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FABRIC
PHYSICAL PROPERTIES

The Fabric Kit To accurately digitize fabrics with the CLO Fabric Kit, open Emulator Mode and follow the instructions in the video link below.

RN CLO Fabric Kit 2.0
MIULATOR

press [Esc | to exit full screen

% SIMULATION

EMLILATOH

> »l o) 003/2926
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https://youtu.be/HA7HoK6_4Fk

FABRIC
PHYSICAL PROPERTIES

Understanding Physical Properties

Add Copy

v . Default Fabric

How much the fabric stretches. Fabric stiffness.

The lower the number the more
elastic it becomes. Most fabrics
have a stretch value of 0~66.

Property Editor

()]
¥ Stretch-Warp a
=t A Expressing materials with Weft (Horizontal) bending intensity
» Shear E
>
o)
» Bending-Weft o
¥ Bending-Warp
b Budding Ra fi = V

Cross Grain WEFT
< >

P Buckling Ratio-Warp

¥ Budkling Stiffn

b Budding Stiffn
A Expressing materials with Warp (Vertical) bending intensity
» Internal Damping

¥ Density

b Frictio
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FABRIC
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Understanding Physical Properties

Add

v . Default Fabric

Buckling is used to express the shape of a fabric’s creases.

woven knit

Property Editor

b Stretch-Weft
b Stretch-Warp
b Shear

P Bending-Weft ; - ‘
¥ Bending-Warp
b Buckling Ra

P Budking Ra

Ratio_90 Ratio_90

» Internal Damping

¥ Density
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FABRIC
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Understanding Physical Properties

Add

v . Default Fabric
The fabric's weight in grams per square millimeters.

sperty Editor 3 EX)

p

(o))
o
o
3
3
- A o
b Shear e -
g y = i
¥ Bend a
¥ Bending-Warp 600mm c
20 % 360000 = 0.00005
P Buckling Ratio-Warp
¥ Budding Stiffness o Qg 'f A + (Bx C) = DenSity
: b Density

b Buckling Stiffn

» Internal Damping
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FABRIC
PHYSICAL PROPERTIES

Silhouette differences according to the Physical Property If the Grainline is modified for the Texture rotation, the Physical Properties of the garment will be changed as well.

Applying Fabric files measured with the actual Fabric and CLO Fabric Kit gives the most realistic silhouette.

Adding Fabric's Physical Properties Actual garment Default Fabric
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If there is no actual Fabric Use the most similar Fabric from the Library.

Check the contents by placing the cursor on the Fabric in the Fabric Library.

Select the most similar Fabric by checking its contents.

Type : Oxford Muslin

Content ; 100%: Cotton

Type : Oxford Muslin

Weight : 217.5g/m2

Thickness : 0.52 mm

0 Oxford Muslin_BLANK

Color : #d1d1d1 [ ]
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FABRIC
NORMAL MAP

Importance of Normal Map Apply Normal Maps to express uneven Textures.

Without Normal Map With Normal Map images
images

Normal Map helps express the realistic uneven Texture of the Fabric with shadows.
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FABRIC
NORMAL MAP

If there is no actual Normal Map Use the default Normal Maps in CLO.

Property Editor

. Cotton

Mame Default Fabric I D Bnim

Fabric Open S

None . Interlining
. Knit

= LII'IEI'I Cattan_Jersey _FCLIPSKOOE_NORMAL, jpg Fleece_Terry _FCLIPSKO02_MORMAL. Jp Pigque_Jersey _FCLIPSKO04_MORMAL, jpg
v Mormal Map Jersay | FCLIPSKDDS NOHMAL

) Muslin

Inten:
. Mylon

. Polyester
. Silk
) Wool

Ponte_tnit_Jersey_FCLIPSKO0 _NORMAL jpg Terry_FCLIPSKOO5_NORMAL jpg

Select the Fabric and navigate to the Property Editor - Normal Map, locate the desired Normal Map image and click Open.
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Good example of one repeat Texture Ensure that grids are avoided on repeat and color when applying Textures

Grids appears

Lines appears
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FABRIC
TEXTURE

Setting DPI for the edited Texture Ensure that the DPI of the image is set after editing the Texture, to the same DPI of the original scan.

Modify the DPI in a graphic editing software such as Photoshop, because it can be loaded at a different scale if the DPI of the scanned Texture was modified while
editing.

Original DPI : 300 DP!I Original DPI : 300 DPI
Fixed DPI : 300 DPI Fixed DPI : 72 DPI

7} o~
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FABRIC
TEXTURE

When editing (Rotation) Texture If the Grainline is modified for the Texture rotation, the Physical Properties of the garment will be changed as well.

Note that the silhouette of the garment will change when rotating the Grainline, since it changes the direction of the Texture as well as the Fabric's Physical
Properties.
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FABRIC
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Changing Material Type Set the appropriate Material Type for the Fabric.

Property Editor

Cotton Jersey

Fabric_General

Fabric_Shiny

Leather Select the Fabric and apply the appropriate Material Type in the Property Editor.
Metal
Plastic
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FABRIC

MATERIAL TYPE
Materiel Type Properties Reflection intensity increases the amount of reflection, and roughness spreads the reflected light.
D'ﬁ'pe Fabric_General
v [T Intensity The examplg b.elow Qemonstrates hpw ‘Fhe reflection intensity controls the reflectivity of the material.
Note that this intensity acts as a white filter for the base color.
A material with higher reflection intensity reflects more light, so it looks white and blurry.
on Intens

Base Color 40, 40, 40 Base Color 40, 40, 40 Base Color 40, 40, 40 Base Color 40, 40, 40 Base Color 40, 40, 40

Roughness 100 Roughness 100 Roughness 100 Roughness 100 Roughness 100

Reflection Intensity 0 Reflection Intensity 25 Reflection Intensity 50 Reflection Intensity 75 Reflection Intensity 100

CLO VIRTUAL FASHION




FABRIC
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Materiel Type Properties Reflection intensity increases the amount of reflection, and roughness spreads the reflected light.

Fabric_General

Bty Roughness controls the sharpness of reflections. Lower values allows light to be reflected in a small area
' ity and larger values allows light to be reflected in the whole object area.

The amount of roughness can be changed with the Intensity slider, or a custom roughness map may be
imported.

Reflection Intens

Base Color 40, 40, 40 Base Color 40, 40, 40 Base Color 40, 40, 40 Base Color 40, 40, 40 Base Color 40, 40, 40
Roughness 0 Roughness 25 Roughness 50 Roughness 75 Roughness 100
Reflection Intensity 50 Reflection Intensity 50 Reflection Intensity 50 Reflection Intensity 50 Reflection Intensity 50
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Normal Maps and Roughness

The middle and right image have the same parameters except for the normal map.
Nevertheless, the right image looks a bit more rough.

The normal map makes the surface of the object bumpy (=rough), so the highlights are reduced.
Placing a normal map is similar to increasing roughness.

D %4>

Roughness 100 Roughness 20
Reflection Intensity 80 Reflection Intensity 80

Roughness 20
Reflection Intensity 80
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https://www.clo3d.com/
https://support.clo3d.com/
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