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INTRODUCTION

Having a good idea is one part of the challenge but how do we ensure the students of Fashion-Tech 
are incorporating the Human, Social, Psychological and Economic contexts into their thinking and 
practice. The objective of the workshop is to enlist them with the tools to create business models 
for their ventures that not only consider the financial return of their ideas but also ensure they 
understand their consumer, sustainability, ethical practice, branding etc. 

THE BRIEF 

This workshop is created with modularity in mind – each section is compact with its own outcomes, 
designed for the facilitator to build bespoke delivery. It is advised that the facilitator spend some 
time researching the content before delivering the workshop (refer to specific discipline reading list) 

AUDIENCE

This workshop is intended for students studying 
at postgraduate level (eg. MA, MSc etc.). It is 
suitable as an introduction for beginners and 
can be adapted for an intermediate audience. 
It can also be adapted for either individual or 
group work.  

MODULAR

This tool can be used in a modular way; the 
presentation structure matches the facilitator 
guide enabling you to mix and match to create 
bespoke workshops.  

TIME DURATION

This workshop is designed to take place over 
three days, the students should work in groups. 
However, the guide can be adapted to take 
place over several weeks with students working 
independently. 

RESOURCES

Human, social, psychological and economic 
contexts of fashion-tech presentation

GROUNDING EXERCISE & GROUP FORMATION

Arrange students into their groups/sitting together. You may want to consider a low risk ice breaker 
activity here to get the groups to feel at ease with one another. For example, two truths and a lie, 
crack a smile, would you rather, etc. Find more icebreaker activities here. 

STAGE ONE: IDENTIFYING OPPORTUNITIES

1. Introduction 
Materials: presentation

1.1 Examples of the opportunities that could be identified – encourage students to build on this 
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1.2 Introduction to methods of how to identify opportunities 
1.3 Brainstorm: identify the key themes emerging from the research. 

2. Brainstorm 
Materials: A2 paper, pens, post-its

2.1 Discuss the ways in which students might begin to analyse and assess their initial research/ 
ideas 
2.2 What key themes are emerging?
2.3 Translate these themes into potential ideas for a design or product opportunity.

3. Analyse   
Materials: paper, pens/pencils

3.1 Act out: use role-play to explore how it might be used and/or interacted with. 
3.2 Discuss: ensure each member of the group is given opportunity to contribute 
3.3 Ensure students are developing and re-working their ideas 

4.Share 
Materials: timer, student design sheet

4.1 What is your fashion-tech idea?
4.2 What opportunity/ innovation potential have you identified? 
4.3 How will you conduct further research/ what methods might they use?

STAGE TWO: SOCIETAL AND CULTURAL TRENDS
Look into Tool 2 – Research to complement the research activities in this workshop

1. Mapping Exercise 
Materials: presentation

1.1 Examples of the opportunities/ challenges that could be identified – encourage students to build 
on this 
1.2 Introduction to methods of how to identify emerging trends 
1.3 Brainstorm: identify the key themes emerging from the research.

2. Analyse 
Materials: paper, pens/pencils

2.1 Translate these themes into potential ideas for a design or product opportunity.
2.2 How might students begin to test their ideas?
2.3 How might any issues be avoided or minimised? 
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STAGE THREE: SUSTAINABILITY AND ETHICS

1. The Importance Of… 
Materials: presentation

1.1 Examples of current sustainable design practice/ business models – encourage students to build 
on this discussion
1.2 What challenges/ opportunities do they face when it comes to sustainable/ ethical practice?
1.3 How will they identify and overcome?
1.4 Encourage students to support their thinking with online research. 

2. Research & Analysis 
Materials: paper, pens, post-its

2.1 Brainstorm: identify the key themes emerging from the research.
2.2 Translate these themes into potential ideas for a design, product opportunity or business model
2.3 What might the issues be?
2.4 What is their fresh perspective? 
2.5 What materials/ process could be used to aid the idea?

3. Define 
3.1Visualise: what might the product/ process look like?
3.2 Act out: use role-play to explore how it might be used and/or interacted with. 
3.3 Discuss: ensure each member of the group is given opportunity to contribute 
3.4 Map-out: product journey, where does the idea disrupt/ intervene to provide a more sustainable 
and or ethical approach? 

[2d]
2.4 How adaptable is their idea in relation to society & culture: connectivity, size, scale etc. 

3. Define  
Materials: paper, pens/pencils, internet access

3.1 Act out: use role-play to explore how it might be used and/or interacted with. 
3.2 Discuss: ensure each member of the group is given opportunity to contribute 
3.3 Map-out: illustrate a ‘user journey’ for the design idea 

4. Share  
Materials: timer, paper, pens, post-its

4.1 What is their Fashion Tech idea?
4.2 What cultural/ societal trends can they outline to explore further?
4.3 Who are their users/ what are their needs?
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3.5 Tutor to offer suggestions: ‘Have you thought of….?’

4. Share  
Materials: paper, pens, post-its

4.1 What is their sustainable/ ethical angle?
4.2 How did they reach this conclusion?
4.3 How will they conduct further research? (Students and tutors to engage in sharing critique)

[2d]

STAGE FOUR: CUSTOMER AND VALUES 

1. Customer Values 
Materials: presentation

1.1 Introduce examples of how to define customer/ market groups 
1.2 Explore why are customer values important to the creation of product or business model?

2. Research (look into Tool 2 – Design & Ideation to complement the research activities in this 
workshop- 5 Why’s)
Materials: paper, pens, post-its

2.1 Why: Question the customers desires, needs, fears?
2.2 Who: Customer persona task – get groups to build the picture of their customer? 
2.3 What: methods might they need to further understand of customer?
2.4 Customer segments – is it a mass market product or niche? 

3. Define  
Materials: paper, pens, post-its

3.1 The issue, consumer need and/or market gap the product addresses 
3.2 What the product is/does 
3.3 USP and/or distinctiveness 
3.4 Why will people care? – personal attributes to the idea

4. Share 
4.1 Students to describe their customer/ values 
4.2 Why do they need/ want their product idea? 
4.3 Based on the research/ ideation phase what will make it stand out to their target customer? 
4.4 What further research/ proto-typing would they need to do to strengthen thinking? 
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STAGE FIVE: STRATEGY AND BUSINESS

1. Things to Consider 
Materials: presentation

1.1 Introduce examples of how to approach the business and strategy around a novel idea
1.2 What methods might they use to promote idea? 
1.3 What platforms?
1.4 What external factors might have influence on idea; positive/ negative 

2. Brainstorm  
Materials: paper, pens, post-its

2.1 Brainstorm: identify the key themes emerging from the research.
2.2 What will be their USP? 
2.3 S.W.O.T analysis – explore opportunities, risk etc. 

3. Define Business Model  
Materials: paper, pens, post-its

3.1 Business model canvas task – use template 
3.2 In their group’s students should draft mission statement (no more than 100 words) It should cover 
all the important elements of the product & business 

4. Share for feedback

STAGE SIX: BRANDING AND PITCH

1. Visual Communication  
Materials: presentation

1.1 Examples of relevant and successful branding 
1.2 What makes a pitch or branding for a product successful? 
1.3 Introduce the idea of ‘pitch deck’ 
1.4 Encourage students to support thinking with online research 

2. Key Themes  
Materials: paper, pens, post-its

2.1 Brainstorm: identify the key themes emerging from the research.
2.2 What is your USP/ mission statement – how can you use this to build on your branding/ pitch 
2.3 How might you package (visually/ verbally) this product to target investors? 
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3. Define 
3.1 Develop a storyboard for a 2-minute video to pitch your product. 
3.2 What is your verbal/ visual language?
3.3 Students decide a name for their product and/or brand. 

4. Practice Pitch - Prep 
Materials: paper, pens, post-its

5. Final Pitch & Present 
Materials: timer

5.1 Professional Pitch
5.2 Encourage students to critique pitch on post-it notes so that this can be shared with the teams 
at the end, so everyone gets a good range of feedback. 

6. Share & Evaluate 


