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“ 
Research is the gathering of facts. In the absence of facts, you have assumptions. And 

assumptions are the enemy of design. 
- Mike Monterio, author of Design is a Job 

 

 

RESEARCH STATEMENT: PROGRAM OF SCHOLARSHIP 
 

My research addresses exceptional, identifiable, and quantifiable problems within the apparel product 
development process, focusing on the needs of unique target populations ranging from astronauts to 
firefighters and college athletes. I use design process research to explore the complex requirements of 
target populations and believe that by studying the taxing environmental conditions and/or strenuous 
physiological considerations of these populations, we can align, apply and develop innovative apparel 
technologies and methodologies to address human needs. 

 
I am passionate about the design process and how the study of design may contribute to the success 

(or failure) of functional apparel products. In my research, I approach the apparel design process from the 
user’s perspective. I explore the relationships of the apparel product to the end-user, but also the end-
user’s impact on the apparel development process. I argue that ideas for innovative, functional apparel 
products can come from the people who use the product, as much as the people charged with designing 
it. Although designers are experts in design, users are experts in their experience. As stated in the quote 
from Mike Monterio, a design process author and speaker, states: research is necessary to gather facts 
about needs from actual users. Gathering facts about user’s needs reduces assumptions, thereby 
decreasing the number of poorly designed, unsuitable products in the market. The development of 
methods to incorporate users in the design process validates users' requirements and can also 
authenticate user satisfaction. 

 
Apparel technologies and social media are tools that can engage the user and incorporate them into 

the design process. Some apparel technologies I have used in projects include digital printing, 3D 
scanning and flattening, virtual prototyping, and rapid prototyping techniques, using these technologies to 
engage in a dynamic conversation with users about their apparel needs. Through a diverse set of 
projects, which range from nursing bras to firefighter gloves, I use design process models to frame the 
research and relate it to an application-based product outcome. My research is a synthesis of creative, 
theoretical, and applied explorations. 

 
RESEARCH METHODS 
 

Participatory design methods employ a range of ethnographic research methods and are the 
backbone to my investigations into the apparel design process. Participatory Design (PD) engages 
consumers as co-creators in an active exchange during the creative process. The active engagement is 
analyzed through a mix of qualitative and quantitative methods. Specifically I have used participant 
observations, wear trials, interviews, and survey research to capture user interactions, as well as the 
contextual meanings of the product. Consistent within the Participatory Design method, designers and 
researchers not only go into the environment of the user, but users are also invited into the design 
environment as collaborators, providing a varied and differentiated methodological outlook to the research 
studies. I also use human factors analysis, controlled laboratory experiments, and simulated design 
environments to capture the relationship between the user and their functional and expressive needs.  

 
PREVIOUS RESEARCH 
 

I have engaged in a series of diverse projects exploring ways to utilize apparel technologies within the 
product development process. Throughout this past research, the aim has been to synthesize what these 
technologies mean for the end-user and apparel product outcomes while applying a concrete design 
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process. The table below briefly introduces the project concept, apparel technology, and the design 
process for a variety of projects.  

 
My M.A. thesis detailed user involvement in a product development model. The outcome of this 

research was a revised model of collaborative apparel product development and a functional nursing 
sports bra prototype. This research exemplified the challenges of designing for distinctive communities, 
and provided a framework to explore concept design, the rendering of design concepts, and prototyping 
methodologies. Findings from this research are currently under peer review. 
 

 
In my dissertation research I investigate how variations in the design process contribute to the 

success (or failures) of functional products. This project is designed to explore Participatory Design 
methodologies that enable the apparel industry to close the loop between consumers, product designers, 
and manufacturers to move closer to the goal of enlisting consumers as designers in the product 
development cycle. Specifically, the study identifies users who may be excellent collaborators and also 
tests facilitation as a means to enable the integration of user interaction with the creative process of 
designers. This work empirically tests collaborative scenarios with participants in apparel design, based 
on their inclination as ‘lead-users.’  The outcome of this research is a better understanding of the product 
underdevelopment from the user’s perspective, revealing first-hand knowledge of use.  

 
I am also engaged in creative scholarship as an integral part of my research and professional 

development. I enjoy the challenges of designing for extreme situations, and thrive within concept design, 
rendering of design concepts, and creating finished garments. As I develop my future research track, it is 
my career goal to sustain a creative scholarship program to supplement and enhance my research. 
These explorations in my creative scholarship will also be linked to my reaching.  
 
FUTURE RESEARCH GOALS 

 
The trajectory of my future research will address scalability of participatory methods and viability of 

collaboratively designed apparel products. As a platform for advanced study, in my future research I will 
continue to manipulate the designer and user construct as outlined in my dissertation.  

 
In a broader scope, my future research will also explore single user and open collaborative innovation 

as assisted by technologies that both enhance the capabilities of individual designers and support 
distributed, collaborative design projects. New production technologies empower consumers to take 
design into their own hands. Technology that enables a lean manufacturing model of apparel production 
through the use of advanced apparel tools will also be explored.  

Collaborators Technology Design Process Project Concept 
Dr. Juyeon Park; Dr. Ajoy 
Sarkar 

CAD Patternmaking Collaborative Design 
& Three-Stage 
Design Process  

Guided by user needs, a sports bra specifically designed for 
nursing women was developed using Lectra and followed the 
three-stage design process (LaBat & Sokolowski, 1999).  

Dr. Juyeon Park; 
Dr. Casey Stannard 

Digital Textile 
Design & Digital 
Textile Printing  

Universal Design Pupa Butterfly explored Universal Design principles to guide 
the functional design process, and utilized digital textile 
designs which were superimposed over digitized pattern 
pieces, were digitally printed, and sewn into a reversible 
maternity dress.  

Dr. Huiju Park; 
Sandy Flint 

3D Flattening 
Technology  & Dye 
Sublimation 

Koberg & Bagnall 
(1972) feedback loop 

Used 3D-flattening software in the creation of a heated 
wetsuit, designed to maximize the surface area contact of the 
suit for thermal transfer in an aqueous environment.  The 
surface design was dye sublimated onto the neoprene. 

Dr. Susan Ashdown et al. 3D Hand Scanning Human – Centered 
Design (Maguire, 
2001) 

Explored methods to generate consistent 3D scans of gloved 
and un-gloved firefighter’s hands. Interactions with users were 
guided by methods to support Human-Centered Design.  

Dr. Susan Ashdown, Dr. 
Lucy Dunne, Charlotte 
Coffman, & Fran Kozen 

3D Body Scanning & 
Virtual Prototyping 

Engineering Design 
Process 

Through use of Optitex and CLO 3D, this project explored the 
use of 3D scan images and virtual prototyping to engage 
middle school girls in 2D/3D spatial reasoning via apparel 
design.    

Dr. Susan Ashdown; 
Design Works 
International; Sandy Flint; 
Theo Pritz 

Digital printing & 
CAD patternmaking 
 

Participatory Design In collaboration with a digital printing studio in NYC, practice 
uniforms for the Cornell Rowing Team were developed using 
Optitex and digitally printed. The rowers, following 
Participatory Design methods, created the surface design. 
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I also plan to establish a User Engagement Product Development Lab research group that will 

synthesize my work with design technologies and my methodological inquiries. Through research-driven 
development, open collaboration, experimentation, and multidisciplinary projects, the research group will 
utilize the potential of today's advanced apparel technologies to create commercially viable, culturally 
relevant, and societally valuable apparel products. This group will take part in the interdisciplinary dialog 
of the university with aims to actively collaborate with other departments within the university as well as 
with other industries, companies, researchers, and experts. 
 


