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ABSTRACT
Traditional sketching with pen on paper can be seen as to visualize 
the memory. Limited to a framework of influences, experiences and 
ideas the outcome will result in something already known.
In searching for knowledge an experimental sketch method 
counteracts this framework. The aim of this work is to explore morph 
animation of archetypical garments. Shape interpolation in Adobe 
Flash software makes it possible to calculate the way between two 
silhouettes. The result is a third silhouette, a morph of selected 
garments and depends on where the animation is paused. The 
work also deals with the gap between visualize(sketching) and 
making(construction/realization). 
In the investigation a new way of using animation as an sketch method 
have been found. Also how to use computer based 3D sketching in 
fashion design and an alternative construction method based on 
paper craft techniques have been developed. The collection 
consists of garments based on a morph between a classic skirt and a 
blazer to discuss new visions and possibility’s in fashion. Can the way 
we sketch, construct and produce affect garment definitions? And how 
could the findings in this work being used in a commercial industry.





Cotton blazer, represents the background garment.
2D flat sketch skirt in cardboard attached to transparent 
plastic material.



3D cardboard silhouette. 
Black leggings and tan body.



Negative cardboard silhouette. 
Black spandex body underneath.



50% skirt/50% blazer
Cardboard outline covered in elastic lyocell. 
Spandex body and black leggings.



Chiffon skirt with a white ribbon, represents the background garment. 
Spandex body underneath. 



Side panels in foam and cardboard outline. 
Garment underneath moulds into the same shape.
Tan spandex body.
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Plastic front attached to nearly invisible 
plexiglas silhouette. 
Front side pants attached to body and plastic.



KEYWORDS
MORPH ANIMATION
2D AND 3D
SIHOUETTE
ARCHETYPE
EXPERIMENT
SKETCH TECHNIQUE



CONTENTS

ABSTRACT ..............................................................2

KEYWORDS .............................................................11

INTRODUCTION ................................................13
  MORPHING .............................................................13
  MORPHING IN FASHION ...................................13 
  MORPHING AS AN EXPERIMENT ......................15
  MORPHING AS EXPERIMENTAL SKETCHING .........17
  SKETCHING IN GENERAL, 2D/3D ......................17

AIM - MORPH ANIMATION OF ARCHETYPICAL GARMENTS.......19

DEVELOPMENT ................................................20
  METHODS .............................................................21
  MORPH ANIMATION ................................................21
  COMPUTER BASED 3D SKETCHING ......................22
  CONSTRUCTION OF A 3D SKETCH ......................23
  MATERIAL .............................................................24
  COLOUR .............................................................25
  AESTHETICAL ISSUE  ................................................26
  MORPH RESULTS ................................................26
  2D ..........................................................................27
  3D ..........................................................................28
  BETWEEN 2D AND 3D................................................29
  SUSTAINABILITY ................................................30
  RATIONALE .............................................................31
  CONCLUSION/SUMMATION ...................................32

DISCUSSION AND REFLECTIONS ......................33

REFERENCES .............................................................35

APPENDIX .............................................................36
  CRITIQUE - INA HJELTE BA DEGREE WORK i.dress .........36
  VISULIZED CRITIQUE ................................................37



INTRODUCTION

MORPHING
The definition of Metamorphosis according to Nelson (2003) is to
change form. In nature Metamorphosis is constant through pressures 
and temperature or in chemical environments.
In a aesthetic way metamorphism have been an inspiration in movie 
productions. The special effect morphing have been important in  
technical and aesthetical solutions. (‘Morphing’ 2012)

MORPHING IN FASHION
In a practical and technical way has morphing been used in fashion 
before. Hussein Chalayan uses morphing in real-time in the 
collection, One Hundred and Eleven. Mower (2006) describes the 
collection: 
“The girl walked in and stood stock-still, dressed in a long, 
high-necked corseted Victorian gown. Then her clothes began to 
twitch, move, and reconfigure of their own accord. The mono-bosom 
top opened, the jacket retreated, the hemline started to rise, 
and—finally, amazingly—there she was, wearing a crystal-beaded 
flapper dress: a woman propelled through fashion history from 1895 to 
the twenties in the space of a minute.” 

In a interview during Chalayans exhibition at Design museum (2009) in 
London Chalayan include the technology in One Hundred and Eleven 
when he answer the question, which collections are the most 
important to you? 

IMG 1



We also find morphing in Cp company’s work in a more practical way. 
“The ‘Parka’ is made from an airtight polyurethane material that 
enables it to inflate into a one-person armchair when the wearer needs 
to recline. The compressor pumps up the shoulders and collar to form 
the chair’s back, while the sleeves become armrests and the rear 
panel morphs into a seat cushion, allowing the wearer to stay 
comfortable while camping out in ticket lines, watching sports games, 
or take it to the beach. The ‘Foldaway Hammock Jacket’ from the 
Urban Protection range has a similar function. It stretches into a sleek 
hammock, comfortable enough to sleep in all night, or for children to 
take a nap in.” Quinn (2002) 

IMG 2



MORPHING AS AN EXPERIMENT
Morphing can be and has been done in many different ways. By 
drawing or with help of different equipments. By knowing the result or 
as an experiment where you want a result. 
Different types of experiments are explained by Key (1997) and are 
applied in many fields as an important method to gain knowledge. In 
psychology for example researchers explore peoples behaviour under 
a certain condition for example a sound. The researcher has control 
over the sound that affect the result. 

Unlike analogue morphing for example where you might transform two 
objects into one through layers with two projectors or the earlier 
described methods, the morph in this project is a controlled 
experiment that gains unknown information. A software called Adobe 
Flash is used to animate and calculate the way between two 
garments silhouettes. It’s possible to have theories of what may occur 
but the software does not always take the most logical way between 
the garments. For Flash the garments are just shapes. There is no 
relation to garments which makes the experiment more interesting and 
abstract. This will be described more under development at page 21.



We also see a lot of experiments in art. Malmö Konsthall (2011)
describes:
“In the work of Walead Besty transparency is essential - how a work is 
produced and by whom - and since 2005 he has both in shape and in 
the titles of his works 
emphasized the production process itself. In Travel Pictures 
(2006/2008), he discovered that he could take advantage of the 
chance when he produced his photographs. He noticed how X-ray 
machines at airport security checks affect the unexposed film and 
began to include travel as a method in his artistry. What appears at 
first glance looked to be discoloration and damage to the film (caused 
by X-ray devices) developed an ongoing multi-faceted series in which 
the situation around the works - the production or transportation of 
works of art and the artist’s journeys - manifested itself in a direct way, 
which led in his study of transparency in new areas. 
These ideas also apply to his sculptural Fed Ex-works, which have 
titles after their travels from exhibition to exhibitions”. 

There are some similes in our processes. Just as Beshty records, and 
highlights the hidden activity during the transportation of an object 
from selected cities. I highlight the journey between selected 
garments.

IMG 3
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MORPHING AS EXPERIMENTAL SKETCHING
Traditional sketching with pen on paper can be seen as to 
visualize the memory. It could be something experienced or observed 
that comes out in a mix on paper. Limited to a framework of influences, 
experiences and ideas the outcome will result in something already 
known. To counter this framework an experiment can be used. To use 
morphing as an sketch method in searching for knowledge instead 
of showing a transformation that already are known like in the work of 
Chalayan and Cp company that been mention earlier.

SKETCHING IN GENERAL, 2D/3D
Two dimensions (2D) means that there are two dimensions: height and 
width. A computer screen, for example, can only draw the two 
dimensions, even if it can draw it in a way that makes it look like 3D. 
Two-dimensional object lacks depth, which is the third dimension. 
(‘2D’ 2012)

3D, a short form for the three-dimensional, stand for the property that 
have so far in three dimensions (the length, width and depth). (‘3D’ 
2012)

When looking into sketch techniques in different field’s, architecture 
and industrial design differs from fashion. In fashion sketching from a 
2D front perspective is common while in architecture sketching in 3D 
is a leading way of sketching. It is interesting because the finished 
product is in both cases a 3D shape. However there are people in 
fashion that live sketch in 3D for example Vivienne Westwood who 
treats the fabric as a living organism by sketching right on the 
mannequin instead of pen on paper.



To construct a building based on flat sketch technique would be 
impossible but for example a blazer or t-shirt may not a big problem. 
We all know how a blazer looks like and we know how to construct it.
But lets say that the shape/sillhouette can’t be related to a certain 
garment. Then it could be a problem. The gap between vision(sketch) 
and making(construct/realization)
How does the side silhouette in a 2D sketched shape look like?

When working in Flash with animations garments are in 2D silhouettes, 
they have no volume/depth. So how to show/ interpret the silhouette on 
a body?
It is possible to morph 3D objects in a 3D software but it is extremely 
time consuming and the project would be all about study and creating 
3D models. 

The Japanese architect Yoichi Yamamoto plays with 2D and 3D in the 
installation, “2D/3D Chairs” in Issey Miyake’s store in Tokyo. 

“2D/3D Chairs Installation by Yoichi Yamamoto Architects.
The backs of the chairs stand up from the stage, while the legs of the 
chairs are drawings on the floor of the stage. If you look at the 
installation from one point in front of the shop window, the back of the 
chairs, which are three-dimensional objects, and the legs of the chairs, 
which are two-dimensional drawings, meet and create a single figure. 
We expressed Issey Miyake’s “from 2D cloth to 3D dress” philosophy 
in our installation”. Frearson (2011)

Also in fashion designers like Martin Margiela works with 2D and 3D 
perspective. For example Margiela´s spring 2011 rtw collection that 
making fun of the 2D focus (that today’s fashion industry embrace 
when it comes to sketching and construction) in relation to the 3D 
body.

IMG 5

IMG 6



AIM
The aim of this work is to explore morph animation of 

archetypical garments in relation to the body.



Garment 3D

Input silhouette 2D

A

MORPH animation

Garment 3D
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   I Select two garments
  II place silhouettes in 
     software,
     (A)in the beginning
     (B)in the end
 III Run shape-animation(morph) 
IIII X=result silhouette
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METHODS

MORPH ANIMATION
First step in the process is an experiment to get a base silhouette to 
work on. A morph between two garments. An interesting way to do 
this found out to be by shape animation in the software Adobe Flash. 
The outline of selected typical archetypes in fashion is added in the 
beginning and in the end. The software calculates the way between 
the to garments through shape animation. This makes it possible to 
explore the whole transformation from for example a skirt to a blazer. 
Of course the result is the software’s definition of garments. Morphing 
with other methods or experiments would probably end up in a totally 
different expression.  

In comparison to humans Flash has no feelings, memory or relations 
to garments. Adobe Flash treats the garments as just shapes. This 
makes the experiment more interesting and abstract. 

The result, the third shape, is where the animation is stopped. 
The animation is generally paused somewhere in the middle where 
one garment goes into another. Where the shape still having clear 
references but is hard to define as one certain garment. But some 
cases just a small change can be as much interesting.
Using snapshots from the paused animation a  silhouette sketch is 
made.



COMPUTER BASED 3D SKETCHING
Depth is what differ 3D from 2D. One way to deal with the gap 
between a flat 2D sketch and realization is to continue the sketching 
by adding volume to the 2D silhouettes. This can be made in a 
computer based 3D environment. When sketching in a 3D software, 
(an fast alternative to 3D sketching in reality), it is possible to rotate the 
garment and get a view from all angles, it’s even possible to go 
inside and study the shape of the garment. Comparing to flat 
sketching where this would be nearly impossible cause of time the 
fastness in this method opens up for many interesting ideas. 
Especially the side perspective that is a major issue in this project. It 
also gives a good overview when working with for example volume.

To treat the shape as just pure shape, an object instead of a garment. 
And not be distracted or limited of today’s body ideal, the sketching 
starts without any body references.

The piece is designed as a random artefact. The lack of body 
references gains ideas but on the other hand it is important to not 
forget that the shape somehow has to fit on a body. Therefore a model 
was imported to the software to visualise fittings. Scale and depth of 
the shape is adjusted but the original silhouette shape remains the 
same.



CONSTRUCTION OF A 3D SKETCH
Using a paper craft based construction method it I possible to unfold 
the 3D object into a 2D pattern. Pepakura software allows you to 
import 3D models in this case the garment and make a printable 
pattern of it. How the garment will be constructed depends on where 
the user decide to place openings, folds and cuts. The finished 
pattern comes out with number that instructs attachment and folds. 
It is possible with a large-scale printer to print the pattern in right size. 
Another way to scale up the pattern in the right size is by using a 
simple overhead/projector that exposing a attached paper on the wall 
and then drawn it by hand.
This method is not about saving time but it really does. It’s a way to 
investigate alternative methods to traditional constructing systems. A 
system based on construction methods and sewing techniques that 
has been used for a very long time and often results in an expression 
with certain aesthetics.



MATERIAL
The choice of colour is based on experiments. This work is not about 
finding new materials it is about to see the potential in basic material 
that surrounds us in daily life like plastic, cardboard, foam and basic 
textiles.

A stiff garment have to be strong without getting heavy. A construction 
consisting of a light flexible foam core with a strong cardboard profile 
makes a strong and light structure. Plastic is used to unhide 
constructions and the chiffon needs against the stiffness to get a 
balanced flow.



COLOUR
The colours black and white results in a clear shape to study and 
prevents distraction of a certain colour choice. If chosen for example 
the colour yellow it is easy that it may result in, what is that big yellow 
thing? In contrast to black/white or deep colours that we are used to 
when study for example geometry. In the work the colours black, deep 
blue, white is used to communicate shapes/silhouettes and the colour 
tan is representing the body. How we use colours and what colour we 
use in fashion can have significant effect. Two interesting ways to see 
shape vs colour are the two following quotes . 

“The brain acknowledges and remembers shapes first. Color is the 
second in the sequence. The brain takes more time to process 
language, so content is third in the sequence behind shape and 
color.” Wheeler (2009)

Angela Wright:
 “Colour is noticed by the brain before shape or wording. Since such a 
high percentage of our response to colour is unconscious, brands are 
sending a message to consumers whether they know it or not.”  
Mortimer (2004)

However this could be the base of a whole collection and the work 
cant deal with everything but it is interesting and it have affected the 
work when it comes to highlight or to hide.



AESTHETICVAL ISSUES

MORPH RESULTS
The process starts with a morph experiment where two garments 
imports and a third one exports. To morph two amoeba shapes will 
result in another amoeba, there will be no usable result. Therefore the 
choice of classic archetypes that makes the investigation of 
garment definitions clear and interesting. In most cases the 
animation is stopped somewhere in the middle where the silhouette is 
on the border to another. But in some cases depending on what to put 
in just a small change can be as much interesting.

How to present the morph result?
How is the silhouette fitted to a body and how does it look like from 
different angles?



2D
The morph result is a flat sketch. One way to construct the garment 
is to basically make the flat sketch, (2D silhouette) and attach it to 
the body. It could also be integrated in different ways by using fabric. 
After several experiments with different type of materials the very stiff 
materials in contrast to soft fabrics gave interesting results.

EX1 

EX2 EX3 

EX4 



3D
Another way is by adding depth and expand the flat sketch to a 
garment with volume. This procedure not only result in a unique 
expression it also investigate great sketching techniques from other 
design fields. 

EX5 

EX6 

EX7 



BETWEEN 2D AND 3D
To take it even further. Is it possible to make a garment with no front 
and back, just focus on side panels and the contour? A garment that 
allows you to see the inside and right thru the garment. This will open 
up for new aesthetical expressions. To work with just deepness and 
the silhouette outline but still having a strong vision of a front and 
back. Then it is possible to mix different garments without loosing 
them as you normally do in layer on layer combinations.

In this combination the stiff contour garment sets the outline and the 
garment underneath/inside the volume. The composition could be 
seen as a second morph as the stiff contour affects the collapse and 
weight of the soft garment inside. Almost like the soft garment is mould 
inside the outline. 

Another way to get a similar effect without adding depth to the silhou-
ette is to use a transparent elastic material. A garment made of a stiff 
flat silhouette but where the elastic part lets the body come thru. 

As the stiff outer garment creates space between body and dress the 
walls can be used to attach or fix different drapes and silhouettes of 
the inside garment. A space that normally just exists between garment 
and outer space is basically moved into the outfit. This maybe result in 
an overworked project and deals with something else.

EX8 

EX9 

EX10 



SUSTAINABILITY
Material that been used are chiffon, cardboard, spandex and plastics.
All these materials are available green on the market. For example 
plastic and chiffon made of recycled pet and cardboard are made of 
recycled material. However when buying material to this work 
people in store not always can guarantee where the  product is made 
or whether it’s a sustainable material or not. 90&% of all cardboard 
that been used during experimentation is guaranteed eco friendly and 
made of recycled material from the paper industry. Mostly all of the 
plastic are leftover/waste material from different company’s. The 
plastic material could also already be a recycled material if it’s made 
of pet.
This project doesn’t  deal with whether the garments can be washed 
or not as they are not made for daily use. They don’t need to be 
washed. 
The collection is sustainable in that way they could be seen as 
exhibition objects, pieces in editorials, show pieces and so on. Also 
cause the lack of trend factor, they are not follow the trend system.



RATIONALE
The experimentation gained numerous of interesting material and ideas. 
Below follows the most important experiments. 

EX1 was chosen because of the representation of flat sketching 

EX2 was not chosen because of the strong but unclear expression

EX3 was not chosen because of the too obvious aesthetical expression

EX4 was chosen because it´s represents a 2D/3D expression

EX5 was not chosen because the construction was to advanced

EX6 was not chosen because the wrong choice of material 

EX7 was chosen because the strong 3D expression in shape 

EX8 was chosen because the construction represents of what differs 2D 
from 3D 

EX9 was chosen because it´s shows on new aesthetical expressions 

EX10 was not chosen because the experiment is overworked



CONCLUSION/SUMMATION
The most important results found out to be garments that represent 
simplicity and clearness rather than complicated pieces. Garments 
that show a vision and possibilities in fashion was chosen rather than 
functional ready to wear garments. To present results from different 
morph animations in one collection turned out to be confusing. For 
that reason the collection focus on one morph. To morph two amoeba 
shapes would result in a third amoeba. Therefore the choice of a 
classic skirt and a blazer that makes a clear and interesting 
investigation. The collection include both the original garments and 
the garments that have been morphed to show the hole study. 
To counter a too perfect and sterile expression a mixture between the 
perfect and edgy was needed. As well as both stiff and loose 
materials to get a balanced expression.



DISCUSSION/REFLECTION

CAN THE WAY WE SKETCH AFFECT THE DEFINITION OF GARMENTS
To use Adobe flash as an platform is a good way to gain sketch 
material. Maybe too inspiring as the outcome silhouette has to 
somehow fit a body. To take the work even further a 3D morph 
software and time would be interesting instead of sketching in 2D.
As mention earlier to construct a blazer or a t-shirt based on a flat 
sketch is not a problem. We all know how a blazer looks like and we 
know how to construct it. A standard blazer or a t-shirt always has the 
same construction. That’s why the gap between sketch and realization 
not is problematic. Often there are no silhouettes/shapes that can’t be 
related to a certain garment archetype. 

As the idea behind the work is to explore morph animation to come 
up with something unknown as an alternative to traditional sketching 
(where the outcome results in something already known) this became 
an important issue in the work. 

Mostly because the morph result in a sketch with two references but 
also because the outcome is just outlines of a garment.
How does the side silhouette of 87% skirt and 13% blazer look like in a 
2D sketch? To deal with this issue the work explores different relations 
between the body and silhouette.  

Another interesting aspect is the definition of two morphed garments. 
For example the 87% skirt and 13% blazer. If the silhouette result in a 
skirt or jacket is highly individual. A tailor will probably recognize 
references from a suit jacket details already in the beginning of the 
morph and define the silhouette as a type of jacket. While another will 
define it as a skirt as the overall silhouette reminds of just a skirt. 
However this could change dramatically by a simple thing as where 
the silhouette is placed on the body.

SKETCHING IN SKETCHUP
The choice of fabric has a major impact on shape when constructing 
garments. When sketching 3D in SketchUp software weight and 
gravity in material can’t be made. The shape is stiff and it is not 
possible to simulate for example draping effects. 
To have theories of how different materials act in different shapes may 
not always be hard. A stiff material will remain the shape while a soft 
or lightweight material will result in a collapsed shape (see outfit nr. 
6), but some material do not appear as in theory. Also the lack of real 
space in relation to the garment in computer based sketching makes 
bigger difference than expected. 
These limitations forced the work to realize the importance of 
experimenting with fabrics and materials in real. 
When sketching in 3D it is possible to rotate the object and view the 
work from all angles unlike traditional sketching that focus on the front. 
It opens up for a completely different type of sketching. Of course 
there is a point to focus on the front when designing garments. 
We standing in front of people when we communicate, we identify 
people from the front and we don’t walk sideways etc. but it is still 
important and interesting issue. 



COMMERCIALISED AND FINDINGS APPLIED
If we change the way we sketch, construct and produce clothes it will 
have an mayor impact of the outcome. Findings in the work could be 
interesting to apply in a more commercial way. When know how to 
control the techniques the entire process from flat sketch to garment 
is very fast. As the work don’t follow the traditional sketch techniques 
and constructing system it could been seen as critique of today’s body 
ideals and definitions of garments. So in a aesthetic way maybe it is 
just a matter of using the right materials to use the process as it is. 
Some of the morphed sketches could easily turn into high fashion 
draped garments by the use of a soft material.  

In a technical way the construction and 3D sketching parts are more 
realistic in a commercial production than the actual morph animation 
as sketching method. A body scanner could for example import the 
exact shape of your whole body into a 3D sketch software. Once in the 
software different types of garments can be made and fitted to your 
body and finally be constructed with the new construction method. Or 
why not start sketching bag/accessories in 3D software’s. This could 
speed up the whole process extremely.  

WHAT MIGHT BE THE NEXT STEP
In today’s western fashion almost all garments are based on the same 
system. A system that is based on construction methods and sewing 
techniques that has been used for a very long time. As the society 
constantly moving forward it’s important that methods in fashion is a 
part of it. In comparison with engineering and construction in other 
fields where development often is extremely fast the fashion industry 
rather relies on development in hi-tech fabrics and materials instead 
of for example new construction methods. Or, is the construction in 
other fields also stuck in a certain way but just covered up with new 
designs, technology, materials and high tech looks? 
To continue and stretch the outcome as far as possible but still meet 
the requirements, in both aesthetics as well as movement and function 
aspects of today could be one way to take this work further.
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CONCEPT
Important and relevant idea in relation to both construction and today’s 
fashion industry. Good research and references.
After reading the report it’s not entirely clear whether the main focus is 
the method(square+cuts) or if it’s the technique “cut” that is applied in 
different ways.
Some garments are made using the method (square+cuts) and in 
other the limitations/rules goes around( in form of adding material, 
cutting circles and some garments are templates with cuts). Would it 
be more logic to go all in with the square and cut method? Or  is the 
collection a range of experiments where the technique, vertical and 
horizontal cuts have been applied in different ways?

CRAFTSMANSHIP            
Interesting way of working with colour to highlight the construction. 
The intense green colour gets a lot of focus itself thought. Clever to 
join two material to get different colour on outside and inside of 
fabric, it makes the draping and rotation clear in the garments. Is 
there a reason/inspiration behind the choice of colours?

COMPOSITION                 
According to the report its important that the collection should have 
the same fashion rank as other designers. Is the style/expression just 
based on the method/technique or have other designers/trends been 
an inspiration as well? for example the designers you refer to in the 
report. 

Some of the tops have almost the same look (sleeve, neck). Is this a 
result of the limitation you mention in the report or is that an expression 
you did like and decided to work with? 

Good idea to work with just vertical/horizontal cuts. However if the 
technique results in limitation rather than inspiration maybe a 
solution could be for example the work of Vivienne Westwood 
(square+cuts+darts+pleats) or Geneviéve Sevin-Doering that you 
mention in the report to take the work even further.

APPENDIX

CRITIQUE OF INA HJELTE BA DEGREE WORK i.dress

Critique based on: 
Concept                       
Craftsmanship                      
Composition  



VISULIZED CRITIQUE
Good idea of how block colours is used in the collection. 
Adjustments are based on adding blocks to other garments or in a 
different way, the green colour is also replaced.


