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Abstract 

Today is characterized by an invasion of digital environments that are being created and surround us in all 
physical environments, always present wherever we move. We don't need to look very far to confirm that 
digital technologies mark all the movements we make and all our daily actions, in one way or another.  

The digital has become very strong and has conquered the consumer in a pandemic context that has 
necessarily been marked by high physical isolation in the relationships between people and the environment 
that surrounds us. Thus, any connection to the world was established thanks to the digital. 

Fashion has always been one of the areas most affected by technological advancement and that has most 
evolved with the use of digital technologies. It's enough, for that, to check the way the presentations of brands 
and fashion designers in international fashion weeks, were made in the last two years, the digital was the one 
that made possible any presentation of new proposals for seasonal collections as well as it was the great 
facilitator of commercial exchanges and the way to reach the consumer and international markets. The study 
that is presented intends to explore some examples of the use of digital media and its importance for the 
fashion area. It highlights the realization of a small fashion exhibition/installation where the Physical and 
the Digital are present in the creation of a new artistic object - Fashion. The experience was presented in the 
exhibition Over & Out; Out2022, a multidisciplinary exhibition in which fashion found its physical and digital 
space.  
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I. INTRODUCTION 
 

The change of paradigms marks the contemporary day-to-day life of human beings. The search for 
alternatives to physical presence in different spaces, reducing time and distance to carry out 
activities of different nature and impact, is identified as a distinctive and facilitating factor in 
organizations and highly competitive, taking into account the rationalization of time and work 
management.  

The Fashion Design and Business area is also strongly marked by the significant advance in digital 
technologies. From the simple creation of online platforms for brand communication and product 
promotion to the use of social networks to the creation and development of 3D products and their 
online promotion, culminating in ways of presenting products and collections using different digital 
forms that add value to scenarios, products, environments, and even the final support of a fashion 
show. Many are the ways found by professionals of great reference in the medium to communicate 
their way of interpreting and acknowledge the importance of the use of Digital.  

Many are the ways found by professionals of great reference in the medium to communicate their 
way of interpreting and acknowledge the importance of the use of Digital. Of course, the discussion 
is around what is a major concern of some players in this fashion industry and involves trying to 
keep emotions and sensations so strongly represented in physical presentations with human 
presence. This study aims to demonstrate the importance that digital is gaining in the fashion 
medium, to value the use of digital technologies for the aggrandizement of product displays and the 
creation of Artistic objects - Fashion. It also highlights the goal of creating an exploratory exercise 
represented in a small fashion show/installation and integrated with a multidisciplinary exhibition.  
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The methodology for the realization of this study is a mixed methodology, interventionist and non-
interventionist, and culminates in the creation of an exploratory exercise - show/installation of 
physical and digital fashion. The first phase is collected information of framing of the subject by 
the bibliographical review followed by a phase of analysis of some examples, or cases, 
demonstrative of the use of digital in Fashion. The initial information collection allowed for an 
exploratory exercise of the use of digital and physical in fashion through a show/installation, an 
integral part of a multidisciplinary academic exhibition. 

 

II. PHYSICAL & DIGITAL 
 

We are nowadays living in a digital era, in which the connection between mobile devices and digital 
systems predominate, leading to a radical change in the way information reaches users, thus 
achieving more direct and effective communication. In light of this prism, the balance is placed on 
what may or may not be the most favorable for users as users/consumers of both online platforms 
and, for example, of a catalog promoting a collection/brand or even a magazine in physical format. 
If, on the one hand, 20th-century consumers did not give up a newspaper or even a magazine to 
read in their leisure time, today, consumers seek what is more convenient, lighter, and accessible 
whenever and wherever they want, through a smartphone or even a tablet in order to be always up 
to date with regard to contents or current news, thus making the digital media chain gain strength 
and dimension. 

Thus, Han (2016, p.27) defines the digital medium as a medium of presence: 

"Digital communication is distinguished by the fact that information is produced, sent, and received 
without the mediation of intermediaries. There are no mediators to direct or filter it. Any instance 
of mediation is increasingly firmly excluded. Mediation and representation are perceived as opacity 
and ineffectiveness, as a factor in the congestion of temporal and information flows." [1] 

For Mendonça (2002), in Executive IT, the change from mechanical, analogue, and electronic 
technology to digital technology resulted in a starting point for the digital revolution, thus 
contributing to data storage, transfers and use digitally, capable of replicating and automating 
mathematical calculations that were previously done manually. However, technology is changing 
the way the Fashion sector started to face the future and even the way they develop their processes 
to create new products, combining creative areas with scientific and technological areas to reach 
new buying/using experiences for the consumer. These new experiences, often go through the 
dissemination of products on social networks, or even by virtual shops, thus encouraging the 
consumer to purchase a physical piece in a virtual space.  

Digital technologies allow designers to stop creating so many physical samples to produce 
faster, resulting in a much faster and more effective commercialisation. According to Lui Iarocheski 
(2022) with the ability to follow trends and adjust their collections in real time, designers will be 
able to reach the end of the process with  

 
 

 
 
 
 
 
 

 
 

Fig. 1.  Material Archive - Scarlett Yang 
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Fig. 2. 3D Project Decomposition of Materiality - Scarlett Yang 

less waste regarding the existing stock, thus idealizing the completely digital process with the 3D 
technology tools that contributes to make the process so realistic, thus giving the opportunity to 
perceive the product in its entirety, and, if necessary, modify it in that instant [3].  

“Digital fashion has gone from a niche to an emerging industry. As technology and knowledge 
improve, so does the data-backed understanding of what people want to buy and wear virtually” 
[15]. 

 

III. CREATION OF DIGITAL IMAGES FOR FASHION 
 

With the emergence of new technologies in the second half of the 20th century and the spread of 
digital platforms such as the Internet, society has been characterised by the intensification of speed 
and the valorisation of immediacy. The information society generally refers to the idea that 
contemporary society does not properly focus on the production of material goods, but rather on the 
creation and distribution of information, which increased dramatically with the reproduction of new 
information technologies. (Eriksen, 2001; Forrester, 1985; Webster, 2006) [4]. Thus being the 
acceleration has become a striking feature of contemporary societies, being this entirely linked with 
the area of fashion and the means of communication of the same, producing speeches that lead us 
to the central theme of fashion: the ephemerality.  

Framing this characteristic so remarkable in the fashion area, it was opportune to meet a project 
called "Decomposition of Materiality and Identities" (Fig. 1) presented in 2020 by Scarlett Yang 
who presented us with a piece that was created only to last 24 hours, with the representation of an 
ecosystem where biomaterials grow, decompose and change their shape through time and changing 
environments, thus combining bio-design, digital fabrication, 3D simulation, and the creative 
process of Fashion Design to meet a sustainable design solution. It thus resulted in a translucent 
sculptural garment, which was biodegraded in water within 24 hours, made from algae extracts and 
biological waste silk cocoons. The garment was also reproduced digitally (Fig. 2), in order to be 
able to replace the physical piece when it died, thus being able to live online and always being 
present in this great dimension of the world of digitally composed of countless digital images. 

In a society where digital images are increasingly present in people's daily lives, reflections and 
analyses of their influence on the world have become inevitable. If, until now, the big fashion 
magazines were valued for selling the physical product, they now recognize this opportunity in the 
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world of digital platforms, where the query can be seen daily on social networks, websites, and apps 
with free access content. 

Following the idea of  Nöth and Santaella (1998, p. 96), the "digital image [...] even when it seeks 
to imitate visible reality, are no longer register figures, but simulations, produced by the brain and 
mediated by numerical programs. It is because of this that it is in the simulation of purely 
hypothetical dynamic processes that this type of image reaches the most typical limit of its potential 
" [5]. Thus, not all images correspond to people, objects, and situations of reality. They may 
represent ideas, dreams, sensations, and experiences, which sometimes take us to imaginary worlds 
that will be transmitted by the digital image universe, represented by the creation of binary numbers 
quoted so as to allow storage, transfer, printing, and/or reproduction of their processing through 
electronic means. 

The creation of digital images for the Fashion area will thus be related to the use of computer 
software and computers, leading to the use of new technologies for the realization of digital images, 
which are transformed into virtual images, not in the form of representation of already existing 
reality, but the capture of immaterial forms and the form of simulation. Thus, for Flusser (2000) [6], 
digital images are a reproduction of something that already exists, creating a new virtual existence 
of a non-existent subject. 

According to Park (2017) [7], digital images enable the deconstruction or reconstruction of space 
and time through technology, and ways of editing through the creation process, taking us to another 
space/time, enabling a new aesthetic experience, thus providing the consumer with the opportunity 
to view the "work" at any time. The technological advantage of creating digital images will meet 
the use of graphic production software tools, where images can be dup  

 

Fig. 3. Alexander McQueen - Fall 2001 Ready-to-Wear 1   

Fig. 4. Alexander McQueen - Fall 2001 Ready-to-Wear 2 

 
licated, transformed, and applied to create completely different images.  

The digital process is a potential substitute for many processes traditionally used in the fashion 
industry, especially in the way brands interact with their audience in the information society, 
creating, for example, NFTs that aim to (i)materialize our pieces. These images that will only be 
present on our screens acquire forms to mold themselves to the bodies of the avatars that, in turn, 
become a representation of the piece as real as possible. Besides all this, according to Iarocheski, 
(2022, p. 115), “NFTs will contribute to the increase of the importance of digital narrative and 
advertising appealing more and more to the creative side of each consumer, since the disclosed 
product is appealing, which makes the consumer want to know more about the real story of the 
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brand. They provide democratization, decentralization, and demystification of artworks and design 
pieces” [8].   

 

 

Fig. 5. Alexander McQueen Fall 2001 Ready-to-Wear 3 

 

IV. PHYSICAL & DIGITAL FASHION ART OBJECT 
 

It is known that with the advancement of technologies and following Staniszewski's (1998) [9] 
speech, digital technology is considered an element that contributes to what she defines as the 
"power of the exhibition", as an aid to greater effectiveness in the transmission of the story and its 
meaning. For Horsley (2014) [10] performance can be understood, as a main characteristic of 
installation, as a narrative, and not only about the body and its representation through mannequins, 
pictorial devices, moving images, or even through digital technology.  One can also refer to 
interactive sensory experiences, which have as main goal to lead users to experience and challenge 
something new and unknown, thus proposing new sensations.  
Exhibitions are thus characterized by moments of representation of the objects on show, and the 
viewer must try to understand the reason why the objects are displayed in a certain way, thus 
ending up with a relationship between the object/installation and each viewer.   
As a reference in the area of Fashion, we chose to approach the Alexander McQueen 2001 show, 
with its Fall 2001 Ready-to-Wear collection called "What A Merry Go Round", that right from the 
beginning involves the public in an environment where a carousel (Fig.3), some colored lights and 
a soundtrack of children laughing and playing, thus idealizing a world where childhood and 
innocence stood out, giving soon a turnaround when this environment was replaced by melancholy 
and mourning characterized by the music that played "Child Catcher" by Chitty Chitty Bang Bang, 
the lights were turned off, starting the show in an environment with a darker and heavy character, 
reinforced in the hair and make up of the models, extremely heavy and provocative. The carousels 
gained then a new character, they looked like stripper rods, and the models faced the character of 
"ladies of the night" (Fig.4). To finish the moment, the carousel was illuminated emphasizing 
accessories that were remitted to the carnival, skeletons, broken dolls, balloons, puppets, and models 
that paraded with makeup looking like a clown that would come out of a horror film (Fig.5). 
Alexander McQueen managed to keep the focus and his brand image from the beginning to the end 
of the show, practicing the theatricality that has always been his focus in the parades. 

Following a physical show where the theatricality and the proximity of the audience with the 
surrounding space are considered the main characteristics, next we will address the area that has 
been growing according to the development of technologies digitally facing the future. Show Studio 
(Knight, s.d.) stands out as the pioneer platform in fashion cinema, being recognized as the main 
force behind this new medium, offering a unique platform to inspire, inform and contribute to the 
development of fashion with the moving image in the digital era. Following on from this, Turning 
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Kendall Jenner for Burberry's Monogram Campaign, served as a case study in characterizing what 
a brand campaign developed with CGI technology might look like. The campaign was conceived 
in a digital format resulting in a virtual space full of sun and inspired by geometric skateparks. 
Professionals from different areas of involvement included Nick Knight, art director Peter Saville, 
and designer Katy England to work on Burberry's first CGI campaign with model Kendall Jenner. 
The project also featured filmmaker Britt Lloyd, set designer Andrew Tomlinson, and digital artist 
Tom Wandrag. 

The process started with model Kendall Jenner taking a series of 360-degree photos of herself, so 
that later  

hen they moved on to capture movement through CGI technology with another model, everything 
in one CGI rendering, and they were able to create from there the rest of the environment in post-
production software to create the campaign, totally digital. It also resulted in Kelly Jenner playing 
four different characters. According to Canaltech (2012) [11], Computer-Generated Imager (CGI) 
is a term that refers to all computer-generated imagery performed in three dimensions, creating 
static or animated visual content with computer software (Fig.6,7,8).  

 

 

 

 

 

 

 

 

 

 

 

 
Fig. 7. PrintScreen2 -Turning Kendall Jenner into a CGI avatar for Burberry’s Monogram Campaign 
 

 

Fig.6.  PrintScreen1 -Turning Kendall Jenner into a CGI avatar for Burberry’s 
Monogram Campaign. 

 

 
 

Fig. 9. PrintScreen4 -Turning Kendall Jenner into a CGI avatar for Burberry’s Monogram Campaign 
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It is usually used to create characters, scenes, and other special effects in films, television, and 
games. This technology is also used in advertising (Fig.9), architecture, engineering, virtual reality, 
and even art. In traditional photography, film or a digital camera captures an image whereas 
computer-generated images are created in computer software. Three-dimensional (3D) outputs are 
often linked with CGI. Yet CGI can also create two-dimensional (2D) effects. 

In short for Nick Knight in Show Studio (Mahlich, 2020) [12], CGI technology allowed precise 
control of the environment, the function, and the feel of the garment. It is also important to mention 
that more than ever it is necessary to involve people in the creation of images, outside the 
conventional structures of fashion image thus making this medium much more engaging and fuller 
of opportunity. 

V. OVER&OUT EXHIBITION 

 
The Over &Out Exhibition is a showcase of academic work done by students from different courses 
in the School of Communication, Architecture, Arts, and Information Technologies, of the 
Lusófona University of Humanities and Technologies of Lisbon. In this exhibition, different areas 
such as Media, Cinema, Visual Arts, Sound, Communication, Photography, Communication 
Design, and Fashion Design are represented with different works made during the academic year 
that is ending and in the different levels of training. The Exhibition is always held in July and 
represents the culmination of a year's work, learning, and disparate experiences, but always very 
rich. It seeks to value the student's work and highlights the most outstanding projects, awarding 
prizes to the students. The exhibition also functions as a way of showing what is done at the 
University at an academic level in the different areas and results in a way of attracting new students. 

Each course can find its own exhibition space within the space defined for the exhibition and is 
responsible for making its characteristic intervention in the area it represents. 

The great challenge is to manage to ensure unity within the heterogeneity that is so characteristic of 
these different artistic areas. 

Fashion is found in this exhibition, a space that allowed us to test the visitor's experiences before 
the physical and the digital. The proposed exercise has as its main objectives to understand how the 
physical and the digital in fashion interconnect and/or complement each other as well as to 
understand how the observer reacts to this experience. 

 

 

Fig. 8. PrintScreen3 -Turning Kendall Jenner into a CGI avatar for Burberry’s Monogram Campaign 
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Thus, the installation was created from a design of a 3D animated coordinate using specific 
software, in this case, the software  CLO | 3D Fashion Design Software, for the realization of the 
digital piece, its animation, and even the study of the light that fell on it, always seeking to 
emphasize the piece, thus creating a scenario that would later be projected on a set of busts, physical, 
present, dressed in raw cloth. (Fig. 11 and 12). The raw cloth works illustrate a Draping or Bust 
modeling exercise (Fig.10), which may represent an initial phase of the creation and realization of 
a garment. 

 

 

 

 

 

 

 

 

 

 

 

 

 

The busts, monochromatic but with distinct volumetric silhouettes, were animated by the projection 
of the animation of a bust dressed in 3D which, in some way, can represent the same exercise for 
the creation and realization of pieces and testing them in a bust. 

The result allows an interaction between the physical and the digital where at any moment different 
visual sensations can be perceived influenced by the projection and the movement of the digital 
animation. 

 

Fig. 11. Physical & Digital Fashion Installation at 
Over&Out 

 

Fig. 12. Physical & Digital Fashion Installation at 
Over&Out 

 

Fig. 10. Physical & Digital Fashion Installation at Over&Out 
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The arrangement of the busts allows the visitor of the space to move around them and perceive each 
piece and each detail at very different moments depending on the position and the viewing angle 
chosen. 

VI. CONCLUSION 
 

In conclusion, we can say that the discussion around the theme of digital and physical in the creative 
process and the communication of fashion products is still expected to have some dimension. 
However, we can refer that the emergence of technologies has revolutionized and made great 
changes in Man, and consequently, in the products developed by human hands. The digital becomes 
a strong means of communication, being able to ally creative and artistic experimentation, the 
sustainability of creation, production, and sale of garments without the use of physical materials. 

Opinions on the use of digital are divided, on the one hand, the physical allows presence, human 
warmth, and the awakening of distinct sensations that one doesn't want to lose, on the other hand, 
the digital allows another creative dimension and reach besides awakening new sensations. The 
greatest weight in the opinions focuses on the fusion or the search to conciliate both dimensions but 
never neglecting any of them. 

The presence of the public in the created space allowed us to perceive the recognition that is given 
to the impact of the use of the digital and, also, the age factor becomes determinant for the greater 
acceptance of the use of digital means and technologies.  

The exercise of the installation allowed us to conclude, in the first phase of the study represented 
here, that the union of the physical object Fashion with the digital object becomes much more 
appealing and differentiates captivating the curiosity and interest of the visitor. In the future, we 
hope to implement more techniques that interconnect the fashion exhibition with sound and image 
in order to develop more interactive projects, and that in some way give more value to the artistic 
object itself in order to capture more of the public's attention. 
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