

[image: ]






Fashion Design Research


Ezinma Mbonu







[image: ]


Published in 2014 by


Laurence King Publishing Ltd


361–363 City Road, London,


EC1V 1LR, United Kingdom


T + 44 (0)20 7841 6900


F + 44 (0)20 7841 6910


enquiries@laurenceking.com


www.laurenceking.com


© 2014 Laurence King Publishing Ltd Ezinma Mbonu has asserted her right under the Copyright, Designs, and Patent Act 1988 to be identified as the Author of this Work.


This book was produced by Laurence King Publishing Ltd, London


All rights reserved. No part of this publication may be reproduced or transmitted in any form or by any means, electronic or mechanical, including photocopying, recording or any information storage or retrieval system, without permission from the publisher.


A catalogue record for this book is available from the British Library


ISBN: 978-1-78067-179-6


Design by Jane Chipchase


Printed in China


Front cover (front to back): © LKP, photo by Hayley Bradshaw, courtesy Meagan S. E. Wellman; © LKP, photo by Hayley Bradshaw, courtesy Hefina Hedd Williams; Courtesy Ruth Green; © LKP, photo courtesy Mark Glasgow


Back cover (top to bottom): Courtesy Alice Overington; © LKP, photo by Hayley Bradshaw, courtesy Meagan S. E. Wellman




[image: ]




Introduction


Research is essential to fashion design. Innovative design is the result of strong investigative research undertakings. The intention of this book is to unpack the research process by focusing on the core elements that you will need to engage with as a fashion student to ensure that you develop your ideas creatively and thoroughly. Through the research process, you create the building blocks needed to develop a concept. This book shows you how to fully explore and build upon an initial idea through a variety of research methods. In this divergent and expansive first stage, primary, secondary, colour, fabric and market research is undertaken, giving you a well-informed position from which to develop your concept with a deeper level of understanding and subsequent application.


Chapter 1: What is Research? examines the concept of research, and clarifies the difference between primary and secondary research, noting the benefits of both. Getting underway on a brief can often prove quite challenging, so Chapter 2: How to Start Researching presents a variety of ways to kick-start idea generation.


Fashion is designed to be worn by people, yet people differ hugely in their tastes and spending power. Taking time to ‘undress’ the fashion market and identify its different sectors will help you to define who you are designing for. This is discussed in Chapter 3: Market Research.


Making the best use of the resources typically found in a library are explored in Chapter 4: Informational Research. The possibilities offered by shopping as a research activity are also explored. An array of hands-on approaches to primary research forms the basis of Chapter 5: Creative Research. Both two- and three-dimensional creative explorations are discussed at length.


Chapter 6: Fabric Research takes a close look at cloth. The goal of this chapter is to encourage a curiosity about fabric, and to build your knowledge of fibres, fabrics and their terminology. The impact of colour is demonstrated in Chapter 7: Colour Research. This provides a basic introduction to colour theory and explains the use of colour wheels. From these foundations you will be able to build up your knowledge and create colour palettes with confidence.


Chapter 8: Concept Development discusses what happens once you have completed your primary and secondary research activities. How do you make the most of your collated research? How do you interrogate your findings? How do you fine-tune your concept? These and many more questions are addressed. This chapter takes you through the design development procedure, ending with the preparation of finished sheets for your portfolio – the culmination of the research process.


You will find a true companion in Fashion Design Research. Numerous quotes from students and professional designers, combined with a wide variety of images, will inspire you at each stage of the fashion design process. ENJOY!
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1.


What is Research?




As a fashion designer, research is part of your everyday life. Inspiration can come from anywhere, at any time. There are methods that you can use to spark ideas, which all designers use – primary and secondary research. But how much research should you do? How do you keep your search on the right track? This chapter will show you how to ensure your research has depth and relevance, which will, in turn, generate collections that are creative, innovative and unique.





What is Research?


Research is fundamental to fashion design and provides the starting point for any collection. Without it there would be no design – or certainly no good design. Research can be conducted at any time and involves observing the world around you, and collecting and recording objects, images and ideas that inspire you. Primary research is new research, created by you; secondary research involves collecting material created by others, which you might find in books or on the internet, for example.


Your research can be part of an ongoing process, collecting day to day, or you can choose to research for a particular project or brief. It should not be perceived as an arduous task, but rather an opportunity to discover a treasure trove of potentially useful ideas.
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Fabric draped on a tailor’s dummy.
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Sketchbook showing primary research: experimentation with dyeing techniques and exploration through the modelling of fabric.
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Sketchbook showing the use of secondary research resources.





Research is integral. A wise man once said to me, ‘Fashion does not come from fashion’, and it’s so true.
Carolyn Massey


For me it is very important to absorb the world’s cultures. These construct your particular way of communicating, and provide a way to go beyond your own ‘mental home’.
Romeo Gigli


Research can take the form of mood boards, nights out or a trip away somewhere. It’s a complete creative process where nothing is left out of the equation.
PPQ
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A cohesive collection results from strong research application where silhouette, proportion, line, fabric and colour are explored. In this collection, opaque felted fabric is paired with ultra-sheer chiffon, the blocks of colour divide the body in an interesting way, and the emphasis on the shoulders creates a top-heavy silhouette.


The Value of Research


Fashion research is a creative investigation that can yield ideas, which then inspire and contribute to the design process. The deeper the investigation, the more design opportunities it will provide – thorough research allows more links between the layers of research material to be made, simply because there is more material to work with. Superficial research, as the name suggests, just skims the surface; fewer links can be made, so it usually results in design ideas that have undergone insufficient development. Research should define the concept and the creative direction through a process of assimilation and editing. By researching you are searching, or searching again.


The fashion industry by its very nature is ephemeral – it is fast-paced and subject to change over very short periods of time. Nothing in fashion is totally new; it is a cycle with reinvention at its core. The ability to innovate – to create the ‘new’ – is developed through strong research application, which is, therefore, an essential skill for a designer. Designers cannot create within a vacuum; they are like sponges, constantly absorbing the environment around them to find the inspiration needed to create a point of difference – ‘newness’. Whether engaging with technological advances in fabric or reacting to a current political mood, designers are at the forefront of creative endeavours.


Primary Research


Primary research is a first-hand investigation. It consists of material created by you that did not previously exist. A wide range of methods are used to gather and collate this, including experimenting with fabrics, taking your own photographs, making collages, and sketching indoors, outdoors, at galleries, museums and other places of interest.


When sketching at a gallery, you (the important ingredient) interpret an exhibit through drawing. Your focus should be on recording the elements of the exhibit that inspire you and can be of use. These can include anything from colour to form, texture and silhouette.
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Drawing at the ‘Tommy Nutter: Rebel on the Row’ exhibition, at the Fashion and Textile Museum, London.
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Drawings made at the ‘Yohji Yamamoto’ exhibition at the Victoria and Albert Museum, London.


Creating fabric samples, experimenting with design details and manipulating fabric are very hands-on approaches to fashion research – for many designers these provide the starting point of a collection. Issey Miyake, for example, is renowned for his use of pleated fabric (see page 127), and fabric manipulation is central to his work. Working on a tailor’s dummy also allows you to explore and research silhouette, proportion and form, enabling you to realize or interrogate your two-dimensional sketches and designs in three dimensions.
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Shirt sleeve samples made by bonding fabrics. This piece was inspired by a concept-led approach, exploring the utility wear of nurses in hospitals.
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Experimenting with projection to decide on the print of a jacket for a collection.
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The fabric samples on the right-hand side have been inspired by the artwork images on the left-hand side of the sketchbook.
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Experimenting with fabrics to further explore your concept can inform both how you design and what you design.


Photography also fits under the heading of primary research. This is frequently the quickest method of recording research material. You can use a camera to document inspirational objects and places. You can also photograph your experiments while modelling on the stand (tailor’s dummy). This will provide you with images that can themselves prove inspirational. Photo-manipulation techniques, using software such as Photoshop, will then allow you to experiment with your images, which again can prove to be stimulating.
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Photography is a very accessible form of primary research. Dedicating a day or so to venturing out with your camera can be fun and rewarding, yielding numerous inspirational images.
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Working on a stand exploring ideas is a form of primary research. As you make adaptations, photograph each stage for future reference – for example, when working on design development.


Street style photography documents fashionably dressed people; it is a form of reportage that will give you an excellent opportunity for hands-on research. Many designers draw inspiration from the street. In turn the street can draw inspiration from the catwalks and, by the process of appropriation, transform it into something altogether new. Street style imagery is available everywhere, from magazines to books and online. The nature of the internet also makes images accessible and allows emergent trends on one side of the globe to influence street style on the other.


There are many street style bloggers who frequent markets, bars, clubs and the international Fashion Weeks in search of interesting-looking people. Knowing exactly where to go to maximize photographic efforts is key – it is important to have your finger on the pulse.
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Street style photography can be used to record anyone with an interesting way of combining garments to create an outfit. You will also frequently notice trends as you walk around – here colour, large patent bags and oversized scarves are common denominators.





Creating a collage of found objects, images and other ephemera can be classed as primary research, too, because although the objects existed before, the collage did not. (Within art and design a ‘found object’ is one that was not originally intended as art; having being found, or ‘chosen’, however, it takes on an aesthetic value.) Collage as a primary research endeavour has many uses at various stages of the research and development process; see Chapter 5 for more information. Fundamentally, creating a collage provides a reasonably quick and spontaneous way to document ideas. The process of exploring and experimenting with different materials and images to create stimulating visuals can be fun as well as thought-provoking.


More information and ideas on how to undertake primary research can be found in Chapter 5.
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Invest in a camera that is portable and user-friendly. Over a period of a month, take a photograph every day of something you find interesting and inspirational. Only one image a day is permitted – be spontaneous. Once the month has ended, develop the images, display them in a book and review them.
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The traditional Inuit clothing on the left has inspired the colours, textures and naive stitch details shown in the collage on the right of this sketchbook page.


Why Undertake Primary Research?


Why draw or take photographs when you can buy postcards, photocopy from books and download imagery from the internet? Why do you need to engage with the world at large when you can comfortably research from your workstation at home? The answer in a word is ‘experience’ – your own personal experience of the world around you is valid and worth exploring. There is a marked difference between reading a book or seeing a film and being told about that book or film by someone else. This is because first-hand engagement allows for your own interpretation of an experience, uncompromised by the views of others.


It is hard to beat the stimuli gained from first-hand engagement with objects and places. Touching, smelling, hearing and tasting are all very evocative experiences. There are numerous theories on how children learn and make sense of the world, but first-hand experience plays a major role. Touching a piece of fabric gives you an understanding of its properties – it might be cool to the touch, soft and supple, or thick and warm. Smells, sounds and tastes frequently evoke childhood memories or help to create links between past and present that can potentially inspire a whole collection. Seeing the true colour palette of a painting in a gallery, as opposed to its representation in a book, can often come as a big surprise. Reproductions of images are often poor impersonators; their colours can appear quite flat next to the rich hues of an original.


Research is the backbone of a collection. Not necessarily just visual research but also collecting and memorizing feelings, situations, emotions. This information goes through our system and becomes a more tangible theme. Research becomes less subconscious from this point.
Sachiko Okada – Blaak
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Two views of a statue of a sphinx at Belvedere Palace, Vienna, are shown here. First-hand experience allows you to be inspired by an object in theround. Details from the front, right side, back or left side might inspire a whole collection – why limit yourself?
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The seaside can be very evocative, triggering memories of past and present.
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Different scents can transport you to another time and place.
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‘Haptics’ is the perception of objects using the sense of touch – nothing quite feels like wet clay.


Secondary Research


Secondary research is research already in existence that has not been created by you. It helps to broaden the scope of any investigation by enabling you to access objects, places and facts that are not readily available to view first-hand. A wide range of research methods fall into this category. An activity as enjoyable and relaxing as flicking through a fashion magazine and tearing out pages of interest is sound secondary research. Reading around a subject, using search engines, and working your way through a mountain of books bookmarking pages to be photocopied are other methods.


Material can be gathered in the form of images and text from books, magazines, postcards, journals, videos, the internet and many other sources. The library is a very good place to start too, as they often house several different forms of secondary research material under the one roof.


Be aware of the varying quality of reproduced images. Photocopying or scanning images at 300 dots per inch (dpi) produces good-quality high-resolution images. A fair percentage of online images are of low resolution (often 72 dpi), which results in a pixelated image – this should be avoided at all costs.


Referencing historical objects and artefacts, such as period costumes, is another activity that you will frequently engage in. An awareness of past fashions is an essential part of fashion knowledge, so frequent exposure will enable you to establish good foundations. It might not always be possible to find a specific costume on display at a museum, but you might find it in a book or on a museum’s website.


More information on how to access and use this wide array of resources can be found in Chapter 4.


Research is what defines each season or collection. It starts with the very first decision – to make a new collection – and, from that point on, everything that enters the arena plays a part as research. So, at that stage I try to surround myself with what I understand to be the ‘right’ stuff for the season, including good books, films and images. 6 ⅞
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A 300 dpi high-resolution image (top) and a 72 dpi low-resolution version of the same image (bottom).


Why Undertake Secondary Research?


The results of secondary research can be extremely useful and far-reaching. Whether you need to source historical imagery or enquire into the solar system, secondary research resources will often provide a far more accessible and immediate starting point than primary research. As a student, after receiving any project briefings from your design tutor, you will most likely find yourself in the university library to begin with, embarking on your initial research via secondary resources.
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Native American painted totem poles in Vancouver.
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Composite of images taken from the spacecraft Voyager.
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Cuban woman smoking a large cigar.
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Peruvian woman carrying a baby, Ollantaytambo.


[image: ]


Cupola of St Basil’s Cathedral, Moscow.


Allocating Time for Research


A designer’s ability to innovate is heavily dependent on research that involves deep investigation. However, the length of time needed to research adequately depends on the timeframe of any given brief, or project. The timeframes given for briefs within a college can vary greatly from those in industry; often they are comparatively longer.


To make the most of your available time, it is worth planning in advance how much time you should give to research. To do this you will need to work backwards from the deadline, calculating how long the various stages of the design process (including sampling and making, if specified) will realistically take you. Everyone works in a different way; some need longer for the research stage, while others need more time for the making stage.


For a 10-week project, for example:


-Week 10 might be spent creating the finished sheets of designs for your portfolio, using computer-aided design or hand-rendering techniques.


-Weeks 9, 8, 7 and 6 might be spent on pattern cutting (making), and then making an outfit up in calico (muslin) or the real fabric.


-This takes us to the mid-point. Here you might allow two weeks (weeks 5 and 4) for documenting initial ideas and then moving on to design development.


-You might then decide that you can devote the first three weeks to initial research – collecting visual material, sketching, taking photographs, gathering fabrics, samples, haberdashery and fastenings, and so on.


The above-mentioned stages are not mutually exclusive, however – there is a tendency for some overlap. The length of a project will significantly affect how much time you allocate to research and the other stages of the design process.
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Toileing, sampling and three-dimensional experimentation are an important part of any design project and should be evident in some shape or form.


Keeping Research Relevant


While engaging in explorative research it is important to think about efficiency. What can you derive from the research in order to design clothes? Sometimes, when there is a lot of collected material, it can be quite difficult to see what is important – to identify the potential creative direction. This also applies when dealing with abstract material. Periodically throughout the research and development process ask yourself the following questions:


-Can I derive a silhouette from my research?


-Is there a suggestion of a colour palette that I can explore?


-Does my research point to certain fabrics?


-Can I derive details?


-Does the research allow for playing with proportion? If so, how?


-Have I made the most of any cultural influences?


-Have I explored references to detail sufficiently?


-Is there any suggestion of fabric manipulation that I can explore?


-Have I made the most of any historical references?


These will hopefully keep you on track by making your research relevant to the task at hand – that of designing clothes.
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A collection based on an A-line silhouette developed through explorative research.


Silhouette


The silhouette is the overall outline of a garment or outfit. It is the first thing the eye sees before focusing on the details. A silhouette defines a collection through an emphasis on a specific element: for example, well-defined exaggerated shoulders and extremely low dropped-waist trousers (bumsters) were signature silhouettes explored in early Alexander McQueen collections. Historically, the dropped waistline epitomized the 1920s silhouette, as did the miniskirt, which was also instrumental to the short silhouette of the swinging 60s.


Proportion


Proportion in a garment or outfit is based on the silhouette. Proportion relates to how the body is divided into parts, and how the parts then relate to each other. The body can be divided vertically, horizontally or diagonally, and also in a range of other ways. Experimenting with the placement of blocks of colour or fabric help to emphasize proportion.


Line


The line of a garment is synonymous with the cut of the garment. Here, the focus is on the placement of seams and darts around the body and how they work visually. Typically, vertical lines work best to exaggerate the length of the body, while horizontal lines exaggerate the width of the body; curved lines tend to convey a sense of femininity, whereas straight lines are associated more with masculinity.
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This image of 1920s attire shows the silhouette of the dropped waist of the era.
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The illustrated line-up of a final collection of menswear shows the impact that blocks of colour have on defining proportion. The vertical and horizontal lines give different emphasis to the male form.
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Cultural and historical references will help you to explore different perspectives on silhouette, proportion and line.


Cultural References


Looking at cultures in general – whether your own or those of others – can provide useful reference material to be applied to your research process. Cultural references can relate to dress, architecture and music – in fact, all manner of things.


Historical References


Period, as well as contemporary, costume (dress) provides a useful historical reference for fashion design research. Period costume can be found in specialist museums or illustrated in books, paintings, journals and online. Clothing has evolved quite dramatically over time – different eras have supported different emphases on the human form that have frequently reflected the trends of specific times.


Your Research is Unique to You


The individual designer heavily influences how research is collected and collated. In fact, their approach tends to mirror their personality – it might be haphazard and disorderly, or neat and uncluttered. The interpretation of the material, too, will be as unique as the designer themself. Even when working from the same body of research, interpretations will vary from individual to individual.


For uniqueness to materialize it is essential that the ‘handprint’ of a designer is evident in their research. This provides a point of difference and acts almost as a guarantee for a body of work that is less about imitation and more about creation.


It’s the ugly things I notice more, because other people tend to ignore the ugly things. 
 Alexander McQueen


The research process is very important if it progresses naturally. In other words, it needs to be exciting and enjoyable. I do like the research process, especially when floating ideas start to become concrete design tools. It can be an idea, a thought, something that I might have started thinking a season before.
 Bora Aksu
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Research methods are unique and personal to every designer, and are reflected in their final designs. The Bless label – the product of two designers – is solely about a conceptual creative output. Situated between fashion and art, their products can range from clothing to an experience. Their conceptual (experience-driven) way of realizing garments pervades all facets of their work, including the shops they are sold in. The Berlin-based shop interior, seen here, reflects the anonymity of the design duo. Are you in a shop or an art gallery?


Research is an Ongoing Process


It is good practice always to be aware and on the lookout for inspiration. Make a habit of collecting imagery and found objects of interest, even when they seem irrelevant to your current project – they might prove useful in the future. Too often when looking for inspiration we tend to disregard things that displease us. However, if something has caused a reaction in you, even a negative one, it can still be worth keeping and investigating further.

OEBPS/images/pg23_3.jpg





OEBPS/images/ch1.jpg
T

T
= y
S f: ///i%%ﬂ.ﬁ/ﬂﬁy// -
i = ]






OEBPS/images/pg23_2.jpg





OEBPS/images/pub.jpg





OEBPS/images/pg23_1.jpg





OEBPS/images/pg10_3.jpg





OEBPS/images/pg13_2.jpg





OEBPS/images/pg22_2.jpg





OEBPS/images/pg3_1.jpg
Fashion
Design
Research

Ezinma
Mbonu

Laurence King Publishing





OEBPS/images/pg10_2.jpg





OEBPS/images/pg13_1.jpg





OEBPS/images/pg22_1.jpg





OEBPS/images/pg21_1.jpg
365DAYSAHEAD b 2

ORTHEMPALL

(a\\" TON Buritsquirs

364 DATSAREAD i »)
h

OFATHEMIALL






OEBPS/page-template.xpgt
 

   
    
		 
    
  
     
		 
		 
    

     
		 
    

     
		 
		 
    

     
		 
    

     
		 
		 
    

     
         
             
             
             
             
             
             
        
    

  

   
     
  





OEBPS/images/pg17_1.jpg
) PR e
Y :
S M g B Sl @ &





OEBPS/images/pg26_2.jpg





OEBPS/images/pg26_1.jpg





OEBPS/images/pg25_1.jpg





OEBPS/images/pg24_1.jpg





OEBPS/images/pg14_2.jpg
= 4‘!

7
=

-8






OEBPS/images/pg16_1.jpg





OEBPS/images/pg11_1.jpg





OEBPS/images/pg14_1.jpg
2 i
s





OEBPS/images/pg12_2.jpg
a s
e daCiina






OEBPS/images/pg15_2.jpg





OEBPS/images/pg12_1.jpg





OEBPS/images/pg15_1.jpg





OEBPS/images/pg17_2.jpg





OEBPS/images/pg28_1.jpg





OEBPS/images/pg27_1.jpg





OEBPS/images/cover.jpg
Fashion
Design
Research

Ezinma
Mbonu
s | v =






OEBPS/images/pg10_1.jpg





OEBPS/images/pg7_1.jpg





OEBPS/images/pg19_3.jpg





OEBPS/images/pg19_2a.jpg





OEBPS/images/pg19_2.jpg





OEBPS/images/pg19_1.jpg





OEBPS/images/pg18_1.jpg





