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Problem
Statement

Problem
Solution

The direction of consumer fashion has lead to a culture of rapid 
turnover in stores, then closets, and �nally, the land�lls. There is a 
need for an alternative way to get new clothes that makes people 
feel responsible to the environment. 

For those who choose to sew an out�t, it can be dif�cult working 
with mass marketed patterns with limited sizes that don’t �t to each 
body shape. Additionally, making clothing can be a scattered 
process. People have to go to multiple websites or stores while 
trying to  teach themselves. 

I proposed a solution to help women reuse clothes already 
in their closets. The goal is to create an experience for the 
user to improve the process of starting a sewing project by 
addressing sizing issues, navigating the novelty of using 
pre-owned clothing, and providing workshops all available
in one convenient website. 

Design Process



Solution Inquiry (scale of 1 -5)
Interviewees were asked questions to gather interest in the solution. 
The average results are displayed below.

Key Takeaways

Sample of Questions:

How often do you get rid of clothes in your wardrobe?
Why often do you feel the need to change out your clothes?
How often do you shop for new clothes?
What issues do you have when shopping for clothes?
How many clothes do you never wear in your wardrobe?
What issues do you run into when shopping for clothes?
How does the fast-fashion industry impact you and the environment?

To start this project, research was conducted to get a better 
understanding of shopping habits and the clothing challenges 
women have. Six in-person interviews were conducted of 
potential users. The goal was to determine if the project would 
be a viable solution and how to improve the experience. 

— Women change out their clothes several times a year.
— Clothes that don’t �t right get tossed out most often.
— It’s hard to �nd a size that �ts right in stores.
— Reasoning for not buying new clothes include not wanting to spend  
    money, having too many clothes, and not �nding the right sizes.
— Women tend to own at least a few clothes they never wear.
— Those who are environmentally conscious are starting to 
    notice the impact of the clothing industry.

Market Research
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5 Do you want to reduce your clothing consumption rate?

4 Do you have trouble �nding clothes in your size?

3 Are you likely to try and sew your own garment?

2 Do you feel responsible for the environment?

1 Do you feel the need to get rid of clothes in your wardrobe?
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Through the market research, I compiled the information to 
create two personas of targeted users. They address speci�c 
needs, goals, and overall personality of the user to help me 
determine appropriate solutions. 

Personas
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Define

No Sewing Skill

Busy Body

Wears Whatever

Convenience is Key

High Sewing Skill

Free Time

Fashion Concious

Save the Bees

High Sewing Skill

Free Time

Fashion Concious

Save the Bees

No Sewing Skill

Busy Body

Wears Whatever

Convenience is Key



Feature Prioritization
What features can we include that will hone in on a goal we 
can achieve for our potential users? I created a map of 
potential features that would help the user with their pain 
points and needs. 

Essential and Low Effort/Expense Features

Nice to Have

High Effort/ExpenseLow Effort/Expense

Essential

Measuring 
Instructions

Sewing 
Pattern 
Catalog

Sewing Tips

Pro�le for 
Saving 

Information

Aid for 
Finding 
Sewing 

Patterns

To help inspire creativity and promote the branding, I developed 
a styleboard to reference while creating elements that are 
cohesive and would appeal to my personas.

Moodboard and Styleboard

ReYou: Upcycle Fasion Center



User Goals
In order to create purposeful experiences for the user, I de�ned 
user goals and associated them with potential features. 

Main Feature
Providing patterns that match the user’s pre-owned clothing.

Goals

Get clothes that �t
Get accurate size measurements
Update their wardrobe
Be Creative
Be responsibe to the environment

Features

A sizing guide with measurements
Have measurement instructions 

Providing patterns for new clothes
Provide multiple pattern options

Match patterns to pre-owned clothes
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User Flow Research
I developed a �ow to determine a path that would ease the user 
through the process of our main feature: �nding a pattern.



Initial Wireframing
These initial wireframes are designed to start testing user 
interactions and ease in accomplishing their task. Based on 
information collected in previous research phases, I was able 
to design a user �ow in these wireframes. 

The main feature of the site is searching for 
patterns the user will be able to use on their 
pre-owned clothing. 

This process is divided into three separate steps:

1 – Find Your Garment
2 – Search Patterns
3 – Find Your Actual Size
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User Flow Testing
Testing was done by potential users on the website’s main 
pattern �nder feature. They were given scenarios to �nd 
patterns that could pair with their pre-owned clothing and were 
asked to give feedback on their experience as I observed their 
navigation process. 

Initial Insights

— Users skipped our main feature: the “Pattern Matcher”
— “Pattern Matcher” name confused users as to what that feature was for
— The “pin this” button was confusing to users
— User wants to �nd size independently of the start a project feature
— Users were having dif�culty navigating the loose “step” layout
— Users were lost after going through multiple pages for each step
— Users were stuck if they wanted to go back to a previous page
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Goals Moving Forward
I developed goals that addressed initial feedback and continued 
to test these changes and their success in further testing and 
develpment of the service. 

1 2

3 4

Make the �ow more 
intuitive in the step 
by step process.

Ensure the users 
understand the “�nd 
my clothing” feature. 

Make it easier for users 
to go back and forth 
between the steps.

Make a pin button more 
intuitive and accessable 
for users.

Goals



Make it easier for users 
to go back and forth 
between the steps.

2

The Feedback
Implementing

Make the �ow more 
intuitive for the step by 
step process.

&1
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Iterations

Creating a step by step process 
while still allowing users to toggle 
between them

32

Without any particular order of 
preference, the user is able to 
toggle between the three steps in 
the pattern acquring process. 

Renaming step one to 
something more clear and 
creating a process bar on top 
for a more intuitive design.



Extra pages were eliminated to prevent users from clicking off 
the site for a streamlined process for the user.

Ensure the users understand
the “�nd my clothing” feature. 

3

Each step prompted an introduction screen before the feature 
screen and user could start at any step in any order.

Previously

Iterations

Home Start Project 
Page

Step 1

Home Step 1



Iterations
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Make the “pin” button more intuitive 
and accessible for users.

Pin Button Locations Pinned Locations 



From the home page to 
the �rst step in the 
pattern �nding process.

Clicking a garment prompts the 
user to con�rm their choice. 

Step 1 is where the user looks 
for a garment they own. 

Home

Step 1

UX Outcomes

Further testing was conducted after implementing 
the initial feedback. After I reviewed the new 
feedback, I complied all the research and initial 
designs into one �nal product. 



User is again prompted to take a second look 
and con�rm their choice of sewing pattern.

Because this process will be new to �rst-time users, the user is limited to 
following the steps in order but is able to toggle between the steps in order. 

Step 2 is where the user has the 
opportunity to pick a sewing 
pattern they would like to use 
on their clothing.

Step 2



Step 3, the user can examine 
the pattern and enter their sizes 
for a personalized pattern.

Measuring instructions are 
provided for accurate results.

A size guide is provided as an 
additional tool for �nding 
sizes in case the user cannot 
measure themselves. 

Step 3






