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ABSTRACT

The development of digital media has changed the concept of traditional frames that limit the
spatial representation of fashion illustration. The purpose of this study is to explore the possibil-
ities of the "digital frame" that emerged in the digital age and based on this, to propose a new
creative method to expand the space-method of fashion illustration. As a result of the literature
reviews, the types of digital frames in the visual arts could be classified into five types: the fixed
single frame, extended frame, multi-frame, complex frame, and immaterial de-frame. This study
focuses on the digital frame of augmented reality media that creates the concept of complex
space based on virtual reality. The main characteristics of the digital frame of augmented reality
were analyzed and classified as three features: place, self-somatization, and personalization. The
characteristic of place deals with the context of the interface that expands the actual space and
reproduces the potential space. Self-somatization is defined as the viewer's inability to recognize
the frame as an intermediate. Personalization is defined as the feature where the surface of space
is moved and constantly reconstructed by an individual. By applying these features to fashion il-
lustrations, it will be possible to express the possibility of expanding the concept of space in fash-
ion illustration and to convey the experiential value of fashion illustration as a cultural mediator.
Key words: augmented reality(57 3&4l), complex spatial representation(¥5%2 37+ %3), digital
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Fashion lllustration

Fixed single frame
|
Extended frame

|
Mutli-frame

b _c" s b

Papier, Canvas

Panorama, Lenticular

Frames in frame

{Fig. 1) Concept of expanded frames (Paek, 2015; Yim, 2017)
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{Fig. 2 Paris Je T'Aime
(Christina K, 2005)

<Fig. 5> Collage
(Raphael Vicenzi, 2015)

ZFYel Mg A A dEd ol o
A" wge} 7]&e] wle e vy ek
P23 o RAYY BEHY Ik wEbA

{Fig. 3> Fashion illustration
next (Goodall Jasper, 2005)

<{Fig. 4> Arkhipoff arkhip
(Elisabeth Arkhipoff, 2009)
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{Fig. 6> Magazine cover image using AR
(DAZED, 2010)

<Fig. 7> AR-based virtual fitting solution
(FXMirroir, 2016)
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AZEe] Aloks FHAIA Al dHdshe T2kt olFd & jlom, AWl s FAHE 7
4" AZE U 5 @4 30 A oA Hloluh Fglel AP AFASs wEse
Ae 7 e SAHLeR xdsked, o sk ZEgdel 54& ARdt =3 a4
HAM zHd vz AlR" TP e a7t He A AAse JAdEE Zdde frE
FEdoEm 4 e st 9 AASS Aol EeHgsy 4 FAl AHHA A
SN ANEE T U At 7b dojue Wstsles olmAE A itk

=2, $4dde TEdke UAE Zdde 4
Aot slE ME A e dEARd vy 3) F7RAS ey =
o9 Zedle] dHE FAE Tl e As =A8 0 OY Ty o] THEouls @Al
< 9AF EQE midete A gE2A A7 o Mue /;:_1;}]9} gl v BEAAN = 7444
el A4 RS vALL ZAd AMAE A7 o ety Urk(Lee, 2011). Gilles Delewze =
AAsk NHLEA F3 wARAL ZeD) F O xgg s A6 s AAAC EAEA W
AE AAEA ZA ste 54 7HAIL SdHh JRE 2= ATES MASoz® AA A
5 B4 JPEEte Tdse 4 dde 2 2ol AxsiWoeEn AEeA S (Simu-
a3k e T Aol disty e ZE e lation) & SHATIIL A3 Lee, 2017). S48
EAE A8 EskA "o & FEE 7 Ae B AzH= AT AAA @A 27ho)
ALFS ol A4 ds A dehde olu| x| g} M ALl AAE el Z@ el &
H. ole E 9 (Immersion) 1 AN A 7F gl gze vey FRTxE wEoL. o
del AARAS Zeddel A, AR ¥ gae mamoz Agse Fl oz wE
T Utk FSHOE ZH Yl Fdol EAEAR ol9 el FF= A F e AANAYL T
L EAE ARSAE AAEA REkE AL JIE o o444 Ayor st ARGEA 32
02 myojdlA Hol= Z# e =4 75l o] & # otk = ALgxle] W wal wWee
obd B o] @A AlAA H7kA Aol v E T YE FUOoE AR AAE A £ 9
AAQ Mo r Adste FHE w3 22 = ozAe Z7tolgly & 4 9tk waka s)e
SAVE AHL T S oz ANl FsAS5E B o9 o4 &

Ao R, TP olE BFe AREAl o o] Z7ke] EASTT WA B s=Ado] A
gt iskE & e AAY 54S et ol =}
Z el olF 7oA H =Y Aol sl=d. =AHAe Ta Zad AAE Tty =
e a7k FAe AR AEA
(Table 1) Characteristics of digital frames of augmented reality

Characteristic Explanation

Place Context as an interface Expanding reality space Reproducing potential space

Self-somatization

Making the movement of the
observer free

Affecting user behaviors

Not being perceived as
intermediary

Personalization

The surface of the space is
moved by individuals

Creating a space that is
constantly reconstructed by

the user

Personalized with different
sizes and numbers per user




7 A4 UAE Zads 88 HA e rEH A
T7rol dAH AFe BAFE stolHujsfF T4 AT7oA duE 74 A4 gAE Y
(Hypermediacy) ¢! 445 Zt=vHKim, 2011). s} 2 72 5A0EN FaA, A7 AAs 17
ol AA 7o odde EHU HdE JRISE VIVt R AFAQ] i deiEd)
Atk olmA e TS Fal vivelzh g olde] ¥ @d =ZH < MES dol A o
FxrAoE AT F deAd FIE Vole gAEgelde Hstd P FHE Alxste
545 Belth 74349 gAY zgde 34 o w JPsidich web B Ao #F 7
S AFE e FeAgs Foll AAA R 82 (Fig. 83 ol AA, 57 A4 vAd
S48 g4E PIRAAE S B w46 zZQd Sl AAEHE AA 7 olmAd JAAAH
A oz, v gFA ogne] FxH I of AZ" Mgl A ovA ARE AR
Adsta 718 Za Yl e 293 A= SHICZMN, B F3H A we} thzts)
& AxA AAR Axgich He d4d 37 5 A A de2EY 0
el F7F ¥l A Estes stk 24, 4
M. =Z sAlo| CIX|E =g|ale 4 o FAleld S olddte A dY2EH 0]
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= AR =R - Z 7<) 23 27
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< T3 Wslsle tAdE zH Y] S4s e WA derEG o)A MES 27 AES =2
2 g il de2EH oA e 53 F7 s=d 298t A utoz #ae] 9d =g
Mades Afste A4FS NEassi o ol% shsAF shaA HAAo wel 7)deick
B oo gid dyAEFM FIE J)FL O2A AFAEE Zade 444 EA4L AF
Digital Frame of Augmented Reality
3D virtual fashion images Creation of

+

Interactive & immersive

Real time & space images digital Frame
ClLo3D Marker Unity3D
PoserPRO Installation Vurofia

Expansion of time and space

Self-somatization

= personalized fashion illustrations
by variable setting of digital frame

Image creation and storage
with a bullt-in camera
of mobile phone

Personalization

(Fig. 8) Process of creating fashion illustration using the digital frame of augmented reality
(illustrated by reaearcher)
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{Fig. 12> Fashion illustration works using a park space as background
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{Fig. 13> Fashion illustration works using space of exhibition gallery as background

- 100 —



M

=

=

o
=
ﬂW oxR
AR
T B
o5 N
N
ﬂ ojw
B

I
o)
Wo N
o ~x
7 )
o R
N

i A
L]
T "
oW N
T

A" 7lee] &l wetk ¥

SEE RIS

£

B
U
o

KO

K
o)

—_

o
™
2]

i

ek

o
==t

7

2|99

Al Ztel & o] A €]

A
L

3}

3}

0

ol
B
ofw
ﬁo
o
4r

.

0

)
jating
o

Z gA

gate] o

5]

FaL A

HAEH e FeE BAL

o<

™
i
oj
b
Hr

juy

BN

EAL

o YA

Al
He A dAaEdo]

4@

1.

=

1=
=

A

ol M A d2EGIA Zobrt

VS
=i

s

o] R34

Jo
.

w_e

o
™
2

€}
=

g Zdgos At 59

~
H

Mo

Igle] A4

LLo
JE =

o) A&7t ArEA olEEL

1e F0MARA AZEA

[
A=

7]

o
R

A W B

ol 714

|
iy
110

<

2

L
L

oM Hloju AAl 2% FAEAM I7F B

A

i

oz Ao o

4 744

= A¥

3

F

B

s

—_

&
=~
)
0

Jo

oF
B
22!

Mo

Mo
A

ofi

AAE o deAFozMe] A d2EY o]

1l
=

SAE

Jo
—_

Deleuze ©f u}
7, on]

References

N

3 HgelA Az A% Aol e Rz

H
H

il

A survey of augmented reality.

Azuma. R. T. (1997).

30 (Kim & Kim,

6(4),

Teleoperators and  Virtual Environments,

355-385.
Byeon, J. K. (2013). Aesthetics of frame construction -

2EGolde] FH Wl E=dFoER FARLO]

“Spacy”. Journal of

focusing on the Ito Takashi's

Korean Society of Media & Arts, 11(1), 149-164.

SEEERIEEEDE R

4 uA 2%

X
L
9T 5L 5

w233}

Frame. Book2l. Republic of Korea:

(2010).

Seoul. p.11.
Frame (2018). Oxford advanced learner’'s English-Korean

Choi, I. C.

- =
T L

dictionary.
Jean, H. S. (2009).

Tactility of body in new media art.

- 101 -



Nkt 25684 39%

Jung,

Kim,

Kim,

Kim,

Lee,

Lim,

Paek,

Park,

Park,

Son,

The Korean Society of Art History, 33, 359-388.

H, J, & Yoon, J. E. (2017). A study on the ex-
pandability of meaning delivery of exhibition space
using digital art. Journal of the Korea Institute of
Spatial Design, 1X3), 271-283.

C. S.. & Kim, K. 1. (2011). A reanalysis on frame
by Gilles Deleuze's terriorialisation. 7he Korean
Society of [llustration Research, 29, 25-34.

J. K. (2011). Study on virtuality and subjectivity
of augmented reality in media remediation. Journal
of Digital Contents Society, 12(4), 519-530.

K. M. (2012). A study on the aesthetic character-
istic of digital cinema - focused on the conceptual
change of the "Frame”. Asian Cinema Studies,
5(2), 167-185.

E. A. (2017). Virtual reality and body - A study
on the relationship between digital images and au-
dience (Unpublished doctoral thesis). Seoul National
Univertisy, Republic of Korea.

. J. H. (2009). A study on the multi-space method

in fashion illustration. Journal of Korean Society of
Clothing and Textiles, 33(4), 644-654.

. J. H, & Lee, E. H. (2010). Augmented reality as

an emotional communication media on fashion
communication. Society of Korea Design Trend. 32.
7-20.

S. K. (2017). A study on Zlst-century visuality
characteristics changes and expansion of digital
frame. focused on digital media art works
(Unpublished doctoral thesis). Hongik University,
Republic of Korea.

D. E. (2015). Reconsideration of contents composi-
tion based on post-frame and space expandability
(Unpublished doctoral thesis). Sungshin University,
Republic of Korea.

J. K. (2007). A study on the digital exhibition
space’s expansion of the corporeal frame. Journal
Korea Society of Visual Design Forum, 16(0),
197-208.

J. K. (2014). A study on visual regime based on
media integrated cultural contents - focusing on
interactive webtoon. Korea Science & Art Forum,
26, 249-259.

Y. S. (2007). A study on the hors-champ of the
photography: reconsideration of the signification in
the photographic frame. 7he Journal of Image &
Film Studies, 10, 325-343.

Sung. K. S. (2004). A study on the characteristics of

fashion expression after the 1990s - focusing on
the link between fashion trend and characteristics
of postmodernistic fashion. Journal of the Korean
Society of Costume, 54(1), 109-123.

Whitaker. R. (1970). The language of film. Englewood

Cliffs, Prentice-Hall. New Jersey. p.32.

Yi, W. K. (2013). Composition of “actual & virtual”

space through the lens of “basic design and art”.
Journal of Basic Design & Art, 14(5), 387-395.



	증강 현실의 디지털 프레임을 활용한 패션 일러스트레이션
	ABSTRACT
	Ⅰ. 서론
	Ⅱ. 이론적 배경
	Ⅲ. 증강 현실의 디지털 프레임을 활용한 인터랙티브 패션 일러스트레이션 기획
	Ⅳ. 결론
	References


