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THE DESIGN PROCESS

INTRODUCTION

Historically fashion and accessories have served as tools to turn new technologies, such as smart 
fabrics or new materials, into convincing products. As a matter of fact, fashion is considered as 
an extension of both the physical and the aesthetic body and has been one among the first ways 
technology began to enter the physical body’s space. 

Today, the fashion field is permeated by an extraordinary numbers and developments of 
technologies, whose main innovative feature is based on its ‘disruptive’ charge, meaning the 
prerogative of creating unexpected development conditions or, much more frequently, breaking the 
pre-existing settlements.

Wearable devices and, more in general, fashion technologies have been forecasted as the next 
major future trend. 

UNIT OUTLINE

The unit aims to provide students, working alongside a fashion designer, an understanding of the 
state-of-the-art of wearable technologies landscape identifying limits and opportunities. Students 
are expected to explore the field of smart accessories through a methodology that goes from 
research to practice with a focus on contemporary needs for contemporary users. From human 
interaction to visual aspect, from materials to internal layout the unit introduces the context of 
wearable technologies through a learning-by-doing approach. 

The unit presents a design methodology that leads to the concept definition of a fashion-tech 
product or service, through a research process that synthesizes design goals, technological and 
productive constraints, market context and consumption trends for a consumers’ group of reference. 
In particular, it aims to present the whole design process for a Wearable collection, covering phases, 
activities, and tools. 

The knowledge and skills acquired from this unit form the basis for the Interaction Design, 
Computational Couture and Made by Hand Made by Machines units and compliments the Wearables 
and Societal and Cultural Trends units. 

INDICATIVE CONTENT AND TEACHING AND LEARNING METHODS

• Introduction to fashion-tech
• Methodologies to support a fashion-tech product development
• Best and worst practices 
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Lectures are designed to introduce and clarify the topics being covered in the course, and to relate 
those topics to business applications, workshops, work-based learning, and learning through 
research. 

LEARNING OUTCOMES

Upon successful completion of the unit, students will be able to: 

1. Acquire and develop knowledge and understanding of wearable technologies
2. Describe the metadesign process behind the definition of the concept
3. Demonstrate critical analysis and reflection of case studies, trend research, consumer profiling, 

merchandising research and concepts of stylistic codes;
4. Evidence a sophisticated level of editing of mood and lifestyle boards for presentation at a fashion 

technology environment/professional industry event.

ASSESSMENT METHODS

In teams, students are required to develop an assigned inspirational theme, a design brief to a 
collection’s architecture, following a methodological path supported by theoretical and instrumental 
lectures and tools. 

Students are required to develop the assignment with the guidance of professors and teaching 
assistants. During working hours, students are required to work collaboratively in class on their 
assignment with the team. Moreover, during working hours each team will meet professors and 
teaching assistants on a weekly basis to present their work-in-progress. Reviews with professors 
and teaching assistants are addressing and sharing meetings on methods and contents. Reviews 
aim to share developed activities and in progress work and to receive comments and suggestions to 
improve and continue the project. 
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