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Figure 1. ReWeaver. From as few as four input views, ReWeaver reconstructs high-precision sewing patterns with complex topology
together with their corresponding 3D geometry. The method outputs a unified 2D–3D garment representation, where each panel and edge
is explicitly linked to its associated 3D points. This enables faithful, simulation-ready garment assets to be recovered from ordinary and
sparse-view photographs without a controlled capture setup. The reconstructed garment geometry and topology is precisely aligned with
the input images and can be used for 3D structural perception.

Abstract

High-quality 3D garment reconstruction plays a crucial
role in mitigating the sim-to-real gap in applications such
as digital avatars, virtual try-on and robotic manipula-
tion. However, existing garment reconstruction methods
typically rely on unstructured representations, such as 3D
Gaussian Splats, struggling to provide accurate reconstruc-
tions of garment topology and sewing structures. As a
result, the reconstructed outputs are often unsuitable for
high-fidelity physical simulation. We propose ReWeaver,
a novel framework for topology-accurate 3D garment and
sewing pattern reconstruction from sparse multi-view RGB
images. Given as few as four input views, ReWeaver pre-

dicts seams and panels as well as their connectivities in
both the 2D UV space and the 3D space. The predicted
seams and panels align precisely with the multi-view im-
ages, yielding structured 2D–3D garment representations
suitable for 3D perception, high-fidelity physical simula-
tion, and robotic manipulation. To enable effective train-
ing, we construct a large-scale dataset GCD-TS, com-
prising multi-view RGB images, 3D garment geometries,
textured human body meshes and annotated sewing pat-
terns. The dataset contains over 100,000 synthetic sam-
ples covering a wide range of complex geometries and
topologies. Extensive experiments show that ReWeaver con-
sistently outperforms existing methods in terms of topol-
ogy accuracy, geometry alignment and seam-panel consis-
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tency. Code and data will be available at the project sii-
liming.github.io/ReWeaver/.

1. Introduction
High-quality 3D garment reconstruction is central to many
emerging applications in virtual try-on, digital humans,
gaming, and robotic manipulation [5, 10, 22, 48]. For these
tasks, it is not sufficient to recover only a visually plausible
garment surface: downstream simulation, animation, and
asset creation require structured representations that cap-
ture how garments are constructed—namely, their sewing
patterns, panels, and seams.

Existing reconstruction methods typically operate on
unstructured representations such as point clouds, noisy
meshes, unsigned or signed distance fields, or 3D Gaussian
splats [9, 16, 28, 38, 39, 44, 45]. While these formats can
approximate garment geometry, they lack explicit sewing
structure, making them difficult to parameterize for physics-
based simulation, garment editing, or retargeting. More-
over, these representations are inherently misaligned with
industry-standard garment design workflows, which rely on
2D sewing patterns as the primary medium for design and
manufacturing.

Motivated by these limitations, recent works have shifted
toward learning sewing pattern structures directly [6, 14, 18,
24, 26, 27, 30, 36, 41, 47]. However, these approaches
have significant shortcomings. Methods relying on pre-
defined topologies [27] perform well only on simple gar-
ments and fail to handle unseen layouts. Vision–language-
model–based approaches [6, 36] predict tokenized JSON
descriptions that are later converted into 2D patterns with
GarmentCode [19] framework. While this approach gener-
alizes to a broader range of topologies, the geometric accu-
racy of the reconstruction remains unsatisfactory.

To simultaneously reconstruct accurate topology and ge-
ometry of 3D garment, we propose ReWeaver, a unified
model that reconstructs both 3D garment structure and 2D
sewing patterns from as few as four input views. ReWeaver
predicts a set of 3D patches and curves together with
their 2D counterparts, establishing explicit 2D–3D corre-
spondences. The predicted 3D patches and curves align
closely with the multi-view images, enabling accurate 3D
perception and robotic tasks. At the same time, the pre-
dicted sewing patterns further enable ReWeaver to extract
simulation-ready and topology-accurate 3D garment assets
from in-the-wild sparse view images.

To accommodate for sparse and unknown distribution of
input views, we adopt the multi-view visual encoder from
VGGT [42]. The visual encoder alternates between intra-
frame attention and inter-frame attention and outputs a set
of encoded tokens. We reconstruct the 3D garment geom-
etry and topology by predicting a set of 3D curves, a set

of 3D patches, and the patch-curve connectivity. Using the
predicted patch-curve connectivity, we group each 3D patch
tokens with its connecting curves tokens and perform intra-
group attention to flatten the 3D curves into 2D panel edges.

Compared to existing methods, ReWeaver achieves su-
perior garment reconstruction quality and, for the first time,
offers garment geometry and topology reconstruction in
both 2D and 3D spaces, with precise alignment to the input
images. This allows ReWeaver to be employed in various
downstream applications such as 3D structural perception,
physical simulation, and garment asset creation.

Our main contributions can be summarized as follows:
1. We introduce ReWeaver, the first framework to jointly

reconstruct structured 3D garments and 2D sewing pat-
terns while maintaining 2D–3D correspondence.

2. We present GCD-TS (GarmentCodeData with extended
textures and seam annotations), an extension of the
large-scale GCD dataset that adds garment and body tex-
ture assets and provides structured 3D point-cloud anno-
tations, together with their explicit correspondences to
2D panels.

3. Our model outperforms prior methods in pattern re-
construction, achieving strong topological generaliza-
tion while maintaining high geometric fidelity to the in-
put images.

2. Related Works

2.1. Learning-based garment reconstruction and
generation

With the advancement of deep learning techniques and the
construction of large-scale garment datasets [5, 6, 17, 20,
30, 36], a variety of data-driven methods have been pro-
posed for garment pattern reconstruction. NeuralTailor [18]
is a pioneering work that focuses on learning-based recov-
ery of structured garment sewing patterns from 3D point
clouds, and demonstrates generalization to some unseen
garment types. Going further, SewFormer [30] introduces
a two-level transformer network to directly predict sewing
patterns from a single image. With the rapid develop-
ment of vision-language models (VLMs) [2, 15, 29], recent
works [6, 14, 36] have leveraged VLMs for data annota-
tion or fine-tuning, enabling text-conditioned and image-
conditioned sewing pattern reconstruction, generation, and
editing. DressCode [14] presents the first text-driven gar-
ment generation pipeline that produces high-quality sewing
patterns and physically-based textures, demonstrating the
feasibility of using a GPT-based autoregressive model for
sewing pattern generation tasks. [6, 36] further empower
the model to generate sewing patterns with different to-
kenization schemes by fine-tuning LLaVA [29]. Recent
works explore diffusion-based denoising in a latent space
and then decode to various pattern representations [24, 25,
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31]. With the exception of [25], these methods focus ex-
clusively on 2D patterns and largely overlook precise 3D
geometric understanding.

2.2. Optimization-based garment reconstruction
Some optimization-based methods, as well as hybrid
approaches that combine learning-based prediction with
physics-guided optimization, have made notable progress
in recovering simulation-ready garments by integrating dif-
ferentiable physics into the reconstruction process. For
example, DiffAvatar [27] leverages the XPBD [33] algo-
rithm to drive a differentiable physics engine that simulates
cloth behavior, allowing gradient-based updates to align the
simulated garment with the reconstructed scan geometry.
However, this method relies on a predefined garment li-
brary, which limits its ability to generalize to diverse or
unseen pattern structures. Furthermore, optimizing the pat-
tern parameters requires running the differentiable simula-
tion multiple times, making the overall process highly time-
consuming. Dress-1-to-3 [26] addresses a more challeng-
ing setting by leveraging generative models as priors and
using the C-IPC [23] simulation algorithm to reconstruct
simulation-ready garments from a single input image. Its
initial garment patterns are estimated from a single image
using SewFormer [30], but these patterns have low geo-
metric accuracy and may even contain incorrect topology.
Gaussian Garments [40] reconstructs an initial static geom-
etry from a single template frame via multi-view stereo, sur-
face reconstruction, and remeshing, and subsequently reg-
isters it to the video sequence. However, the acquisition of
the static geometry relies on multiple traditional steps, suf-
fering from error accumulation, and such reconstruction re-
quires the selected template frame to possess high visibility
and rich textures.

3. Method
We introduce ReWeaver, a framework that reconstructs ac-
curate geometry and topology of 3D garments from multi-
view images with as few as four views. In the rest of this
section, we first formally define the garment reconstruc-
tion task in Section 3.1, then introduce the building blocks
of ReWeaver: a multi-view visual encoder adopted from
VGGT [42] (Section 3.2); a consecutive module that pre-
dicts 3D curve and patch using a bi-path transformer (Sec-
tion 3.3); and an intra-surface attention module that implic-
itly learns a flattening process that converts the 3D curves
and patches into their 2D counterparts (Section 3.4). Fi-
nally, we describe the loss functions used for training in
Section 3.5.

Terminology. Since we operate in both 2D and 3D
spaces, we adopt the following terminology for clarity. We
denote 3D garment surface regions as patches and their 2D
counterparts as panels. We use curve to refer to the 3D locus

Figure 2. Visualization of the terminologies used in this paper.

of a seam or boundary, and edge to denote its 2D counter-
part on the panel. See Figure 2 for a visualization.

3.1. Problem Setup
ReWeaver addresses the task of garment reconstruction
from multi-view RGB images. Given a set of images I =
{Ij | Ij ∈ RH×W×3} capturing a 3D garment, the goal is
to reconstruct four groups of elements:
1. 3D curves: C = {Cj | Cj ∈ RMC×3}, representing the

garment seams in 3D space.
2. 3D patches: P = {Pi | Pi ∈ RMP×3}, representing

garment surfaces in 3D space, each 3D patch is topolog-
ically equivalent to a 2D square.

3. 2D edges: E = {Eij | Eij ∈ RME×2}, where for patch
Pi and its attached 3D curves Cj , Eij denotes the 2D
flattened boundary edge corresponding to Cj . 1

4. Patch–curve connectivity: A binary matrix σpc ∈
{0, 1}NP×NC where σpc(i, j) = 1 indicates patch i is
attached to curve j.
Here, NP and NC denote the number of patches and

curves, respectively, while MP , MC , and ME represent the
number of points used to model each patch, curve, and edge.
Together, these elements provide a unified multi-level rep-
resentation. The 3D patches and curves support tasks such
as 3D structural perception and shape analysis, while the
2D edges and patch–curve connectivity enable 2D asset ex-
traction for garment pattern design and physics-based sim-
ulation (via 2D triangulation of panel interiors bounded by
{Eij}).

3.2. Visual Encoder
We adopt a multi-view visual encoder design following
VGGT [42]. Each input image is divided into non-
overlapping patches that are embedded into tokens using
a DINOv2 backbone [37]. Tokens are processed by alter-
nating intra-frame and inter-frame self-attention layers: the
intra-frame layers refine per-view features, while the inter-
frame layers aggregate information across views. Following

1A single 3D seam Cj can induce multiple 2D edges across its incident
patches. Thus, we employ two indices to denote each individual edge.
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Figure 3. Pipeline of our method. Our VGGT-like image encoder extracts features from multi-view images (Section 3.2), which then
interact with predefined patch and curve queries. In the 3D geometry and topology prediction module (Section 3.3), these queries and the
image tokens pass through stacked self- and cross-attention blocks. The resulting tokens are decoded into 3D curves and patches. The
same tokens are then reused in the 2D pattern prediction module (Section 3.4): guided by the refined topology, we group the patches and
curves into patch-centric groups, apply intra-group attention, and finally decode the edges of the 2D panels. The decoded 2D panels can be
directly used for physical simulation.

VGGT [42], these attention blocks are alternately stacked,
progressively integrating local and global geometric cues
into unified token representations. We concatenate the out-
puts of the final inter-and intra-frame layers and flatten all
frame tokens into a sequence Ti ∈ RNi×D, where D is the
embedding dimension.

3.3. 3D Curve and Patch Prediction

Given the token sequence Ti processed by the visual en-
coder, we design a topology and geometry prediction mod-
ule that predicts the 3D curves, patches, and their connectiv-
ities. Following existing works in 3D object detection from
multi-view images [8, 43], the prediction module uses latent
patch and curve queries together with attention to make di-
rect 3D predictions and support diverse garment topologies
with an undetermined number of curves and patches.

Specifically, the prediction module takes as input the
token sequence Ti and a set of learnable patch queries
Qp ∈ RNp×D and curve queries Qc ∈ RNc×D, and output
three groups of elements: 1) the probability of each queried
patch or curve being valid; 2) the predicted geometry of

each curve and patch; and 3) the predicted patch-curve con-
nectivity. We next detail the overall architecture design and
the decoding heads used for different prediction tasks.

Processing patch and curve queries. Inspired by Com-
plexGen [11], we adopt a bi-path Transformer architecture
that models interactions both between patch and curve to-
kens and between these tokens and the image tokens. At
each layer of the attention module, an element group (patch
or curve) first performs self-attention to conduct intra-group
message passing, and then applies cross-attention to re-
trieve contextual information from both the image tokens
and the other element group. This design enables full fu-
sion of image evidence while maintaining global structural
and geometric consistency. After these attention opera-
tions, each path is passed through a layer normalization [4]
and a feed-forward module, followed by a residual connec-
tion [13]. After the final layer, we obtain the refined tokens
Tp ∈ RNp×D and Tc ∈ RNc×D, which serve as the pro-
cessed representations of the patch and curve queries, re-
spectively.
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Probability Prediction. The probability decoding heads
separately decode tokens Tp and Tc into probability vec-
tors for patches and curves, denoted as σp ∈ [0, 1]Np and
σc ∈ [0, 1]Nc , respectively. For patches and curves, we use
two separate decoding heads f prob

p and f prob
c , each consisting

of a three-layer MLP followed by a sigmoid to normalize
outputs to [0, 1]:

σi
p = sigmoid

(
f prob
p (T i

p)
)
, σi

c = sigmoid
(
f prob
c (T i

c)
)
.

Low-probability elements are filtered by thresholds ϵp and
ϵc, and the topology is further refined (Appendix A) to
obtain binary validity masks σ⋆

p ∈ {0, 1}Np and σ⋆
c ∈

{0, 1}Nc .

Geometry Prediction. We represent each patch and curve
as a continuous parametric function that maps canonical co-
ordinates to 3D space. Specifically, these functions are im-
plemented as three-layer MLPs that map [0, 1] and [0, 1]2

domains to R3. Inspired by the hyper-network formula-
tions [12, 46], we define the geometry prediction heads
f geo
c and f geo

p as hyper-networks that generate the weights
of these MLPs, conditioned on the processed query tokens
Tc and Tp. Each curve or patch token thus parameterizes a
unique mapping:

∀u ∈ [0, 1], gic(u) = f geo
c (T i

c)(u) ∈ R3

∀u, v ∈ [0, 1], gip(u, v) = f geo
p (T i

p)(u, v) ∈ R3,
(1)

where gic and gip denote the instantiated MLPs that generate
3D points along the i-th curve and patch, respectively.

During training, we uniformly sample u ∈ [0, 1] and
(u, v) ∈ [0, 1]2, apply the corresponding MLPs to obtain the
predicted point sets, and supervise them using point-based
geometric losses. This implicit formulation enables differ-
entiable supervision at arbitrary sampling densities without
degrading geometric smoothness or continuity.

Connectivity Prediction. To predict the connectivity be-
tween patch i and curve j, we project the patch and curve
tokens with two linear layers f adj

p and f adj
c , take their dot

product, and apply a sigmoid to map it to [0, 1] as the adja-
cency probability, i.e.,

σpc(i, j) = sigmoid(f adj
p (T i

p) · f adj
c (T j

c )) (2)

adjacency All these probabilities form an adjacency matrix
σpc, which is first preliminarily filtered by the threshold
ϵadj and then refined via a topology refinement procedure
(Appendix A). The refined adjacency matrix is denoted as
σ⋆
pc ∈ {0, 1}Np×Nc .

3.4. 2D Pattern Prediction
Given the valid patch and curve tokens (Tp, Tc) and their
refined topology (σ⋆

p, σ⋆
c , σ⋆

pc), we group each valid patch
token with its connected curve tokens. Each group is pro-
cessed by an intra-group attention module, resulting in edge
tokens Te that are then decoded into 2D panel edges.

Specifically, for each group, the curve tokens are first
processed via self-attention to exchange information, fol-
lowed by cross-attention with the associated patch to-
ken. We then apply the same layer normalization, feed-
forward module, and residual connection as in Section 3.3.
The resulting edge tokens are denoted as Te. Let ∂i =
{ j|σ⋆

pc(i, j) = 1 } denote the indices of curve tokens con-
nected to patch i, and let T ∂i

e denote the corresponding edge
tokens. For a connected curve j ∈ ∂i, we use a three-layer
hyper-network to generate an MLP that maps a canonical
1D parameter to normalized 2D coordinates:

∀u ∈ [0, 1], gije (u) = f edge
e (T j

e )(u) ∈ [0, 1]2. (3)

Here gije denotes the instantiated edge function that pro-
duces the 2D edge corresponding to the j-th curve con-
nected to patch i, and f edge

e denotes another hyper-network
that takes in the edge token and output an MLP, similar to
other previously defined hyper-networks. Because this for-
mulation does not guarantee that the endpoints of adjacent
edges meet perfectly, we apply a geometric refinement pro-
cedure (Appendix B) to enforce loop closure with a high
success rate.

Since each 2D panel is predicted in a normalized coor-
dinate system within [0, 1]2, to recover the absolute panel
metrics, we introduce an additional lightweight MLP f scale

p

that predicts a scalar scale factor si from the corresponding
patch token T i

p:

si = f scale
p (T i

p), si ∈ R. (4)

The final scaled 2D panel is obtained by multiplying its nor-
malized coordinates by si. This scale term allows the model
to represent panels at realistic physical sizes and supports
accurate downstream garment reconstruction.

3.5. Loss Functions
In this section, we elaborate how to compute differentiable
losses for supervised learning. We first establish the corre-
spondence between the predicted elements and the ground-
truth annotations (patches, curves) using the Hungarian
matching algorithm [21, 35].

Geometric Loss. For all parametric functions predicted
by the hyper-networks (patches, curves, and edges), we su-
pervise their output geometries using the Chamfer Distance
(CD) loss. Let G = {gip, gjc , gije } denote the set of all pre-
dicted geometric mappings, and m(g) be the ground-truth
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element matched to g through Hungarian matching. The
geometric loss is computed over sampled point sets from
each predicted mapping:

Lgeo =
∑
g∈G

w(g)
geo CD

(
V (g), V (m(g))

)
, (5)

where V (g) and V (m(g)) are the sampled 2D or 3D point
sets from the predicted and ground-truth geometries, re-
spectively.

Classification and Connectivity Loss. For the predicted
validity and connectivity probabilities (σp,σc, σpc), we ap-
ply Binary Cross-Entropy (BCE) supervision:

Lcls =
∑

σ∈{σp,σc,σpc}

w
(σ)
cls BCE

(
σ,m(σ)

)
, (6)

where m(σ) denotes the corresponding ground-truth label.

Scale Loss. For the 2D panel scale predictions, we use an
ℓ2 loss:

Lscale =

Np∑
i=1

wscale ∥si − sgt
m(i)∥

2
2. (7)

Total Loss. The overall training objective combines all
above loss functions, where the weighting coefficients w(·)

cls ,
w

(·)
geo, and wscale are empirically determined (see Appendix C

for details).

4. Experiments
4.1. GCD-TS Dataset
To construct the GCD-TS dataset, we follow the garment
sampling and simulation procedure of GCD [19, 20] us-
ing both male and female SMPL [32] bodies. To improve
realism and generalization, we replace the original GCD
textures—which contain strong seam cues and textureless
bodies—with a diverse set of garment and body textures.
For body textures, we adopt nearly 50 textures from BED-
LAM [7]. For garment textures, we randomly sample from
our collected library of tileable textures drawn from open-
source sources [1] and commercial datasets [3]. Each gar-
ment–body pairing is rendered from four viewpoints (front,
back, left, right), with small randomized perturbations in
camera pose. In total, GCD-TS contains roughly 100,000
textured multi-view samples. Figure 4 illustrates the differ-
ence between GCD and GCD-TS textures.

4.2. Experimental Setup
Training Details. We randomly split the GCD-TS dataset
into training, validation, and test sets with a ratio of 8:1:1,

GCD GCD-TS

Figure 4. Texture differences between GCD and GCD-TS. Us-
ing the same garment geometry, GCD textures reveal strong seam
cues (e.g., highlighted regions), which are unrealistic and can lead
to overfitting. GCD-TS replaces these with more realistic, diverse
textures to improve generalization.

and trained our model on the training split. We adopted the
lightweight 21 MB pre-trained weights of DINOv2 [37] to
initialize the image feature extraction module. The num-
bers of patch and curve queries were set to 200 and 70,
respectively — approximately twice the maximum counts
observed in the training data. Each input sample consists of
four RGB images with a resolution of 518×518. Each curve
and its corresponding edge are represented by 50 uniformly
sampled points, and each patch is represented by a 20× 20
point set. All tokens, including image, curve, and patch
tokens, have dimension 768. See Appendix C for more im-
plementation and training details.

Evaluation Metrics. To quantitatively evaluate our
sewing pattern predictions, we define a set of evaluation
metrics and also adopt several indicators from previous
works [25, 36]. Before computing the 2D geometric met-
rics, we zero-center each panel. To assess the accuracy
of topological prediction, we report: 1) Panel Count Ac-
curacy (Accp), the percentage of sewing patterns with a
correctly predicted number of panels; 2) Edge Count Ac-
curacy (Acce), the percentage of correctly predicted edge
counts within each correctly predicted panel; and 3) Over-
all Accuracy (Acco), defined as the product of Panel Count
Accuracy and Edge Count Accuracy, providing a compre-
hensive measure of garment topology reconstruction qual-
ity. To evaluate 2D geometric precision, we report: 4) 2D
Edge CD (CDe), the Chamfer Distance between the closed-
loop edge point sets of the predicted and ground-truth pan-
els.; and 5) 2D Panel IoU (IoU), the pixel-wise Intersection
over Union between rasterized images of the predicted and
ground-truth panels. To evaluate 3D geometric accuracy,
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Figure 5. Visualization on adaptive sampling density at infer-
ence time. From left to right, the point set sampled at a fixed
density of 20 × 20 points per patch; the point set sampled at the
adaptive-density; the ground truth point cloud.

we report: 6) Patch Point Cloud CD (CDp), the Cham-
fer Distance between the predicted and ground-truth 3D
patch point sets; and 7) 3D Curve CD (CDc), the Chamfer
Distance between the predicted and ground-truth 3D curve
point sets. These metrics are representation-agnostic and
can be applied to both our method and the baselines.

4.3. Results
Geometry Reconstruction. ReWeaver predicts patch ge-
ometries by mapping uniformly sampled coordinates from
the unit square through hyper-networks. Although training
uses a fixed 20×20 sampling density, the smoothness of the
implicit mapping allows arbitrary sampling densities at in-
ference. Because patch sizes vary significantly, a fixed sam-
pling rate can make small patches appear overly dense and
large patches overly sparse. To address this, we pre-sample
a 20 × 20 grid and adaptively retain points based on spa-
tial variance, producing a near-uniform point density across
patches. While Li et al. [25] also predict 3D point clouds, its
resolution is fixed and cannot adapt in this manner. Figure 5
compares our adaptive sampling with the ground-truth point
clouds, and Table 2 reports the corresponding CD scores.
For curves, we use a fixed budget of 50 samples per curve,
which is sufficient to capture all curve lengths without no-
ticeable visual artifacts.

2D Sewing Pattern Reconstruction. We choose Sew-
former [30], ChatGarment [6], and AIpparel [36] as our
baseline models. For fairness, we replace their monocular
image input with a four-view image input. Since both GCD-
TS and the GCD-MM used by AIpparel for training essen-
tially follow the same GCD distribution, we fine-tune AIp-
parel on our GCD-TS dataset until the loss curve plateaus
rather than training it from scratch. For the same reason, we
fine-tune ChatGarment instead of training from scratch, but
convert the JSON files of our GCD-TS dataset into the re-

fined version following the method described in the original
paper. For the training of Sewformer, we adopt the modifi-
cations introduced in [36].

Although our task uses multi-view inputs, the garment
reconstruction task is more challenging on our dataset be-
cause we employ tileable textures rather than GCD’s default
textures, which contain strong seam cues (see Figure 4). A
visual comparison is shown in Figure 7, and quantitative
results are reported in Table 1.

Figure 6. Topology and geometry refinement. Without topology
refinement, redundant 3D curves cause incorrect 2D edges (black
segment in the leftmost image). Topology refinement removes
these redundancies, producing clean panel structures, while geom-
etry refinement enforces accurate, closed-loop boundaries suitable
for triangulation.

Table 1. Quantitative Comparison of 2D Panel Quality. We
compare the 2D panels generated by ReWeaver and baselines us-
ing the metrics defined in Section 4.2. ReWeaver outperforms on
five out of six metrics.

Method Accp ↑ Acce ↑ Acco ↑ CDe ↓ IoU↑
Sewformer 0.3761 0.4802 0.1806 0.1161 0.5844
ChatGarment 0.5557 0.8012 0.4452 0.0906 0.6533
AIpparel 0.4561 0.6774 0.3090 0.0648 0.7084
ReWeaver 0.9210 0.7175 0.6608 0.0391 0.8221

Ablation Study. We evaluate the impact of the topol-
ogy and geometry refinement procedures described in Ap-
pendix A and B. Topology refinement removes duplicated
or redundant edges, yielding a substantial improvement in
Edge Count Accuracy (Acce) and enabling more accurate
2D panel reconstruction. Geometry refinement closes small
gaps between edges in 2D space, producing fully closed
panel boundaries. Figure 6 shows qualitative differences,
and Table 2 reports the corresponding quantitative results.

5. Conclusion

We presented ReWeaver, an integrated framework for multi-
view garment reconstruction that supports both perception
and pattern recovery. ReWeaver produces 3D geometries
that align closely with sparse-view inputs and reconstructs
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Ground Truth ReWeaver AIpparel

Figure 7. Comparison with AIpparel. We compare ReWeaver and AIpparel against ground truth. Each example shows the predicted and
ground-truth 2D panels along with the resulting simulated meshes. ReWeaver yields more accurate panels and correspondingly improved
simulation results.

Table 2. Effects of topology and geometry refinement. Refinement removes redundant edges and enforces closed boundaries, yielding
higher Edge Acc and improved geometric quality (lower Edge CD and higher Panel IoU).

CDbase
p ↓ CDadapt

p ↓ CDc ↓ Accp ↑ Acce ↑ Acco ↑ CDe ↓ IoU↑
with refine-correction 0.0232 0.0185 0.0266 0.9210 0.7175 0.6608 0.0391 0.8221
without refine 0.0225 0.0188 0.0255 0.9101 0.5361 0.4880 0.0416 0.7775

accurate 2D sewing patterns suitable for downstream phys-
ical simulation. Our experiments demonstrate that jointly
reasoning over geometric primitives in both 2D and 3D

spaces leads to notable improvements in garment topology
and geometric fidelity.
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