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APPROVAL PROJECT BRIEF

To be filled in by the chair of the supervisory team.

chair Vorst, R.R. R. van der date - - signature

CHECK STUDY PROGRESS

To be filled in by the SSC E&SA (Shared Service Center, Education & Student Affairs), after approval of the project brief by the Chair.
The study progress will be checked for a 2nd time just before the green light meeting.

Master electives no. of EC accumulated in total: _31 EC @ all 1% year master courses passed

Of which, taking the conditional requirements
into account, can be part of the exam programme  _31 EC missing 1° year master courses are:

List of electives obtained before the third
semester without approval of the BoE

name _C.vanderBunt date 28 - 09 - 2020 signature

FORMAL APPROVAL GRADUATION PROJECT

To be filled in by the Board of Examiners of IDE TU Delft. Please check the supervisory team and study the parts of the brief marked **.

Next, please assess, (dis)approve and sign this Project Brief, by using the criteria below.

e Does the project fit within the (MSc)-programme of MD) APPROVED[) NOT APPROVED )

the student (taking into account, if described, the

activities done next to the obligatory MSc specific ) APPROVED r) NOT APPROVED )
courses)?

¢ |s the level of the project challenging enough for a
MSc IDE graduating student?
e |s the project expected to be doable within 100

- also approved for Entrepreneurship
- remark: title does not express the design of a product

working days/20 weeks ? Service
¢ Does the composition of the supervisory team
comply with the regulations and fit the assignment ?
comments
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A virtual fibre for sustainable fast fashion project title

Please state the title of your graduation project (above) and the start date and end date (below). Keep the title compact and simple.
Do not use abbreviations. The remainder of this document allows you to define and clarify your graduation project.

start date 04 - 09 - 2020 09 - 02 - 2021 end date

INTRODUCTION **
Please describe, the context of your project, and address the main stakeholders (interests) within this context in a concise yet

complete manner. Who are involved, what do they value and how do they currently operate within the given context? What are the
main opportunities and limitations you are currently aware of (cultural- and social norms, resources (time, money....), technology, ...).

space available for images / figures on next page

The context of this research lies within the fashion industry, executed for the innovation team of Phillips-Van Heusen
Corporation (PVH). PVH is a global apparel company that manages a diversified portfolio of brands (e.g. Calvin Klein
and Tommy Hilfiger). Its innovation team, AREA52 Innovation, was founded in 2020 specifically to deliver a continuous
pipeline of new innovations where fashion meets technology, in order to lead the positive change in the fashion
industry empowering their brands, people and a sustainable planet. The team operates within four streams: Product,
Digital, Business and Culture.

PVH has set out a vision to digitize the entire design process by 2022, and fully transform toward product circularity by
2030. The shift towards 3D design allows brands to create realistic virtual samples even before a garment is produced.
It speeds up the design process, reduces back and forth with vendors and limits the amount of waste (McKinsey, 2020)
At the same time, technological advancements in Al, AR, 3D visualization and computing power create the potential to
bring new experiences to the hands of our consumers. Big tech companies such as Apple, Microsoft and Amazon are
heavily investing into - AR glass developments. Tim Cook, apple's CEO even expects it to replace the smartphone at
some point (Haselton, 2019).

The main stakeholder of this research are PVH's key consumers in the coming 5 years: generation Z (born 1996-2010).
The generation has technology as their first nature, and grows up operating advanced technology (systems) as an
extension of themselves (Protein Agency, 2020).

Technological and environmental developments have resulted in conflicting standards. On one hand they increasingly
expect brands to offer sustainable products (Portell & Kleinewilling, 2019), being confronted with the negative impacts
of consumption. At the same time, their consumption behavior shows the opposite; moving onto new trends quickly
and expecting instant gratification, induced by global connectivity and constant algorithm-generated exposure
(Protein Agency, 2020). This exposure doesn't only create a shorter trend-shelf life but also an interest in a broader
spectrum of trends and style influence. The generations don't want to box themselves into one style or 'identity’, but
want to experiment with aesthetics and are open to adapt influences quickly (Rowe & McKcracken, 2017).

The idea of self expression through fashion is not a new concept (Roach-Higgins, 1992), people are naturally curious
about experimenting with this medium (Sellerberg & Aspers, 2015). However the pace at which this is taking place is
much quicker than with previous generations. Not only inspiration for expression is gained from the Internet, but they
express themselves on-line as well. They meet their friends on-line more often than they do in real life (Anderson &
Jiang, 2018) on various platforms. Digital tools have allowed an explosion of new self-expression and play with identity
(such as snapchat AR-filters).

The fast fashion industry has tapped into (and enhanced) this phenomenon effectively by offering short-cycle fashion
products at a low price (Cook & Yurchisin, 2017), giving people the possibility to express different parts of their identity
every day. The environment had to pay the price for this success however, with the industry quickly evolving into the
second biggest polluter in the world. As before mentioned, this is in conflict with the generations' desire for
sustainable products. Finding a solution for this conflict while creating long term opportunities for the industry will be
the main focus of this research.
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PROBLEM DEFINITION **

Limit and define the scope and solution space of your project to one that is manageable within one Master Graduation Project of 30
EC (= 20 full time weeks or 100 working days) and clearly indicate what issue(s) should be addressed in this project.

ASSIGNMENT **
State in 2 or 3 sentences what you are going to research, design, create and / or generate, that will solve (part of) the issue(s) pointed

This research will focus on a solution space that lies within the domain of digital fashion, that is; the visual
representation of clothing, created using computer technologies and 3D software. Digital fashion (garments) are
expected to still Gen Z/A’s hunger for newness while embracing sustainability as they:

1. Mitigate physical waste (better prediction of consumer demand)

2. Shift a part of physical fashion sales to the digital domain.

3. Meet instant gratification demands because of its short production time and spreadability.

4. Give infinite freedom for its creators and users to meet exploration standards in an affordable manner.

In order to successfully introduce this new form of fashion, and truly leverage the sustainable potential of digital
fashion, itis important to tap into the right needs that arise with this new domain. With this research we hope to shift
the paradigm around fashion needs by answering to following main research question (MRQ):

How might we create value for PVH, by anticipating on the new consumer needs in fashion behaviour through the
introduction of digital garments?

The scope of this research uses a timeline of 5 years, which matches the time-frame of PVH's 2025+ Power Plan. The
key objectives of this project align with this Power Plan to: Commit to sustainability (Selling less/Zero inventory), End to
End Digitalization and Delivering inspiration and unique shopping experiences (Meaningful omnichannel
experiences).

out in “problem definition”. Then illustrate this assignment by indicating what kind of solution you expect and / or aim to deliver, for
instance: a product, a product-service combination, a strategy illustrated through product or product-service combination ideas, ... . In
case of a Specialisation and/or Annotation, make sure the assignment reflects this/these.

1. Design a product/service that allows Gen Z to use digital garments in a way that fulfills new consumer needs
2. Provide PVH with a strategic investment- and collaboration- roadmap towards this solution.

The final deliverable of this research will be a product/service concept that is a solution to the main research question,
accompanied with an inspiring future vision context that has a strategic fit with PVH/its brands and a scenario-based
investment and collaboration strategy roadmap. The deliverables will be presented in a C-level proposition deck (key
insights, investment suggestions and next steps) accompanied with an in-depth research report, and an inspiring
future vision visualisation. To answer the MRQ, the fundamental needs typology of Desmet and Fokkinga (2020) will be
combined with various digital applications, in order to create novel interactions that shift the paradigm of fashion
behaviour. Applications in multiple fields will be examined, such as industries (e.g. gaming) and technologies (e.g. AR
and VR).

To get to here, the following Sub-Questions are formulated:

1. What are the underlying needs for fashion behaviour?

2. What are possible digital applications?

3. What new needs arise from the interactions that come with new or different uses of digital applications?

4. What interactions are most strategically relevant for PVH, and how might we design a product/service around them?
5. How can we generate value for PVH, by creating a business model around this solution, and create long term
competitive advantage?
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PLANNING AND APPROACH **
Include a Gantt Chart (replace the example below - more examples can be found in Manual 2) that shows the different phases of your
project, deliverables you have in mind, meetings, and how you plan to spend your time. Please note that all activities should fit within

the given net time of 30 EC = 20 full time weeks or 100 working days, and your planning should include a kick-off meeting, mid-term
meeting, green light meeting and graduation ceremony. lllustrate your Gantt Chart by, for instance, explaining your approach, and
please indicate periods of part-time activities and/or periods of not spending time on your graduation project, if any, for instance
because of holidays or parallel activities.

startdate 4 -9 - 2020 9 - 2 - 2021 end date
Kick-off Midterm Holiday

Calender week 33 34 35 36 3 38 39 40 41 42 43 44 45
Project week 0 0 0 0 1 2 3 4 5 6 7 8

Internship and project brief

Explore

Vision

Design

Deliver

Documentation 11,5 0,5 1 1 1 il 1

Consumer Research (insights and validation) 19 2 2 2 2 3 2

Industry research 3 1 1 i

Desk Research 55 1 1 1 1 1 05

Company Research 4,5 1 1 2 0,5

Vision Creation 4 2 2

Service Development 25 1

Report and Presentation 27,5 1,5 2

Total days spent 100 0 0 0 0 4,5 5 5 5 5 5 5i5 5 [

Christmas Green Light Presentation

Calender week 46 47 48 49 50 51 52 i 2 3 4 5 6
Project week 9 10 11 12 13 14 15 16 17 18 19 20
Internship and project brief

Explore

Vision

Design

Deliver

Documentation 11,5 1 1 1 1 1 1

Consumer Research (insights and validation) 19 2 1 2 1

Industry research 3

Desk Research 5,5

Company Research 4,5

Vision Creation 4

Service Development 25 4 2 3 4 4 2 2 2 1

Report and Presentation 27,5 5 5 2 3 4 5
Total days spent 100 5 57 5 5 5 5 ) 5 5 5 5 5 5

The research will be executed in a 6-month time frame, starting the 4th of September until the 2nd week of February.
An overview of the research approach can be found in figure 2. This research focuses on defining interesting
interactions in the domain of digital fashion, that are strategically relevant and new. Examples could be; (the need to
be unique) + (AR can project digital visuals on a physical environment) = Dress up in virtual Kanye West clothing, that
was previously unaffordable. Or (the need to be unique) + (digital goods can be programmed) = Developers can cap
the supply of digital fashion items, making them a scarce resource.

In the first phase SRQ 1, 2 and 3 will be answered by iteratively combining various technological/digital applications
with the fundamental needs framework designed by Desmet and Fokkinga (2020). A set of 'exciting' interactions will
be defined, and mapped in the three phases of consumption; Inspiration, purchase and use. The most strategically
relevant interaction will be chosen based on a 5c analysis. Depending on the outcomes of this exploration phase, it will
be decided whether the final road-map and concept will be developed for one of PVH's brands (Tommy Hilfiger of
Calvin Klein), or if it will be set up for a new in-corporate startup. A summary of this research phase will be presented in
the mid-term presentation, after which I will take one week off for holiday.

Subsequently a small vision diamond is set out where, with the help of the Vision in Product method, an inspiring
future vision will be created that; guides the project, inspires the AREA52 innovation team and shows relevance for this
research. Then the design and develop phase will take place where first a strategy road-map will be developed
towards the formulated vision and SRQ 4 will be answered. Either a start-up or brand approach will be used as the final
methodology in the development and delivery phase, depending on the choice made at the midterm. Following, an
MVP concept will be built and tested with users and experts from the industry, focusing both on business- and value
proposition to answer SRQ 5. With a fresh perspective on the design after the Christmas break, the last iteration will be
made and a final concept design is crafted and presented at the green light.
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MOTIVATION AND PERSONAL AMBITIONS
Explain why you set up this project, what competences you want to prove and learn. For example: acquired competences from your
MSc programme, the elective semester, extra-curricular activities (etc.) and point out the competences you have yet developed.

Optionally, describe which personal learning ambitions you explicitly want to address in this project, on top of the learning objectives
of the Graduation Project, such as: in depth knowledge a on specific subject, broadening your competences or experimenting with a
specific tool and/or methodology, ... . Stick to no more than five ambitions.

| have always been intrigued by the concept of fashion; the aesthetics and creativity of it, the way it can make you feel,
how it affects the way we see people, and how different identities can be created and expressed with it. However
these aren't the main drivers for this thesis. The need for change and challenges that lie ahead are. And | love a
challenge.

In my opinion the beauty of fashion is currently overshadowed by the negative impact on the environment and
society. In this research | would love to learn how we can shift this traditional and robust industry into a resilient
landscape that welcomes innovation and gains back its beauty. Moreover | would like to gain in-depth knowledge
about the use and application of visualisation technologies such as augmented reality, and Al applications that drive
the algorithms that create our world view today, so | can properly exploit these in my later work and designs.

In my previous internships and extracurricular activities I've hosted multiple creative facilitation sessions and design
sprints. By putting these competences to practice in this project | can prove the value of design beyond our direct
industry while simultaneously gain more confidence in facilitation. Next to this, | would like to see if, and how, | can use
the methods and techniques for start-up development | gained in previous work-experiences in an innovation project
for a big corporate. What methods still apply and which ones should be adapted? Finally I would like to use my critical
mindset in this project to dig deeper and get to the bottom of the needs, opportunities and limitations when it comes
digital wardrobes. It will be my task to keep asking 'why', and stay creative.

The first phase of this research will make great demands on my imagination and integration ability. As Roland has
already accurately noticed, | am quickly inclined to thoroughly analyze and categorize everything in order to create
structure in the chaos (in my mind). In an assignment like this, with a strong focus on the future, I have to go a step
further, and not only categorize insights but mainly interpret them on an almost philosophical and poetic level. | like to
take this opportunity to challenge myself to transform the abstract into a data-driven outcome, without losing depth
and novelty.

During my bachelor and master electives I've practiced my storytelling and video design skills to convince audiences
with compelling narratives. However | believe a narrative isn't credible without facts. In the digital data-driven world
we live in today, | believe it is ever more important to incorporate data driven results in every story. Therefore | would
like to use this project to develop the skills for data driven research/design and data analytics. This way | hope to
combine my narration and visualisation skills, with hard facts, and end with a deliverable that is both inspiring and
credible.

Finally, I'm curious to see how a rigid corporate such as PYH manages its business and what role an individual can have
in terms of strategic innovation.

FINAL COMMENTS

In case your project brief needs final comments, please add any information you think is relevant.
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The first phase of this research will make great demands on my imagination and integration ability. As Roland has already accurately noticed, I am quickly inclined to thoroughly analyze and categorize everything  in order to create structure in the chaos (in my mind). In an assignment like this, with a strong focus on the future, I have to go a step further, and not only categorize insights but mainly interpret them on an almost philosophical and poetic level. I like to take this opportunity to challenge myself to transform the abstract into a data-driven outcome, without losing depth and novelty.

During my bachelor and master electives I've practiced my storytelling and video design skills to convince audiences with compelling narratives. However I believe a narrative isn’t credible without facts. In the digital data-driven world we live in today, I believe it is ever more important to incorporate data driven results in every story. Therefore I would like to use this project to develop the skills for data driven research/design and data analytics. This way I hope to combine my narration and visualisation skills, with hard facts, and end with a deliverable that is both inspiring and credible. 

Finally, I'm curious to see how a rigid corporate such as PVH manages its business and what role an individual can have in terms of strategic innovation. 
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