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Abstract 

This project investigates problems within the fashion industry and its effect on the environment. There has been a 
turbulent increase in clothing consumption but a decrease in the life span of clothes (clothes worn) in the past 20 years. 
Fast fashion companies escalate this issue of textile waste being detrimental to the environment. There are opportunities 
for reducing waste by increasing clothing utilisation and upcycling to expand the lifespan of clothing and reduce 
emissions.

Throughout this project, I will use the double diamond framework and user to investigate, define, develop and deliver 
solutions in response to this issue. Using methods of interviewing, user testing and feedback, I aim to provide a service 
that encourages people to upcycle and utilise their textile waste.
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Introduction
The fashion industry is renowned for leading cultural trends and used a form of creative expression to one's identity. 
Our daily decisions about what to buy and wear are influenced by fashion, yet when it comes to consuming goods, we 
rarely consider what happens to our garments once we throw them out. Every year, 100 billion garments are made to 
meet the growing demand, but 84% of those garments end up in landfills. Due to the popularity of fast fashion, it has 
become an increasing concern that people buy more garments than they wear. The conventional methods of the 
industry today is linear by default and results in a harmful cycle of extracting raw materials for it to be produced into 
new textiles. This wasteful cycle has been exacerbated by the prevalent rise of fast fashion, luring consumers into a 
pattern of excessive clothing consumption, wherein goods are purchased with a brief surge in popularity and then 
promptly dumped in the landfill. Textile waste has emerged as a significant issue in the industry. (Aus et al., 2021) It is 
now more important than ever to utilise clothing and textile waste responsibly. Research from Ellen MacArthur 
Foundation shows that increasing the average number of wears on a garment cuts emissions by 44%. Rather than 
dumping textiles to the waste, there are opportunities for reusing these textiles and reduce excessive waste. 
Throughout this project, I will investigate provide possible solutions on how we can encourage sustainable practices of 
utilising unused textiles to my target audience.
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Aim
My project aims to encourage environmentally friendly purchases and disposal practices on clothes. To 
encourage these practices, I will examine the current patterns and behaviours surrounding clothing 
consumption and disposal of used clothing. 

I aim to cultivate a service that motivates individuals to embrace the concept of upcycling and make use of 
already existing textiles and clothing items in hopes of reducing textile waste. This opens opportunities to 
work towards a future of fashion that is more environmentally friendly and be mindful of how we utilise our 
clothing.
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Positioning the researcher

Every day, we all consume things through what we use, wear, and eat. We are fortunate to have an abundance of 
resources in our daily lives, but we rarely consider what happens to the things we throw away, including clothes. In 
my personal observations, I see a rise in interest in thrifting, but the problem of discarded fast fashion clothing is still 
a significant problem, emphasising the urgency for change.

As a designer and someone who cherishes fashion as a personal passion, I want to be able to express myself freely 
through my clothing choices while still making a contribution to the more important cause of sustainable 
responsibility. By actively promoting and embracing eco-friendly practices, I aim to inspire others to adopt a 
sustainable mindset and make conscious fashion choices myself. Through my creative endeavours, I strive to 
demonstrate that style and environmental consciousness can seamlessly coexist, Implementing a foundation for a 
more sustainable future in the fashion industry worldwide
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Research Questions
How can we use design as a tool to reduce textile waste

Sub-Questions:

● What is fast fashion?
● How does the fashion industry affect the environment?
● What is overconsumption?
● What makes people over consume?
● What is the current fashion economy?
● What are some methods to keep fashion sustainable?
● What kind of textile waste is there?
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Review of contextual knowledge
Rise of fast fashion

Fast fashion is low-cost, trendy apparel that is frequently made in a lesser quality and is a copy of high-end clothing labels. The 
objective is to meet consumer demand when it is at its peak of popularity by getting the newest fashions on the market as quickly 
as possible. (Rauturier, 2022) With the cycle of fast fashion and consumer culture, items often get discarded after a few wears; 
this is due to trendy clothes constantly changing and the consumer culture revolving around staying relevant and up to date with 
the current trends. This cycle leads to an unsustainable system of overproduction and overconsumption. Most fast fashion 
clothing materials include synthetic fibres that are easy and cheap to produce but hard to recycle and do not biodegrade well in 
landfills. 

Fashion industry's effect on the environment

Production of clothes alone extracts a huge amount of resources such as chemicals, raw materials, energy and water. A single 
shirt can use 2,700 litres of water during production so imagine how much wastewater pollution is made from clothing 
production everyday. The extraction of water has affected the water quality globally. 20% of polluted waters around the world 
comes from fashion production. (Bailey et al., 2022 These wastewaters contain chemicals from the dying process. As a result of 
mass production of fast fashion ‘84% of clothing waste ends up in landfills and incinerators’. (Brown, 2021) This waste takes up 
space in landfills as it could take more than 200 years for textiles to be decomposed in landfills.  The fashion industry produces 
more carbon emission than flights travelling abroad, (Bailey et al., 2022) thus making the fashion industry being responsible for 
10% of global carbon emissions at its current pace waste generation. (Geneva Environment Network, 2023) By 2030, emissions 
are expected to be significantly increased by 50% (Quantis, 2018).
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Review of contextual knowledge
Overconsumption

The demand for new clothes has grown significantly over the 
years, and up to 100 billion garments are globally produced yearly 
(Ruiz, 2023) however, 92 million tonnes of textiles are disposed of 
in landfills. Merely 1% of the manufactured clothing is repurposed 
to create new items.

Between 2000 and 2015, clothing production has doubled  there 
has been a growth in clothing sales and a decline in clothing 
utilisation. It is estimated that more than half of the fast fashion 
clothing manufactured is thrown away in less than a year.

According to research conducted by Ellen MacArthur Foundation, 
increasing a garment's lifespan cuts its carbon footprint in half. 
Thus, cutting emissions by 44% can be achieved by doubling the 
number of times a garment is worn or reused. (Ellen MacArthur 
Foundation, 2017)

Promotion of overconsumption in the digital space

Every day we are exposed to online advertisements and social media, influencing our decision-making 
in consumption. Digital spaces like social media and fast fashion sites like Shein promote the 
overconsumption of cheap trendy clothes. Not only advertisements on media but services like Afterpay 
and Laybuy encourage consumption of the buy and pay later. Consuming and disposing of clothes fast 
has become the norm because it’s not trendy anymore. A 2020 survey showed people are likely to buy 
sufficiently when less exposed to consumption promotion materials online. (Frick et al., 2020) There is 
an opportunity to refrain people from consuming promoting material. 

https://ellenmacarthurfoundation.or
g/fashion-business-models/overvie
w
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Source: 
https://ellenmacarthurfoundation.org/articles/the-tre
nds-and-trailblazers-creating-a-circular-economy-for-
fashion 

Figure 1: Clothing sales increase and decline in 
clothing utilisation

https://ellenmacarthurfoundation.org/articles/the-trends-and-trailblazers-creating-a-circular-economy-for-fashion
https://ellenmacarthurfoundation.org/articles/the-trends-and-trailblazers-creating-a-circular-economy-for-fashion
https://ellenmacarthurfoundation.org/articles/the-trends-and-trailblazers-creating-a-circular-economy-for-fashion


Review of contextual knowledge
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Promotion of Overconsumption in Social media

Social media and internet ads that we encounter on a daily basis impact our purchasing decisions. 
Fast fashion websites like Shein has a popular digital platform in social media  that encourage 
excessive consumption of inexpensive, trendy clothing. The buy-now, pay-later model is promoted 
by media ads as well as firms like Laybuy and Afterpay. Fast fashion consumption and its quick 
disposal has become the standard because of the fast paced trends that rapidly change in the online 
environment

People are more likely to purchase sufficiently for themselves when they are exposed to less online 
consumption advertising items, according to a 2020 survey. (Frick et al., 2020)It is possible to stop 
people from being exposed to promotional content.



Review of contextual knowledge
Current fashion industry model

The fashion industry utilises a linear business model to optimise 
clothing production and consumption. (THE SUSTAINABLE 
FASHION FORUM, 2023) It excessively extracts resources and is 
mass-produced for brief use before getting thrown away, and 
the process gets repeated. Most of the clothes produced for 
mass production are made out of synthetic material, and makes 
it harder to recycle.

What are some methods to keep fashion sustainable?

Circular fashion is a system that uses circular economy where 
the life cycles of fashion products are extended. It offers 
opportunities that can help respond to customer demands and 
help the environment. (Gueye, 2021) This requires a change in 
the business model from a take-make-waste model towards a 
reuse-based model. As consumers we can minimise waste, by 
upcycling, repairing selling or donating their old clothing and 
consider buying quality items.

How to incorporate circular fashion into 
everyday life:
 Buying quality items
Choosing clothes with sustainable 
materials
Second-hand clothing
Clothing swaps
Repair and alterations
Upcycling
Clothing rental
Resell or donate
Educate 
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Review of contextual knowledge
Types of textile waste

Textile waste refers to the material discarded throughout the process of garment production. This can be material thrown during 
the production or after its been made. Significant amounts of resources, such as water, electricity, and raw materials, are needed for 
the manufacture of textiles. These resources are wasted when clothing is thrown out rather than being repurposed or recycled. 
Textile waste can occupy a significant amount of landfill space and, as it breaks down, emit gas emissions. (Ruiz, 2023) Thrown 
away used clothes is the most known textile waste but there many other types of waste that get due to leftovers or 
manufacturing errors that could be potentially have the opportunity to be reused.

 There are different types of reasons textiles get dispose of as shown below:

1. Pre-consumer waste: leftovers and remnants from the manufacturing process, such as fabric samples and trimmings.
2. Post-consumer waste: Consumers discard these textiles and garments either because they are no longer desired or 

because they are damaged beyond repair.
3. Deadstock fabric: excess material that wasn't utilised in the manufacturing process and is usually discounted for sale.
4. Misprinted or overstocked items: products that were manufactured incorrectly or that did not sell as anticipated.
5. End-of-life textiles: textiles that have reached the end of its lifespan and cannot be fixed or repurposed.
6. Fast fashion waste: Made for trendy clothes made out of cheap material, yet it frequently degrades quickly and fosters 

disposable consumer culture.

https://theroundup.org/textile-waste
-statistics/#:~:text=The%20world%2
0produces%2092%20million,are%2
0produced%20globally%20every%
20year.
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Current solutions
Thredup
Thredup is an online consignment thrift store with the mission 
to refresh your style while creating less waste. They promote 
a circular fashion model by encouraging a system that makes 
customers sell their clothes and purchase second hand on the 
same platform. While shopping on the site, customers are 
educated on their environmental impact by shopping 
secondhand.

How it works:
Customers receive clean up kits where they can put in their 
preloved clothing. Once packed and sent to the warehouse, 
the company does the rest, and you earn money on the side.

There are limitations to this platform as it only caters to 
womenswear and children's clothes and is not for everyone. 
Their services are limited to certain countries, not including 
New Zealand. 

H&M 
H&M has a garment collecting 
program that collects any 
unwanted clothes to receive a 
voucher for their purchase at  
h&m.
 they take the garments 
and sort them into 3 categories: 
Rewear, reuse, recycle
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Technologies

Augmented reality body scanning

The app uses the smartphone camera to 
take a full body scan. This captures 
measurements

Magic mirror/ Virtual mirror - Virtual fitting room

Purchasing products online can be difficult to asses and may 
require situated experience to easily determine their 
purchase decision. Retail stores can offer virtual fittings to 
support their selection process. Virtual mirrors allow users 
to try on different garments effortlessly and assess fit 
without physically putting on clothes. (Saakes et al., 2016) 
The gadget offers video-based augmented reality, which 
blends digital content with physical reflections such as a 
camera and display.

This blend of interactive display and digital content shows a 
seamless way of seeing how people can try on outfit without 
the effort of physically trying them on.

https://3dlook.ai/content-hub/virtual-
fitting-room-for-ecommerce/#:~:text
=A%20virtual%20fitting%20room%
20is,pattern%2C%20and%20style
%20before%20purchasing.
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Technologies
Mirror mirror - Draw on body T-shirt design system

Mirror Mirror is a t-shirt design system that allows you to customise your 
designs on a t -shirt through a mirror. (Saakes et al., 2016). A mirror is 
used to implement spatial augmented reality and provide highly accurate 
and responsive feedback to the user as they design the shirt on their 
body in real time. The mirror's reflection would project enhanced visuals 
onto the reflection. They provide an immersive virtual reality experience 
by combining projection mapping with a standard mirror.

The design system entails direct body interaction and an interface with a 
mirror. With a variety of brushes that come in different colours, styles, 
sizes, and patterns users can use to create designs on the body.. They 
explored different UI platforms, one being a tablet based that is 
synchronised with the projector and the other using the tablet as a 
palette they can draw on the body. After they conducted user testing on 
both interfaces, they found a tablet interface brings an easier and more 
intuitive experience for both professional designers and non 
profressionals

https://dl-acm-org.ezproxy.aut.ac.nz
/doi/10.1145/2858036.2858282
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Figure 6: Mirror interface design 
system

Figure 7: Mirror interface design 
system



Target audience

My primary target audience is on people who engage in social media and frequently clothing purchases online, 
primarily older teenagers and adults. (Oberlo, 2023) Findings show that generation z, specifically people aged 
18-24 buys more clothes than older generations. (Weisbrod, 2022) Therefore focusing on this age range would be 
beneficial to find ways to reduce overconsumption and textile waste. This age group's affinity for fashion presents 
a unique opportunity to address the issues of overconsumption and textile waste, given their influence on market 
trends and their receptivity to sustainable fashion practices. Furthermore, thrifting has also become popular 
among and an increase of interest of sustainability is one of the important factor when buying clothes to gen Z. 
Catering to a demographic more exposed to online media-promoting consumption would help form insights into 
their behaviours and create opportunities to minimise their impact of clothing waste.
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Methodology

Research approach

Frameworks

Ethics

Time frame

-conducting interviews

My project will require understanding the behaviours of consumers. What motivates them to buy clothes and how 
they dispose their clothes. I will follow the double diamond method to investigate and define the needs of users in 
order to develop a solution to this problem.

Discover
In the discovery phase, I will gather contextual research to gain 
an understanding on my topic and what is currently known 
about the issues. I also gather  interviews

Define
After gathering information, information mapping and define 
patterns, establishing needs and framing the problem

Develop
I form ideas on potential solutions in response to framed 
problem and produce design solutions and iterate the design 
from user testing feedback.

Deliver
Final outcome of the design process and implementation into 
real world context
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Figure 8 
https://uxplanet.org/quick-steps-through-the-double-diamond-
cf2e00b22ba7 

https://uxplanet.org/quick-steps-through-the-double-diamond-cf2e00b22ba7
https://uxplanet.org/quick-steps-through-the-double-diamond-cf2e00b22ba7


Methodology
User centred design

In order to produce a usable and accessible product, user-centered 
design is an iterative approach that involves designers in including 
users at every stage, from field research to usability testing. (Le, 
2017)

I will carry out the following phases of the user centred design 
method:

Specify the context of use: Define the product's intended usage, 
including who will use it, for what purpose, and in what 
circumstances.

Define the requirements: Determine any user objectives or business 
requirements that must be satisfied for the product to succeed.

Ideate and provide design solutions: starting with an initial concept 
and progressing to a finished design.

Evaluate Design: Review designs with user testing to determine 
whether the design aligns with the context of use and user 
objectives.
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Figure 4: User centred design framework



Interviews

I’ve conducted interviews on 
friends and family on their on 
where and how they purchase 
their clothes.

From my interviews, i found that 
people often shop online due to 
convenience and they tend to buy 
clothes that are timeless to them 
and rarely regret the clothes they 
buy.

For repairing and disposing 
clothes, they have good practices 
of donating their clothes into the 
clothing bin though not many 
upcycle except for one person
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Figure 9 & 10: Interview notes



Interviews
When I asked about their experiences with 
second-hand shopping, they find it tedious because 
they browse through cluttered items in all sizes yet 
can't find their size and trying on items can be a 
hassle. People often go thrifting without knowing 
what they'll get, adding to the browsing time.

From my interviews, people find it tedious to look 
through second hand clothes because they can’t find 
their size and would rather look online at new 
clothes. People determine what they buy based on 
how it  fits on them so incorporating a fitting feature 
would help encourage people to buying clothes in 
general. There is still a problem with the lack of 
reusing clothes, too many of second-hand clothes 
available are not in people’s sizes making it harder to 
shop sustainably, this possibly leads to a cluttering 
problem in thrift stores.
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Persona 1

Goals
- Wants personalisation and creative freedom to 

find a sustainable way to buy clothes
- Actively engage with the community with 

similar interest of fashion like herself
- See how the clothes fit on her to confidently 

make purchase decisions

Scenario
Tayla is on the lookout for unique clothing pieces while on a budget. She doesn’t 
have time to go thrift in stores, so she browses online. She finds it tedious having to 
sift through multiple filters to find her preferred clothes and ones that would be in 
her size and fit her well. She wishes there was a way to have clothes customised to 
her fit while being sustainably conscious. 

Pain points
- Can't find items her size 

whenever she shops second hand
- Trying on clothes or finding out 

their size can be tedious

Tayla 
20 years old
Marketing 
University student
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Age: 28

Location: Los Angeles, California

Background: Alex is a fashion-forward creative with a keen eye for design. They work as a freelance graphic designer 
and have always had a deep appreciation for unique and personalized clothing. With a bachelor's degree in fashion 
design, Alex is well-versed in the art of garment creation, which allows them to envision and design their own clothing.

Motivation: Alex is motivated by the desire to express their individuality and creativity through their wardrobe. They're 
not content with mass-produced, generic fashion and often feel that ready-made clothing doesn't fully capture their 
personality. Customizing their own clothes is an artistic outlet, a way to stand out in a crowd, and a form of 
self-expression.

Tech-Savviness: As a freelance graphic designer, Alex is highly proficient with design software and technology. They 
are comfortable using various design and customization apps to bring their clothing ideas to life. They appreciate 
user-friendly interfaces and advanced design features that allow them to translate their creative vision into tangible 
fashion pieces.

Personality: Alex is artistic, detail-oriented, and fashion-conscious. They have an innate sense of style and a knack for 
combining colors and patterns. Attention to detail is a hallmark of their work, whether it's designing graphics or 
customizing clothing. They value originality and strive to make a statement with their fashion choices.

Expectations from the Custom Clothing App: Alex is looking for a custom clothing app that empowers them to design 
and create clothing that is as unique as they are. They expect a user-friendly interface with a wide range of 
customization options, from fabric selection and colors to intricate design features. The ability to visualize the final 
product through 3D rendering or virtual try-ons is crucial. Additionally, they appreciate seamless integration with local 
tailors or online manufacturing services to bring their designs to life.

Key Desires and Goals:

 Creative Freedom: Alex values a custom clothing app that allows them to express their creativity freely, enabling 
them to design clothing that perfectly aligns with their artistic vision.

 Personalization: They seek a platform that offers a wide variety of customization options, from choosing fabrics 
and colors to adding unique patterns, embroidery, and other design elements.

 Visualization Tools: The app should offer realistic 3D rendering or virtual try-on features, helping Alex to 
visualize how their creations will look when worn.

 Collaboration and Manufacturing: Alex desires an app that facilitates a seamless transition from design to 
production. Integration with local tailors or online manufacturing services is important for turning their designs 
into real garments.

 Community Engagement: They appreciate opportunities to share their creations, get feedback from the 
community, and potentially collaborate with other fashion enthusiasts.

Alex Customizer is a user who seeks to redefine their style and create a fashion statement that is uniquely their own 
through a customizable clothing app. They embody the fusion of technology and artistic expression in the realm of 
fashion, and they value an app that caters to their creative vision and empowers them to craft distinctive and 
personalized clothing.

Description
Tayla is motivated  by the desire to express their individuality and creativity 
through her wardrobe has a deep appreciation for unique and personalized 
clothing.

Figure 12: persona avatar
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Persona 2
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Goals
- Wants donate clothes and bags in a 

convenient manner flexible around his 
work schedule

-

Pain points
-

 Simplified Donation Process: Sarah wants a 
user-friendly app that streamlines the clothing donation 
process, allowing her to schedule pickups or locate 
nearby drop-off points with ease.

 Transparency: She desires transparency about where 
her donations are going and how they are being used to 
help those in need.

 Sustainability: As an advocate for sustainability, Sarah 
expects the app to promote eco-friendly practices, such 
as reusing and recycling clothing.

 Impact Awareness: She wants to be informed about the 
positive impact of her donations, including insights into 
the charities or causes supported by the app.

 Convenience: Sarah values an app that saves her time 
and effort, making it hassle-free to contribute to her 
community.

Brandon
27 years old,
Working from 
Home

Background: Sarah is a compassionate and socially conscious individual who has always had a heart for giving 
back to her community. She works as a marketing professional for a tech startup and lives in a cozy apartment 
in the heart of New York City. Her bustling urban life has made her increasingly aware of the social and 
environmental issues facing her community and the world.

Motivation: Sarah is driven by a strong desire to make a positive impact on the world. She's passionate about 
sustainability, minimalism, and supporting those in need. The clutter of her own wardrobe inspired her to 
declutter and donate clothes that were in good condition but were no longer part of her daily rotation. She 
believes in the power of collective action and sees clothing donations as a way to contribute to a greater cause.

Tech-Savviness: As a marketing professional, Sarah is tech-savvy and always on the lookout for innovative 
solutions to everyday challenges. She enjoys the convenience and efficiency of mobile apps for various aspects 
of her life, from managing her schedule to ordering food and shopping online.

Personality: Sarah is empathetic, kind-hearted, and organized. She's meticulous when it comes to sorting 
through her belongings and takes her time to ensure that the clothes she donates are clean and in good 
condition. She values transparency, sustainability, and efficiency and expects the same from the apps she uses.

Expectations from the Donation App: Sarah is looking for an app that simplifies the clothing donation process. 
She values the ability to schedule pickups or find nearby drop-off locations easily. The app should provide clear 
instructions on what types of clothing are accepted and where her donations are going. She also appreciates 
feedback on how her contributions are making a difference, such as providing information on the charities or 
causes the app supports.

Goals
- Wants an easy and flexible way to 

donate clothes allowing to 
schedule 

- Wants a sustainable service that

Scenario
Brandon has a lot clothes in his wardrobe that he no longer. the clutter of his own 
wardrobe inspired him  to declutter and donate clothes that were in good condition 
but were no longer part of his daily rotation. He has tried selling his clothes online 
but to no avail in getting rid of them. He wishes there is a simple donation service 
that can be flexible around his schedule

Pain points
- Hard to get rid off clothes when he 

is stuck working at home most of 
the time and can't go out as much

Description
Brandon is a workaholic that likes a simple lifestyle passionate about 
sustainability live minimalistically

Figure 13: persona avatar



User Flow
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Figure 13: personal work - 
user flow



Wireframes
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Figure 14: personal work - 
Wireframes



Mid fidelity prototype 
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Figure 15: personal work - 
mid-fi prototype

a b c d e g



Feedback and user testing
During studio workshops, I received feedback on my mid fidelity screens e,  
colours and some gradients and colours used were too harsh and contrasting. 
And icons weren’t translating to what I intended them to be such as the 
people mistaken the feed button and reducing 

I’ve also conducted user testing on my work in progress prototype  when it 
came to the s conducted to to gain feedback on usability. From my 
observation on user testing, I noticed that people got confused on the 
material selection on the design garment page. (figure 15b) It lacked the 
indication of whether the mather was selected or not.

From peer feedback and user testing, it gave me direction on what I need to 
iterate next.
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Figure 16: studio work - 
feedback session



Solutions and key outcomes

I propose a solution to address the waste issue in fashion by introducing a service that promotes a sustainable, circular 
model of clothing consumption. This service would repurpose old textiles to create new garments, reducing the 
environmental impact of the fashion industry. To encourage consumers to participate, we would advocate for practices 
such as upcycling, donating, and reusing clothing while bringing social awareness around these initiatives.

The key outcome of this project is to offer a service that motivates individuals to make sustainable fashion choices, 
emphasizing the importance of upcycling and receiving custom-made clothing tailored to their preferences. This 
approach not only extends the lifespan of existing textiles but also significantly contributes to reducing textile waste. 
Through the implementation of this service, I hope to pave the way for a more sustainable future in the fashion industry, 
one that values responsible clothing consumption and prioritises environmental considerations.
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Design Solution - Stitch up
Features:
Donation
Users can donate their unwanted textiles to the app and receive discounts on their next designed garment 
purchase. Donations can be any materials whether it’s clothes, blankets, rags or any fabric scraps that can be 
repurposed into a new product. Most donation centres offer drop off centres or clothing bins. This service offers 
pick ups from your for con. When we throw away our clothes, we often don’t know where exactly our clothes 
go and so by providing this donation this brings forth transparency to where our clothes go and how it gets 
repurposed once we donate them.
Design your Garments
The platform can provide services to users by providing tools to customise clothes to their fit and providing the 
materials sourced from donated clothes or fabric through the app. Donated material can also be repurposed into 
bags, blankets and accessories. This service helps encourage upcycling practices by sourcing materials from 
existing fabrics, minimising waste.
Virtual fitting
A Virtual fitting that helps determine fit for the users, this could be accompanied by augmented reality to take 
user measurements. Providing a virtual fitting would help determine purchase decisions for users.
Upcycling
If users would like to use their own material they can follow a step by step tutorial on how they can upcycle 
themselves. From peer feedback, people showed interest in wanting to know how they can upcycle themselves 
so by incorporating 
Sharing
A feed page that allows you to share creations of your customised clothes to inspire others to do the same and 
vice versa.
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Figure 17: Personal work, 
Phone mock up prototype



Critical commentary
Design system
I keep design is minimal since its focus is on textiles 
and its patterns.

Colour palette
I used colours of indigo and beige white, for creativity 
and intuitiveness

Imagery/Textures 
My main focus on the design is around textiles so 
incorporating imagery of patterns and textures made 
from textiles images of these textiles 
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Figure 18: Personal work, 
Design system



High fidelity Prototype - Onboarding

Onboarding introduces the app to the user, Signing up involves putting in 
address, phone number and entering size measurements for the purpose of 
personalised fitting and tailored patterns. Providing information at the 
onboarding process would save time and have ease of having pre saved info for 
ordering and donating. The welcome page introduces the icons used for the 
home bar for the user to understand its features and functions upon joining.

33

Figure 19: 
Personal work, 
Onboarding 
prototype



High fidelity - Main pages

Home screen displays recent creation 
made by other users on the app as 
well as recently added textiles and 
most liked designs users have  
created 34

Figure 20: Personal work, prototype

Donation screen talks through 
how the donation process works 
before proceeding.



High fidelity - Designing Garments

The page above lets users 
create and customise from 
a selection of items.

35

From previous feedback, instead adding 
fabric to the garment tapping, adding an 
animated demonstrator drag and dropping 
fabric onto the garment

Tapping on the material would 
bring up information about the 
material

Figure 21: Personal work, prototype



Prototype - Preview and order

Once you finish designing your garment, you’re able 
to preview your design in a 360 motion video in a 
3D model. The model represents your body 
measurements and gives you an idea of how the 
garment will fit on you. The details below show 
what materials you used for each panel of the 
garment and the price breakdown of the materials 
you’ve used. Once design is confirmed they taken to 
the next steps of ordering and confirming their 
payment and address details for delivery.
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Figure 22: Personal work, prototype



Prototype - Upcycling
Upcycling can be 
done when you 
have your own 
materials you can 
source. The app 
provides a step 
by step tutorial 
on the garments 
you want to 
create and it 
provides 
measurements 
tailored to your 
size.
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Figure 23: Personal work, prototype



High fidelity prototype - Donation

The donation process involves filling out an application for donating clothes. The purpose filling out this 
application is to have the textiles assessed on whether it is in good quality enough for reuse. The donations 
page gives you updates on your application and once the application gets  accepted, it can be booked for 
collecting. A representative will come on the collection day to get couriered to the warehouse and gets 
repurposed once another user has selected that textile for their garments.
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Figure 24: Personal work, prototype



Conclusion and Reflection

In conclusion, my project has been dedicated to addressing the pressing design problem: how might we encourage user 
to reduce textile waste? A significant issue in the fashion industry and a primary contributor to environmental pollution. 
While I'm not an industry expert, my approach involved extensive investigative research and user interviews, allowing 
me to synthesize insights and employ user experience design principles. Through this process, I've developed a 
user-centric solution.

This project had its challenges throughout the semester. The fashion industry is actively working on sustainability, with 
a multitude of ideas and solutions circulating. As an individual, it's daunting to tackle such a broad and well-discussed 
issue. However, with the invaluable feedback from my peers, I've managed to create a unique app that could potentially 
drive change in the way we consume and dispose of clothing.

Looking ahead, if there was more time to develop this project there are several opportunities to enhance this project. 
Based on my research into fashion-related technologies, incorporate features that streamline the fitting experience and 
leverage augmented reality to provide users with an immersive mixing and matching clothes using their phone's 
camera. The aim is to continue developing and refining the solution to make ease on the tailoring experience of the app. 
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Figure 1: 
https://ellenmacarthurfoundat
ion.org/articles/the-trends-an
d-trailblazers-creating-a-circu
lar-economy-for-fashion 

Figure 2: 
https://www.marketvector.c
om/mvis-onehundred/a-circ
ular-economy-designing-o
ut-waste 

Figure 3: 
https://www.attiremedia.c
om/tips-tricks/buy-and-se
ll-clothes-online Figure 5: 

https://en.wikiped
ia.org/wiki/Virtual
_mirror 

Figure 8 
https://uxplanet.org/q
uick-steps-through-th
e-double-diamond-cf2
e00b22ba7 

Figure 6 & 7; 
https://doi.org/10.114
5/2858036.2858282 

Figure 12 & 13;  persona avatars 
generated from 
https://personas.draftbit.com/

Figure 4: 
https://medium.com/redc
atstudio/user-centered-d
esign-method-28e3aafc8
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