














Designer:
Iris Van Herpen
Studio XO
Suzanne Lee
Lauren Bowker
[...]

Function:
Dresses
Jewelry
Accessories
[...]

MaterialUsed:
Fabric
Biofabric
Wood
Fur
Acrylic Paint
Paper
Feathers
Metal
[...]

MajorFabricationUsed:
3D Printing
Sectioning
Paneling
[...]

SoftwareUsed:
3dsMax / Rhino - Grasshopper

https://www.pinterest.com/pin/236579786651399034/ 

DIGITAL FABRICATION IN 
FASHION INDUSTRY



THE BODY IN DIGITAL FABRICATION 
AGE

The greatest challenge of fashion design 
in the age of digital technology, above all, 
is to save the special relation to the body 
because the fashion items are the closest 
design objects to the human body.

http://www.lookatme.ru/mag/live/fu-
ture-research/193733-materials



SECOND SKIN

Studio XO tries to speculate on the theme 
of “second skins” by introducing comput-
er generated membranes that repeat the 
silhouette of the body in great detail.

http://www.lookatme.ru/mag/live/fu-
ture-research/193733-materials



FASHION INDUSTRY IN THE AGE OF 
DIGITAL FABRICATION

More and more  fashion is trying to go be-
yond the style and formal expressions and 
explore the very materials and structures 
and new ways of production.
In most cases it comes down to the idea of 
mimicking nature by the means of digital 
technology.

https://www.youtube.com/watch?v=XCsGL-
WrfE4Y&index=58&list=PLbu0gpM3PgMZk-
asV7rwdKYM0cwqk4EIG0



FABRICATION

 
In terms of manufacturing and production, 
it is not radically different from the large-
scale 3D fabricated products. Fashion 
items are produced by the means of not 
only 3D printing but also by paneling, sec-
tioning etc.

https://www.youtube.com/watch?v=XCs-
GLWrfE4Y&index=58&list=PLbu0gpM3Pg-
MZkasV7rwdKYM0cwqk4EIG0



LAUREN BOWKER

While fashion moves faster and faster  the 
concept of clothing hasn’t changed much 
over 100 years. Textiles still cover bodies 
and signifiy social code, fabrics are still 
sewn by needles and soled in stores.

http://static.standard.co.uk/s3fs-public/
thumbnails/image/2015/10/22/11/35lau-
renbowker2110a.jpg



LAUREN BOWKER

 With the emergence of advanced digital 
fabrication and design tools 1.7 trillion 
dollar industry now is going under chang-
es. Designers now tend to go beyond style 
shifts and be [inovative], to shape the next 
big step in fashion history.

http://static.standard.co.uk/s3fs-public/
thumbnails/image/2015/10/22/11/35lau-
renbowker2110a.jpg



LAUREN BOWKER 

Unlike architecture that is designed and 
produced by the means of digital fabri-
cation, fashion is more free and has more 
room for simulations that can be produced 
much faster.

https://s-media-cache-ak0.pin-
img.com/736x/ed/04/8b/ed-
048be7ece91d363466d296f6de115b.jpg



LAUREN BOWKER

 Designers as Lauren Boweker experiment 
not only with a shape of the design but 
also with texture and color. 
In tic case,  Lauren Bowker uses the 
technic of sectioning to create the desired 
structures. 

https://s-media-cache-ak0.pin-
img.com/736x/ed/04/8b/ed-
048be7ece91d363466d296f6de115b.jpg



LAUREN BOWKER 

 In the case of this particular designer, 
color is extremely important. 
In most cases the shape simply tries to 
repeat natural structures. Her works are 
extremely structural. In some pieces, they 
have a more soft silhouette , in other cases 
more hard.

http://seetheunseen.co.uk/



STUDIO XO

 In the there attempt of merging fashion 
and technology, Studio XO thinks of itself 
as inherent designer studio and tries to 
make science fiction a science fact.
As a result, they produce something that 
they call ‘‘Digital Couture’’ experiaces: 
clothing and accessories that are interac-
tive and evolving.

http://www.hercam-
pus.com/sites/default/
files/2013/04/25/futdes_01.jpg



‘‘ANONOMY’’

 The ‘‘Anonomy’’ is one of such examples 
of interactive garments. The process is 
almost always the same. First comes the 
coding than fabrication in the same studio. 

http://www.studio-xo.com/



SUZANNE LEE

While most of the designers in the fashion 
industry are occupied with creating in-
teractive clothing and innovative designs, 
Suzanne Lee is more concerned with the 
material itself. Her method of production 
starts wit producing the fabric itself. It is 
more close to brewing beer or making food 
than a fashion design. The fabrics are 
grown first in the small containers, filled 
with sugar, acid and some bacteria. Then 
the grown material is colored and died, 
processed trough laser cutting machine 
and finally sewn into a dress.

http://klear.com/profile/Biocouture



MATERIALS

This is a thesis project of a student of  
USC School of Architecture. It is made of 
acrylic pain. As can be seen in this exam-
ple, sometimes in fashion materials go far 
beyond expectations.

https://www.youtube.com/watch?v=g-
82Zw2ZKSmE&list=PLbu0gpM3PgMZk-
asV7rwdKYM0cwqk4EIG0&index=59



SOLIDS AND ‘‘FASHION SCULP-
TURES’’

One of the main branches in digitally fabri-
cated fashion items is so called ‘‘Solids’’. In 
this case, the whole piece is 3D printed and 
is hard and unbendable, The tendency of 
creating such pieces is constantly growing. 
Solids are more dominant in fashion today 
than any other type of Digital fabrication.

http://www.irisvanherpen.com/



SOLIDS AND ‘‘FASHION SCULP-
TURES’’

Something characteristic for such piec-
es is the hard silhouette. Neverthless the 
surfaces generated digitally in the case of 
3D printing allow greater detailing as the 
production itself can allows highly intricate 
designs.

http://www.irisvanherpen.com/



‘‘ANTISOLIDS’’

The second branch of fashion desigs is  
‘‘Antisolids‘‘. Digitally fabricated fabrics 
have a feeling of fading a special transpar-
ency. Unlike solids, these pieces are made 
from many separate details combined 
togeather. Sometimes every piece is a 
separate 3D object.

http://media.gettyimages.com/photos/
model-presents-a-creation-by-dutch-de-
signer-iris-van-herpen-during-picture-
id159837773



MORPHING

Another example of ‘‘Solids’’ are 
pieces created by morphing. Althow 
the pattern is not the same all over 
the piece and the size of details 
change, nevertheless, it utilises the 
familiar principle of using one shape 
and morphing it over a chosen sur-
face.

http://www.irisvanherpen.com/



IRIS VAN HERPEN

In her works Iris Van Herpen uses all kinds 
of materials,.Originally famous for Digitally 
fabricated Fashion desigs, she dares to 
implement the digital techniques on such 
materials as furs and feathers.

http://www.irisvanherpen.com/



‘‘MIKROMorphs’’

The same principle of morphing is in this 
case implemented in smaller scale. Com-
pared to other pieces, this particular exam-
ple is a  transition between ‘‘MORPHONS‘‘ 
and ‘‘SOLIDS‘‘. 
The method of production is 3D printing.

http://www.irisvanherpen.com/



SECTIONING

In fashion items as well as large scale 
projects, the paneling technique is vastly 
implemented. The choice of material is 
sometimes limited because not all types 
of fabrics are stiff enough to work with this 
technique.

http://www.irisvanherpen.com/



SECTIONING

The used materials can vary from organic 
fabrics to paper ,leather, synthetic fabrics 
and plastics.

http://www.stylefull.com/wp-content/up-
loads/2011/07/44-Iris-van-Herpen-Cou-
ture-Fall-2011.jpg



SECTIONING

Depending on a design the shapes of pan-
els can be strictly geometric and organic, In 
this particular case, each panel is fluid and 
has an organic shape. 

http://www.irisvanherpen.com/



PANELING

Another method is paneling. In this partic-
ular example first, the jacket was designed 
from leather. Then the panels had been 
generated and finally after laser cutting 
the whole piece has been assembled and 
stitched. Wooden panels have been fixed 
in place on the leather with simple trends. 

https://www.pinterest.com/
pin/537195061775649039/



PAPER CLOTHING

More and more designers are trying to 
explore new materials and most impor-
tantly they are used in digital fabrication. 
In Case of paper, it is easy to tune it into a 
stretchable material. the structure on pa-
per allows it to behave like fabric. The only 
disadvantage of such material is that paper 
is not durable enough by itself.

http://36.media.tumblr.com/
c3296f42edfdd6c4e975089eba6a7d4c/
tumblr_kzizzd1fx81qbssxvo2_r1_1280.jpg



SUCULPTED FUR

By the means of digital design and fabrica-
tion even fur can be sculpted. 

http://payload110.cargocollective.
com/1/9/294078/4503688/sculpture%20
fourrure-2P.jpg

http://payload110.cargocollective.
com/1/9/294078/4503688/sculp-
ture%20fourrure-3P2_2000.jpg



4D DESIGNES

Another tendency in fashion design is 4D 
design. These are structures that are capa-
ble of forming themselves into final pieces. 
This particular example has been entirely 
3D printed in powder printer. Composed of 
multiple pieces , the dress is not stiff, it is 
dynamic and has a soft feeling. The goal 
was to create a fabric that would be solid 
and soft at the same time.

http://www.dailymail.co.uk/femail/arti-
cle-2873320/Is-future-fashion-4D-dress-
created-using-printer-unveiled-takes-48-
hours-costs-1-900-make.html



JEWELRY IN THE CONTEXT OF DIGI-
TALLY FABRICATED FASHION

Unlike other branches of fashion de-
sign, jewelry design is more formal and 
less experimental. The major technique 
of production is 3D printing. The jewelry  
production, one can say, is more trapped in  
the demands and the capacities of the tool 
than any other branch of fashion design. 
As a result, jewelry production becomes 
a conveyor of ‘’shiny things’’ with complex 
geometries. 

http://ldvc.net/Splint



http://ldvc.net/Splint

MATERIALITY IN DIGITAL FABRICA-
TION

Jewelry items are mostly ‘’Solids’’. In most 
cases even a mere manipulation of surfac-
es. 
Material wise jewelry is mostly made of 
plastics in case it is 3D printed. But in 
some cases the 3D printed piece is trans-
lated into another material like metal, wood 
or glass. 



DOMINANCE OF FORM OVER ES-
SENCE

In most cases we witness a collection of 
Irrelevant geometries wich are not sensitive 
to human bodies. 

http://www.irisvanherpen.com/

https://www.pinterest.comp-
in/64317100900825463/



SURFACES

Nevertheless, apart from sculptural pieces, 
there is another subgroup of digital de-
signed and fabricated jewelry that focuses 
on surfaces.

https://encrypted-tbn0.gstatic.com/imag-
es?q=tbn:ANd9GcRzO4LR9Qcr0NIKBur-fSk-
1FW2DMYW-mg9C-qXbZ-NVen8lgptm-w



SIMPLICITY IN DIGITAL FABRICATION

As a result of my research, I came to realise 
that most elegant and intriguing pieces 
sometimes are very simple and not over-
complicated. 
Most importantly, forms that have purpose 
are more esthetic than the ones that are 
derived from nowhere.

http://in-spaces.com/gifts/shop-by/3d-
printing/



https://www.pinterest.com/
pin/392024342536665662/

SOLIDS IN JEWELRY

As a matter of fact, 3D printed jewelry is 
majorly a display of form, a form that was 
produced simply because the software and 
the digital production tools allow certain 
things.



WHAT IS JEWELRY

In a case of jewelry as in Fashion design, 
in general, the classification of design  is 
becoming more and more difficult. Some-
times it is hard to identify whether the 
piece is a neckless a ring or a bracelet. 
Therefore, the is no one definition of jewel-
ry in nowadays.

https://www.pinterest.com/
pin/246994360784670455/
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