour must be precise enough so that the person's shape
can be accurately recognised.

[0038] To improve the shape detection process, the present system preferably does not
conduct a mere pixel classification. Instead, it performs contour detection on the subtracted
image which has been an output at the end of the background removal process step 12.
Because the background removal has removed almost all the background details from the
original image, said contour detection process can concentrate around the desired subject, i.e.
the person being imaged, and can provide a good representation of their form. If any pixels are
missing from the person's image that could produce gaps in the subject contour, a series of
dilation and contractions may be done. To ensure that only the contours of the person are
used, not any contours from the background, the system can select particular contours for
further processing. Preferably the system will focus the contours that are closed, that have a
set parameter relative to the overall size of the image and which are situated around the centre
of the image. Application of such criteria enables all detected contours except the contours of
the person's body to be eliminated from the image.

[0039] The contour detection process conducted in this manner is accurate enough to enable
the system to decide if the person shown in the image is stood in a particular stance or
position. For example Figure 5 shows the body image shown in Figure 3 herein after the
contour processing has been applied thereto. The image in Figure 5 is sufficiently detailed and
accurate for the system to ascertain that the subject's arms are extended outwards, rather
than being down by their sides. The system can therefore use this information in order to
classify the pose shown in the image. As mentioned previously, instructions for the system can
include instructions for the user to capture images in a number of different poses. The system
can use the predetermined poses from its instructions to assist in determining user position or
stance in the images to which the contour detection has been applied. As discussed in more
detail below, the system can decide at any of a number of stages in the process whether it is
going to use a particular image for creation of a 3D model therefrom. If the system decides that
it will use a particular image, it can further refine the contour therein in order to obtain the best
possible measurements therefrom.

[0040] After shape detection, the next step in the process shown in figure 2a is shape
recognition step 14. The system preferably includes a database of possible human poses as
shapes. For example these shapes can be hard coded in the programme. The detected
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subject shape, for example as shown in figure 6 herein, is compared with those shapes in the
database. A suitable comparison algorithm is run and returns a value to show the similarity of
the image shape with a number of the database shapes. In the examples shown in figure 7 the
output of the algorithm is a value in the range of 0 to 1 wherein, the closer to 0 that value is,
the more similar the two shapes are to one another. If the comparison returns 0 the shapes
are identical. In order to prevent possible false negatives due to scaling issues the shape
output from the shape detection stage 13 is scaled to be the same size as the shapes in the
database before the comparison is made. The shape in the database with the best comparison
result is assigned to the associated image as a possible candidate for an image classification,
discussed further below.

Features

[0041] As well as recognising the shape of the person being imaged, it is important that the
system can detect their human features in order to be sure that there is a person in front of the
camera and to better recognise his /her poses and body positions. The system can use known
feature detection 15 techniques to find features such as a person's face, hands or feet and so
on. In the example of faces, different kinds of faces can be detected such as front facing and
side facing. Detecting one of those features not only tells the system that a human is in front of
the camera but also specifies which way the body is facing. Similar processing could be done
detecting the hands in order to be able to better define the position of the arms.

[0042] At this stage in the process, this system knows at least approximately where the
subject is placed in the image and therefore can create a region of interest in which it can be
sure that the feature it is looking for, in this example the face, is contained.

Classification

[0043] Before generating the klone to represent the user for virtual garment try-on, the system
has to make a decision on two questions: Is there a person in front of the camera? And is the
person standing in an acceptable position? An acceptable position being one of the positions
the system needs for further processing. To respond to those questions, the system will use
the different data gathered during the shape recognition 14 and the feature detection 15 steps
described above.

[0044] It is important that the system can obtain a sufficient amount of data and can be
sufficiently confident of the accuracy of that data before it is used for creation of a three
dimensional model. Therefore some classification of the processed images is required. At 16
shown in figure 2a, classification logic is applied to the processed image. By way of example,
the system may apply a tag to one or more images with respect to each of the preceding steps
of the process to indicate a corresponding confidence value. Therefore one tag may indicate
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confidence with respect to shape detection 13 and another may indicate confidence with
respect to feature detection 15. A unique tag with a single overall confidence value for an
image as a whole can be output from a plurality of process step tags. If the overall confidence
with respect to an image is low, instead of producing a tag an output can be produced which
indicates that not enough information is available to make a good decision for three
dimensional modelling from that image. If the application has sufficient confidence with respect
to a particular pose shown in an image, that picture can be tagged and processed further for
creation of the three dimensional model.

[0045] At 17 in figure 2a a question is asked as to whether any tags have been set. If they
have been, this indicates that the user has provided at least one image from which a three
dimensional model can be generated by the system. If no tags have been set then there are
no pictures which have been processed to a suitable degree in order for the three dimensional
model to be created at the present time. In such as case, the consumer may be asked to
submit new images for processing according to steps 13 to 17. Preferably, images that are not
"ok" to be processed are rejected and never used again. Each image provided by a user will be
processed separately according to the steps 5 to 17 shown in Figure 2a. When one image is
accepted or rejected, the steps can be repeated for another image.

Creation of the Three Dimensional Model (human)

[0046] Although the shape and contour detection 13/14 discussed above is useful for
classifying the pose in which a person is standing in a particular image, it cannot be used as a
real outline of the person for the calculation or extraction of measurement. Advantageously, the
present system is arranged to perform additional steps in order to create a high precision
outline of the person, which can be accurate to within a tenth of a pixel, from which
measurements can reliably be extracted and calculated.

[0047] According to an embodiment, two approaches are used for getting a better estimate of
the outline of the person. The first comprises calculating the contour derivatives and moving
every vortex of the approximated outline to the closest 0 crossing point. Contour derivatives
are known to give much higher precision when estimating a contour than a contour itself can
give. A contour can be estimated from contour derivatives with at least a precision of a tenth of
a pixel.

[0048] To further refine the contour and to account for any imperfections remaining due to
background details or details on the garment worn in the image, hiding the real outline, an
additional refinement step is carried out. The additional refinement step comprises fixing any
such imperfections by calculating a histogram of curvature for an outline and comparing and
fixing abnormalities of the histogram by suppressing and adding points to the outline where
abnormalities are detected. A curvature estimation algorithm can be used which takes into
account possible noise that the outline could have, thereby enabling the curvature at each
point of the outline to be calculated. The abnormality detection process employed by the
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system can use common general knowledge about the pose adopted by the person in the
image under analysis. For example if the current pose consists of the person facing the
camera with their arms extended and legs slightly open, the only places where a high concave
curvature should occur is in the crotch and under both arms. In an overweight person, high
concave curvatures can also be found in the knees and around the hips and waist. Whereas
high convex curvature points can only be found in the fingertips. During operation of the
present system, when a point of the outline is detected as an abnormality or anomaly it is
deleted. Once all anomalies have been deleted the system can then fill in any spaces
remaining by estimating new points using the curvature on either side of the empty space.

[0049] Therefore the system employs an intelligent refinement process. As described above,
the process preferably involves making use of contour derivatives to reposition points or
vortices on the approximated outline to enhance its precision. It further preferably comprises
abnormality detection, in particular abnormality detection which makes use of common general
knowledge about body shapes in particular poses. The system thus makes use of known
characteristics of body shapes and poses at an appropriate stage in the model creation
process without compromising the accuracy of the image processing. In fact, it has been
recognised herein that use of common knowledge in this stage of the process actually
enhances the image processing and improves the accuracy of the outline of the body. Similarly,
it has been identified herein that estimating new points using the curvature on both sides of an
empty space makes the overall contour more accurate than using an anomaly resulting from
preceding steps in the image processing method would do. As a result, a high definition outline
of the user can be output.

[0050] Once the high definition outline has been generated 18, the consumer's shape can be
captured as step 19. This output can be used to align a standard three dimensional model to
the consumer's shape as shown at 29 in figure 2a and as discussed further below.

Region Classification

[0051] The high definition outline generated by the system can also be used for region
classification, whereby the system separates the image into probabilistic regions.

[0052] As an initial step in the region classification process, the system can determine the
height of the person shown in the image. In order to assist with this, the application (which is
run on the user's hardware to implement the system as described herein) may include an
interface via which the user can input their height details. Regardless of whether those height
details have been input, the system can find the height of the person being imaged. This can
be done firstly by locating the feet by looking for the lowest part of the contour in the image.
Because the images are calibrated, the lowest point of the contour can readily be found by
reference to the floor, for example using a known pattern placed on the floor during the
external calibration stage discussed above. The lowest point of contour on a body could be
right or left toes if the image under processing includes a person facing the camera.
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Alternatively, the lowest part of the contour can be the right or left heel if the person has their
back to the camera. Or the lowest point of the contour could be the toes or the heel of either
the right foot or left foot if the person is shown side on to the camera.

[0053] Figure 8 shows an example of how the lowest and highest points of the contour can be
projected onto a plane and compared to projection of the known pattern which is used for the
external calibration discussed above. Since the distance between the highest point on the
contour and the lowest point on the contour defines the person's height, providing that the
pattern is on the floor, the lowest part of the contour will be projected onto the same plane as
the pattern. The highest point on the contour can then be projected into a perpendicular plane
to the floor, facing the camera and placed in the 3d projection of the lowest point.

[0054] Once the height of the person has been calculated from the user's image(s), the
image(s) can be further divided into regions 20 in which a probability of finding particular
measurements is the highest. For example a region can be defined or classified wherein the
waist measurement is likely to be found. Preferably the system uses images of two different
poses for the same user in order to define regions of maximum confidence for locating
particular measurement types.

[0055] Once the high definition outline has been created and the probabilistic regions have
been defined, the system can calculate measurements 21 from the processed image of the
user. Although the image has been processed to an extent before the measurements are
calculated, the measurements are extracted from the image itself rather than being extracted
from a generic model. The measurements do not rely on numerical inputs from the user,
although the system may include an interface for the user inputting such measurements. Nor
does the system rely on estimation of the measurements based on generic models or other
database information.

[0056] As will be appreciated from the foregoing description, at the point at which the
measurement calculation begins the system should know the pose of the person in the image
under analysis and it should have defined a set of regions wherein particular measurements
may be located. It may also have populated a database with any measurements that have
already been detected, such as the person's height discussed above.

[0057] It will be appreciated that each image of an individual will be different and each pose
requires different respective processing steps in order for measurement information to be
extracted therefrom. However the principle of measurement extraction from the images as
described herein applies to different image and pose types. At the beginning of the
measurement extraction one of two situations can apply to a particular measurement value.
Firstly the positioning of the measurement may be completely unknown to the system.
Alternatively, the positioning of the measurement may already be known from another image or
from a previous processing step. In the former case, the probability regions defined in 20 of the
process shown in figure 2a can be used to locate the position of the measurement in question.
In the latter situation, the measurement can be located more precisely from information
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already available to the system. In the situation where the precise location of the measurement
is already known, the measurement data can be extracted from the high definition outline, for
example by measuring a two-dimensional width therein. A standard 3D model can be used in
conjunction with the high definition outline of the individual to assist in the measurement
extraction. This is discussed further below.

[0058] In the situation where the precise position of a particular measurement is not yet
known, the system can analyse the probabilistic region where the measurement is supposed to
be by rastering a line through the region. Rastering is a scanning technique that will be known
to the skilled reader. In the present system, at each step of the rastering, the intersection of the
horizontal rastering line with both sides of the consumer's body contour is recorded and the
distances between those intersections is identified as a width of a part of the body. The
variation of that width through the rastering process defines an area where concavities and/or
convexities of the high definition outline give rise to a width with either a minimum or maximum
value. The system can select a maximum or minimum width dependent on the measurement it
is seeking - for example hip measurement requires a maximum width whereas waist
measurement requires a minimum width. The two intersection points associated to the
selected maximum or minimum width value are then projected into 3D space to calculate the
3D width of the measurement. This calculated 3D value is recorded as one of the 3D widths for
that measurement in question. The 3D position of the measurement is then calculated based
on the positioning of the two projected intersections.

[0059] In the event that the system cannot find a width with a maximum or minimum value in
the probabilistic region identified for a particular measurement it can decide to ignore that
image and to instead use another image in order to obtain the measurement data. This may
involve assessment of images previously input by the user and/or prompting the user to input
additional images.

[0060] After all the images have been processed and measurements computed from those
images, the system will have a set of 3D values to represent a number of girths and lengths of
the model which is to be created. Examples of girths and lengths for which the system can
obtain 3D values include heel to toe, ankle to knee, knee to thigh, thigh to hip and hip to waist.
The final value for each particular measurement (girth or length) that should be used in the
created three dimensional model is a combination of two or more of those 3D widths obtained
from the image data for that measurement. For example if multiple different heel to toe lengths
are computed from different images for the same individual, the mean value can be computed
for use in the three dimensional model and the standard deviation of the measurements can
be kept as a measure of possible error. For girths, the system must consider shape as well as
length values. The system can accommodate this by approximating body shapes to geometric
shapes. For example the shape of a waist can be approximated to an ellipse. It has been
found that such an approximation is sufficiently accurate for creation of the three dimensional
model. The ellipse approximation can be implemented by separating all the measured lengths
for the individual into two clusters or groups, for each of which the mean and the standard
deviation is calculated. The two means are used as the lengths of a two ellipse axis and the
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standard deviation is used to control the shape of the ellipse, as a result of which an accurate
representation of the individual can be created. The standard deviation provides information
about the shape. For example a standard deviation of 0 indicates the shape to be a perfect
oval whereas a large deviation indicates that the shape is more rectangular than elliptic.

[0061] At the end of this process, shown as step 21 in figure 2a, the system can output a set
of body measurements to be used later in the process for creation of the unique three
dimensional model or "klone". The measurement data comes from the user's images
themselves and therefore will be useful in creating a realistic three dimensional model of that
user and for showing how garments will fit that user during the trying on simulation process.

Base Model Preparation

[0062] The system uses a specially prepared base model for creation of the user "klone".
Preferably, the base model comprises a three dimensional skeleton which can be matched to
the measurement data extracted directly from the user's images for klone creation. In order to
prepare the skeleton, a generic skeleton is fitted to mesh representing a standard 3D body
model. The system may use any appropriate standard three dimensional model skeleton fitting
technique which will be known to the skilled reader in order to fit the skeleton to the mesh.

[0063] The mesh creation process for the standard 3D body model can operate according to
a number of constraints. For example it may require that the mesh is fully closed, that it does
not contain any duplicate edges or strong degenerated triangles, or that any vertex from the
model must be able to reach any other vertex therein. The mesh reconstruction can be
implemented using any suitable known software. It should also be capable of controlling the
model output complexity, keeping the volume coherent and making the body model
independent of the import complexity. Once the mesh is created, the skeleton is placed on the
standard 3D model.

[0064] Once a standard 3D mesh and corresponding skeleton have been created, the
skeleton can be manually modified or constrained. This is done before the software is supplied
to the end user as the skeleton is non-user specific. The skeleton will be later on used to locate
in the standard model the measurements extracted previously from the user images. For that
reason is important that the skeleton of the standard model uses the same interpretation that
the image analysis processes makes during the extraction of the data from the images.

3D Model Morphing

[0065] The 3D skeleton that was originally created from a standard 3D model is matched with
the measurements taken from an individual user's images as shown at step 25 in Figure 2a
herein. Thereafter, that skeleton can then be used to create a new three dimensional model or
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"klone", which is deformed as compared to the standard 3D model, wherein those
deformations reflect the actual measurements obtained from the user's images. As shown in
figure 9 herein, reference definitions can be used to match the measurements obtained from
the user's image data to portions of the skeleton for creation of the deformed body model.

[0066] Because the skeleton and the model to be created therefrom are three dimensional,
the matching should be a two step matching system, wherein a length or width is matched and
a girth is also matched.

[0067] Figure 10 shows an example of a length or width matching process. As shown therein,
the original length of the three dimensional skeleton as formed from the standard model from
the foot to the head can be changed based on the actual measurement data for the user as
obtained from their images.

[0068] Figure 11 shows a girth matching process. During that process the body vertices for a
particular portion of the body are moved in non-linear direction. The skeleton shown in figure
11 does not define a girth centre but instead defines a girth "locked point" and all vertices are
moved from the back to the front or vice versa, with respect to the fixed locked point. This
movement of the vertices works on the assumption that muscles and fat of the body always
extend mainly in one direction and not in a uniformly circular direction.

[0069] The particular example shown in figure 11 is a transversal cut of a body part, for
example a waist or a lower leg. The system can include pre-programmed information
regarding the major direction for deforming the length in a particular direction dependent on
the portion of the body that is being addressed. For example, for the waist the major direction
is front whereas for the lower leg it's the back. Therefore the system can make an intelligent
selection for deforming the standard three dimensional skeleton to more closely resemble the
actual user in question based on real body and skeleton constraints.

[0070] As can be understood from figure 2a, if all required measurements were obtained from
the image data by the system, those measurements can be sufficient to deform the skeleton
enough so that the resulting model will be an accurate model of the user and therefore the
three dimensional model or "klone" can be output as shown at step 27 in figure 2a. As well as
outputting the klone from the deformed skeleton, the exact body measurements can be
extracted from the deformed skeleton for the user's body. As will be appreciated from the
foregoing description, those exact measurements obtained from deformed model will be highly
accurate for the user since the user's real measurement data, as obtained from their images,
has been used for deformation of a standard model in order to produce the deformed model
from which those measurements are extracted. Similarly, the three dimensional model output
as a visual shown at step 27 of figure 2a will be highly accurate.

Another method to build a model with measurements
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[0071] In the event that all required measurements cannot be obtained from the user's
images, as shown at step 23 in figure 2a, the system can use the external calibration
information previously obtained in order to obtain any additional information required.

[0072] In order to do so, and as shown at step 28 in figure 2a herein, the system makes use
of the external calibration information previously obtained for the user's image acquisition
device in order to align the user's images with a standard 3-dimensional model. To do so the
system firstly positions virtual cameras in the same positions that the user's image acquisition
device was placed with respect to the floor in each of the images provided by the user. Once
the virtual camera positions have been established, a standard 3D model is then placed in
front of each virtual camera, at the same distance therefrom as the user was positioned from
the real image acquisition device in the corresponding image and in the same user pose.
Therefore the position of the standard 3D model is aligned to the user poses in each of his or
her images, shown as step 29 in figure 2a herein.

[0073] Once the alignment 29 of the standard model and the user's images has been
completed, with the virtual and real cameras aligned with one another, the standard 3-
dimensional model can then be morphed 30 to the shape of the user's body.

[0074] The process of morphing the 3-dimensional model to the consumer's shape can be run
using an iterative algorithm. The system can select a particular parameter or set of parameters
to modify. After each parameter modification, or after a predetermined number of parameter
modifications, the outline of the 3D model on each virtual camera is compared to the outline of
the person in the real pictures. The parameters can be varied until the difference between the
virtual outline and the real outline falls below a predetermined minimum threshold. The system
can select which parameters to vary and by how much, in order to morph the standard 3-
dimensional model in the manner which best represents the user.

[0075] To further improve the morphing process, the parameter variation will be applied
separately to the standard 3-dimensional model in different respective poses and positions with
respect to the virtual cameras, corresponding to the poses and positions in the various user
images.

[0076] Preferably, modifying a particular parameter for one position of the model will have the
same effect for all its positions, as they are all part of the same 3D model.

[0077] Once an agreed 3-dimensional morphed model has been created, the exact
measurements for the user can be obtained therefrom by locating the position of each required
measurement on the morphed value and measuring its value therefrom. A visual "klone" or the
3-dimensional model of the user can also be output.

[0078] The set of measurements of the user's body extracted from the deformed standard 3-d
model should substantially agree with the calculated measurements previously obtained from
the user's images at step 21 of Figure 2a. The system can check this and can reiterate any of
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the process steps described above in order to reach an acceptable level of agreement
between the two sets of measurements.

[0079] Once the system is satisfied with the body measurements which have been extracted,
the user can then begin to use their 3-dimensional model or "klone" for virtual garment try on
simulation

[0080] As shown at step 34 in Figure 2, the user may in practice have to register their klone in
order to begin using it for the garment fitting process. This is an administrative step and not
essential to the creation of the klone as described above.

Accessorizing the User's Unique 3D Model

[0081] The user may be able to add details to their klone. For example, they may be able to
pick from a choice of hairstyle to try on that closely resembles their own hair or hair they would
like to try like a wig. Such details can assist in outputting a 3-dimensional model which is, for
example, dressed and accessorised with layered clothes and accessories. The model should
be rotatable by up to 360°. The system should preferably be capable of showing the user's 3-
dimensional model in animation, for example walking, and in different physical locations or
scenes. The system may also be capable of enabling each user's model to be shown
interacting with other animated 3D models.

[0082] The unique 3-dimensional model may be usable by the user in social networks and
online communities as their profile image. The model may comprise facial animation as well as
body animation. Optionally, the 3-dimensional model may be able to speak and or interact. The
voice could be provided by the consumer via a microphone using voice over internet protocol
(VOIP). The klone can become the consumer's representative in online worlds

[0083] Optionally the system may be able to use the image of the consumer's face and map it
onto the 3-dimensional model so that it looks like the consumer. Additionally or alternatively,
the system may analyse facial features and proportions, hair colour, skin tone and/or hairstyle
in order to further update the model and/or in order to provide garment filtration and style
advice to the user.

Creating a Garment Model

[0084] Conventionally in the clothing industry, designers provide enough information from
which cloth can be cut and garments can be made at any factory. Usually these are produced
in CAD files, of different formats, but any other file format may be used The system described
herein allows the designer or another party to add additional information to the standard
information provided by designers in their design file in order to automate the creation of virtual
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3-dimensional garments,

[0085] As well as the geometry data for a garment (the pieces), obtainable from the
designer's CAD file, information on the garment's technical specification (referred to herein as
meta data) is required. Meta data describes visual aspects and behavioural characteristics of
the garment such as fabric material, texture, colour, pattern, elasticity, transparency and so on.
A photograph of the material can also be used to create a texture map of the fabric.

[0086] As shown at step 36 in Figure 2b herein, the present system can define meta data for
guiding designers to input additional data regarding their garments for the virtual 3D try on
simulation service. The meta data supplied by designers can be added to the conventional
CAD file for a particular garment.

[0087] In addition to meta data, the system defines position landmarks for garments. The
purpose of the landmarks is to be able to orient the garment pieces the correct way and
identify which edges to stitch together to make a 3D garment - like when the real cutting of
pieces and matching edges and sewing normally happens at a factory. The seams to stitch
may include external borders, length between back and front sides of a garment, lengths in
corners such as shoulders, internal seams or other landmarks representing direct seams on
the same side of the body. Figure 12 shows a manually created paper example of the
component pieces of a garment, in this case a shirt, and the landmarks thereon labelled
according to different seams to be joined. For example, the types beginning with "T" indicate a
seam between the back of the shirt and the front of the shirt.

[0088] The landmark information for a garment may be created manually or semi-
automatically at the design stage or afterwards, and imported into the garment file which will be
used by the present system. Once the standard data, meta data and landmark information
have been combined, a file suitable for the virtual try-on is ready and uploadable to the server
database this is the Belcurves file mentioned above.

[0089] The standard information available from a designer in a CAD file describes the
garment's geometry. Usually, the file will describe one garment but in different sizes. When a
simulation is requested the system can then select a particular size e.g. 12 and select the
relevant pieces of the garment that will, when stitched together, make up the whole size 12
garment from that particular CAD file. Additionally, or alternatively, if there are multiple
symmetrical parts in a garment, for example, right and left sleeves, the system can store an
image only of one of those parts and can duplicate it thereafter during the virtual trying-on
process. The system may automatically update a stored image of a garment or garment part
based on input meta data and/or landmark information. Alternatively the system may rely on
manual updating of garment geometry data based on landmark and/or meta data.

[0090] The garment file (called a "Belcurves CAD file") output at step 40 shown in Figure 2b
should include a geometric representation of the garment in 3-dimensional format for each
different garment size. Additional information such as where stitches, pockets, buttons, folds,
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cuffs or other design details are located should be also included in the same or an additional
file particularly if such details are not immediately obvious from the geometry of the garment. In
addition, the garment will file will include information on colour, texture and pattern, material
thickness and texture, and other material properties such as stiffness and percentage split of
materials used in the garment.

[0091] The file should include an image of the garment and preferably also a set of images of
the cloth including any linings that may be a different colour or fabric to the main portion of the
article. It should also include a lookup table showing the measurements for the designer's
standard sizes (e.g. 10, 12, 14 and so on).

Virtual Try-On Simulation

[0092] Once the consumer has created a "klone", he or she can now select a garment to try
on from a list or set of images of the garment, for example available from an online retail
website. Before providing a visualisation of a garment fitting, the present system can assist the
user by filtering out types or sizes of garment that would prima facie not be suitable. As a first
check, the system can compare the body measurements extracted from the unique "klone" or
3-dimensional model for a user to predetermined information in the look-up table. The system
uses the "klone" to compare the actual consumer's measurements to the manufacturer's sizing
system on a per garment basis. As a result of the comparison, when the user selects a
garment (e.g. black dress) the system will automatically select the first good size for a
simulation.

[0093] Different suggested garment sizes may be provided dependent upon the particular
type of garment that a user is searching for. For example, one size may apply to garments for
the bottom half of the user's body and another size may apply for garments on the top half.
Additionally, or alternatively, the suggested garment size may differ between garment style
and/or between different brands of garment. The system can operate so that, if any given
measurement for a garment makes it unsuitable for the user according to their 3-dimensional
model's measurements and proportions, that garment will not be used in a simulation. For
example, if the shoulder length of a given garment is shorter than the body shoulder
measurement from the 3-dimensional model, the program will not allow this garment to be
fitted to the model. This is the same as asking a shop assistant for a particular size to take into
the changing room.

[0094] As shown in Figure 2c, once a suggested garment size has been selected for
simulation by the system it can process/search the stored garment files and obtain a subset of
suggested garments from the user's initial garment selection(s).

Garment Preparation for Simulation
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[0095] To begin simulating the trying a garment on the user's three-dimensional model, first a
grid is generated as shown at step 45 in figure 2c.

[0096] The purpose of the grid generation process is to position pieces of a garment around
the three dimensional model of the unique user's body. The positioning and size of the grid
cells reflects the natural apportionment of body regions of the model. To be the most accurate,
cells of this grid are based on the skeleton as well as body measurements acquired previous
step. Thus, the size and the shape of those cells will vary according to the individual user being
modelled. For example, nodes corresponding to the ankle and the knee from the skeleton are
used to delimit the length of the cell which will be linked to the lower leg. , Calf width and girth
are used to create the sizes (width and depth) of the cell. Any suitable number of grid cells may
be used as it will follow the complexity of the body skeleton.

[0097] The garment can be approximately positioned around the body using the grid as
shown in figure 14 in conjunction with the landmark information previously determined for that
garment. According to an embodiment, the first step in the positioning process is to place a first
piece of the garment in a corresponding cell. The cell selected for this first piece will depend on
the kind of garment and on the divisioning of the grid cells in respect to the model. Once a first
piece has been positioned by the system, other pieces can be added in accordance with the
predefined landmarks. For example if a landmark defines a direct link between two pieces of a
garment, the adjacent piece can be positioned in an adjacent cell to the first. Similarly, if a
landmark defines a link on the opposite side of the body, the opposite face of the same cell is
used. This process can be continued until all pieces of the garment have been assigned to a
cell. This process can be understood further from figures 15a to figure 15c.

[0098] In order for the dressing process to be realistic the garment pieces must be more than
just mere shape. Therefore the system recreates surface meshes which can simulate
mechanically, physical draping and gathering of fabric for the garment. It can also virtually
prepare edges of garment pieces to be sewn together by creating the same number of sew
points on both of them. In order to do this the system defines all borders of each garment
piece, which can be done using the landmarks previously defined. It can also identify borders
to be sewn together and discretize them with the same number of intervals.

[0099] The clothing mesh generation process may need to combine two borders that have
different respective lengths for a particular interval or portion of the garment. Any suitable
sampling or interpolation process can be used to marry such different lengths to compute the
border of the garment. The new points on the garment as defined by the joined borders are
stored by the system and can be used for future simulation of the garment behaviour, as
described further below. Indeed those borders represent the seams of the garment therefore
special material specification will be applied on those points of the mesh. Finally, the process to
transform garment pieces from mere shape to surface meshes will use mesh generation
method known to the skilled reader and so it is not described further herein.

[0100] Figure 16 shows an example of a meshed garment around a three-dimensional model.
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In this example a dress has been meshed using a Delaunay triangulation and positioned
around a body.

[0101] At the end of the garment meshing stage the garment pieces should be well positioned
around the three-dimensional model of the user's body but the garments will still comprise a
set of plans. It has been recognised herein that, in order to begin closing the cloth for fitting the
garment to the three-dimensional model, geometric pre-deformation should be performed on
the garment pieces. The additional geometric pre-deformation is carried out before the
automatic merging and mechanical draping of the garment on the body klone is done

[0102] In order to perform this initial deformation process, the system roughly maps the three-
dimensional model of the unique user as a set of cylinders. This is shown by way of example in
figure 17. As shown therein, a separate cylinder can be defined for each of: the upper body
trunk, lower body trunk, each leg, each arm and hand and the user's head. In practice any
number of cylinders may be used for this mapping process.

[0103] Once the three-dimensional model has been roughly mapped as shown in figure 17,
the system then identifies which cylinder each garment piece should be matched on to. The
information previously identified regarding garment positioning, shown as step 46 in figure 2c
herein, can be used as part of this identification process. The system then maps the garment
pieces based on cylinder coordinates. The body cylinder's axis and radius information can be
used to transform the pieces of the garments to cylindrical coordinates and map those
coordinates onto the body cylinders. Because a transformation from conventional coordinates
(xyz) to cylindrical coordinates (r, theta, z) is performed, the pieces of the garment can be
mapped onto the body without changing any length measurement. Hence the system
maintains accuracy and can operate efficiently for the garment fitting process.

Physical Initialisation of Simulated Garment Fitting

[0104] As will be appreciated from figures 18a and 18b, once the garment pieces have been
mapped on to the cylinders surrounding the three-dimensional body, the cloth preparation is
almost complete. What remains is to merge the garment pieces together. It is important that no
errors are introduced at this stage. In particular the garment must be closed without
introducing error with respect to cloth length, which would be of high importance to the
consumer for size accuracy. In addition the merging process should simulate the complete
stitching of the finished article accurately. Preferably the system performs the garment merging
by attaining a single triangulation which will be simulated mechanically with triangular finite
element method. As it is known to the skilled reader, this is a common way to simulate cloth by
calculating its behaviour at the level of each triangle of its mesh.

[0105] The merging process is done topologically. Where garment pieces have to be stitched,
points previously defined on the garment borders are removed and the garment's structure in
those areas is modified. For example if two borders labelled a and b have to be stitched, the
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points from border b can be moved to middle distances between borders a and b. The points
from border a can then be removed and the garment's structure updated so that all triangles or
other shapes defined within the garment which previously included points on borders a are
using points from border b. All other borders can be similarly updated in order to allow
consecutive stitches to be shown. Figure 19 shows an example of this process for merging
front and back pieces of a garment. Figures 20a and 20b show another example with before
and after pictures of a dress being merged.

[0106] As shown at step 52 in figure 2c, the deformed triangular data obtained during the
merging process can be saved by the system and used later in the process.

[0107] Once the garment pieces have been merged as shown in figures 19 to 20b the
garment must then interact with the user's "klone" by collision in an accurate and realistic
manner. To mechanically compute collision between two objects, they must be mapped on
collision models. As the body is fixed, a distance map or distance transform may be used for it,
wherein the distance of all points of the body from the origin of the three-dimensional scene is
computed and stored in a lookup table. Often the storage may be optimised, by, for example
grouping together points from the same region. This is represented in figure 21 herein. A
distance map of the three-dimensional body is output as a result of this process. The distance
map does not depend on the number of elements therein as it can be sampled and resampled
as required by the system.

[0108] As the pieces of the garment will move during the draping simulation, others collision
models have to be used for the garment. The garment mesh can be mapped onto triangular
and/or point collision models. This means that the system will check at each iteration of the
simulation if a point or a triangle of the garment mesh is intersecting other collision models
from other objects in the scene. In this case, the other object is the three-dimensional model of
the user's body. The system will use the distance map generated to know where the points of
the body are, and thus, detect the collision with the garment.

[0109] Once a distance map for the three-dimensional model "klone" has been established
and collision models have been set for the garment, the system can implement a collision
simulation and then simulate real garment behaviour on a body by simulating the garment
using for example triangular finite element method. In this method, computations are done on
each of plurality triangles to simulate the garments material properties such as elasticity,
bending, etc. Furthermore, all triangles have an initial shape and a stiffness so they can
deform but they also try to converge into their initial shape.

[0110] Because the garment has been defined as a number of component parts, and
information has been provided regarding the stitching together of those parts, triangulation
works well for the garment fitting simulation. Initial shapes of the deformed triangles
corresponding to component garment parts which have been stored, are used in the finite
element method at its initialization in order to inform the system that those triangles are already
deformed. The result being that those triangles will retract themselves simulating the stitching
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of the garment. Figure 22 shows an example of a dress triangle mesh after merging.

[0111] Because the garment data is processed so that the garment will attempt to regain its
initial form during the merging process but at the same time will be forced to fit around the
three-dimensional model of the user's body, a realistic simulation of how the garment would
mechanically fit to the user is performed.

[0112] Also because the mesh of the user's body klone and the closed garment mesh are
created based on real world measurements for the simulation, the mesh of the closed garment
can be compared to the mesh of the three-dimensional body model. This provides a second
method for gauging the right garment size for the consumer. For example if the number of
intersections between the two meshes is higher than a predetermined level, this indicates that
the garment is too small. If the garment is found to be too small the system can repeat the
fitting process for another size.

[0113] The consumer does not do anything during the garment fitting simulation. Instead, the
system can find the right garment size with its multi-level checking process. Preferably each
simulation only takes seconds so the process is efficient for the consumer. For example, the
consumer can be browsing clothes collections to find garments that they would like to try on
next at the same time.

[0114] As a next step, the system can check to see that the garment is not too tight anywhere
on the body. The check for "too tight" is different from "too small". In this case, the user might
actually get the garment on but it is too tight. The garment mesh level can be analyzed to
assess the extent to which it constrains the body. If the system calculates an amount of
constraint above a predetermined level, it will mean that the garment is too tight for the body.
Again, the system will then go get the pieces of a larger sized garment.

[0115] Once the garment and body meshes have been compared to one another and any
obvious problems such as wrong size or wrong fit or wrong style have been addressed-by
consideration of another size of garment, or another garment altogether and ignoring that
garment for the user - the three-dimensional model of the unique user can be shown visually
wearing the garment. It may be visualized in any format such as 3D for webGL or 2D. it can be
displayed on any suitable interface such as a phone or computer, and to any platform or
environment that can handle 3D.

[0116] After all the calculations of simulation multiple garments may be visualized worn as
layers with realistic crushing and gathering. For example a shirt may be shown tucked into
jeans, one with a belt and so on.

[0117] In practice, operation of the system described herein can be run and controlled using
any suitable hardware or software means. Instructions for controlling the operation may be
recorded in a digital or analogue record carrier or computer readable medium. The record
carrier may comprise optical storage means such as a readable disc or maybe in a form of a
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signal such as a focussed laser beam. A magnetic record carrier such as a computer hard
drive may also be used for storage of instructions for controlling the system described herein.
Alternatively, solid state storage or any suitable signal recording may be employed.

[0118] A computer or other suitable processing means, for example a CPU, may be
programmed to execute instructions for running the system. The processing means may also
be used for recording and/or storing data relating to the system and its method of operation.

[0119] Although the above description refers to specific file formats, any suitable file format
may be used. The system may be run online or offline. It may be used in conjunction with any
suitable online retailing service or website.

[0120] Although the fitting of garments to a human body have been described herein, the
principles described can be applied to other types of bodies including animals.

[0121] Whilst the creation of a three dimensional model of a unique body, the creation of a
three dimensional model of a garment and the simulation of a garment fitting to a body have
been described in combination herein, one or more of these processes may be run
independently of the other(s), in combination with any other appropriate process.

[0122] The body measurements and regions to be used for the modelling and garment fitting
simulation are not limited to the particular examples given herein. A three dimensional model of
an individual's body may be created based on any selected measurements of that body, as
obtained from two dimensional images of the body. The two dimensional images can be
captured using any of a wide range of image acquisition equipment. There is no need for
professional imaging or scanning equipment to be used.

[0123] Hence a user friendly model creation and virtual fitting service is provided. It enables
the user to see a realistic model of themselves and to fit garments thereto in order to show
what the garment would look like when worn by the user in person. The garment model used
can show real physical properties such as drape, texture, tightness and movement of the
garment material. Thus the user can fine tune his or her selection of garments when using an
online retail service. As a result, the online retailer will be able to operate more efficiently,
experiencing enhanced customer satisfaction and requiring less time and fewer resources to
deal with the return of unsatisfactory goods.
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PATENTKRAV

l. Fremgangsmade til frembringelse af en tredimensionel model af et unikt legeme;
hvilken fremgangsmade omfatter:

opnaelse af en tredimensional model af et standardlegeme;

opnaelse af et todimensionalt billede af det unikke legeme, der skal modelleres;

bestemmelse af en placering af det unikke legeme 1 billedet (12);

anvendelse af data vedrgrende den forudbestemte placering til at udlede en todimensionel
kontur af det unikke legeme ud fra det todimensionelle billede (13);

hvor trinnet med udledning af en todimensionel kontur af det unikke legeme omfatter:
detektering af en kontur af det det unikke legeme 1 det todimensionelle billede;

beregning af konturafledninger og

finpudsning af den detekterede kontur ved anvendelse af konturafledningerne ved fjernelse af
hvert toppunkt af den tilnermede kontur til det tetteste nulkrydsningspunkt; og

udvalgelse af en maling, for hvilken en verdi skal beregnes for det unikke legeme;

beregning af en vaerdi af den valgte maling ud fra den udledte todimensionelle kontur;
anvendelse af den beregnede verdi af den valgte maling til at opdatere en tilsvarende maling
pé den tredimensionelle model af et standardlegeme; og

udlesning af den opdaterede tredimensionale model af et standardlegeme som en
tredimensionel model af det unikke legeme.

2. Fremgangsmade ifglge krav 1, der omfatter gentagelse af verdiberegningstrinnet for en
flerhed af valgte malinger, endvidere opdatering af malingerne pa den tredimensionelle model
af et standardlegeme; og udlasning af den yderligere opdaterede model som en tredimensionel
model af det unikke legeme.

3. Fremgangsmade ifplge krav 1 eller krav 2, hvor trinnet med udledning af en
todimensionel kontur af det unikke legeme omfatter mindst én af: detektering af en baggrund i
todimensionelle billede og fjernelse af en del af en baggrund fra det todimensionelle billede.

4. Fremgangsmade ifplge et hvilket som helst foregdende krav, hvor trinnet med
udledning af en todimensionel kontur af det unikke legeme fra det todimensionelle billede
indbefatter identificering af en uregelmassighed i1 den udledte kontur og sletning af
uregelmassigheden.

5. Fremgangsmade ifpglge krav 4, der endvidere omfatter erstatning af den slettede
uregelmassighed med en erstatningskonturdel, hvor en krumning af erstatningskonturdelen
beregnes ved anvendelse af en krumning af mindst én tilstpdende del pa konturen.

6. Fremgangsmade ifglge krav 4 eller krav 5, der endvidere omfatter erstatning af den
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slettede  uregelmassighed med en erstatningskonturdel, hvor en krumning af
erstatningskonturdelen beregnes ved anvendelse af forudbestemte informationer om
kropsformer.

7. Fremgangsmade ifplge et hvilket som helst af kravene 1 til 6, hvor det unikke legeme,
der skal modelleres, er et menneskelegeme.

8. Fremgangsmade ifglge et hvilket som helst af kravene 1 til 7, hvor det todimensionale
billede opnas ved anvendelse af et hvilket som helst af: et digitalkamera, et webcam, en
Smartphone, en handholdt elektronisk anordning, en stereo billedfangstsenhed, en
dybdemaélerenhed, en afstandsmalerenhed eller en rgntgenenhed.

9. Behandlingsenhed, der er programmeret og kan anvendes til at udfgre instruktioner til
udfgrelse af fremgangsmaden ifglge et hvilket som helst af kravene 1 til 8.

10. Registreringsbaerer med instruktioner lagret derpa til udfgrelse ved hjelp af en
behandlingsenhed til at udfgre fremgangsmaden ifglge et hvilket som helst af kravene 1 til 8.
11. Registreringsbarer ifglge krav 10, hvor registreringsbareren indbefatter en optisk,
magnetisk eller halvlederlagringsenhed eller et lesbart signal.

12. Computerprogram, der indbefatter instruktioner, der kan udfgres af en
behandlingsenhed til udfgrelse af fremgangsmaden ifglge et hvilket som helst af kravene 1 til
8.

13. System, der omfatter en hukommelse og en processor, hvor processoren er indrettet til
at udfgre fremgangsmaden ifglge krav 1 til 8.

14.  Computerlesbart medium med instruktioner, der kan udfgres af en computer, og som
bevirker, at et computersystem udfgrer fremgangsmaden ifglge et hvilket som helst af kravene

1 ul 8.
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