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The fast and accurate modeling of concepts like fabric and 
clothing, which are real-world objects, to achieve realism in 
computer graphics, allowing for simulations such as folding, 
wrinkling, or draping on a model as it would occur in the 
physical world, remains an unresolved issue in today's 
context. Long-standing research has been conducted in an 
attempt to strike a balance between the computational cost 
of modeling fabric in a three-dimensional environment and 
achieving realism. This study aims to examine fabric 
modeling endeavors in their historical context and project 
the future of fabric modeling efforts. In this regard, the 
physical properties and formation of fabric are investigated, 
evaluated in the context of its utilization in computer 
graphics where fabric is translated from the physical 
environment to the two-dimensional realm. Subsequently, 
prevalent methods used in fabric modeling from the past to 
the present are examined and compared. Finally, studies 
related to fabric modeling at the yarn level and 
homogeneous yarn-level fabric modeling are reviewed, 
culminating in an assessment of the prospects of fabric 
modeling applications. 
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