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CONCEPT

Illustration 5: Finding an outfit 
one likes in the app

Illustration 6: Seeing the outfit in 3D Illustration 7: Sees the outfit in AR at home
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Vision
With all the information gathered in the research part I can conclude that most 
people preferer to shop in physical stores. This because people like to feel and see 
the garment in real life as both the fit of the garment and the picture of it does not 
match when they are shopping online. People mean that the most important part 
when shopping online is that the website or app provides realistic representations 
of what they are buying. Therefore, I want to fix this problem by creating a digital 
solution that provides more realistic visuals of garments that makes it easier for 
consumers to buy something without them needing to return it because it does not 
match with what they saw online when buying it. As consumer behaviour are 
changing and there is a need for new ways to engage the consumers, I also want 
to make the realistic visuals interactive so it can create added value between the 
brand having it and their consumers as well. 

Concept
My concept is about making an add-on for fashion apps where one can see 
pictures of the garment as normal but also 3D models of real-life garments. In this 
way the consumers can get a better look at how the garments are. By adding 
functions like different light settings, motions and augmented reality the consumers 
can get a better understanding of what the garments are made of and how the
fabric acts and moves. 
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GLITCH FILA
CONCEPT STRATEGY 

CARLINGSCONSUMER

Glitch make 3D models of 
one of filas collections
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When it comes to the economic part of my concept, I am 
aware that the concept can be expensive to practice in 
reality. The cost may vary from how complex the garments 
are and how many pieces it is in the collections. These are 
thing I have not put into consideration when creating the 
strategy for my concept. The reason for this is that I have put 
my focus on the concept itself and how to make this best 
design wise and not how it is going to work economically as a 
business. I have worked on designing a concept that can fix 
the problem of people not shopping online due to misleading 
pictures. I have not focused on the economic aspect of it as 
this is a concept that is fictional. With that said I have made a 
concept strategy of how it can be practised but again 
without thinking about the economic aspect of it. As said the 
concept is fictional therefore, I have chosen brands that I 
mean could be potential partners and that fits the concept. 

I have chosen fila as they are a brand that is popular among 
the target group. They have not yet done anything digital as 
other similar brands like adidas and Nike that both has done 
augmented reality for their shoes. Therefor I found that this 
could be a great way for the brand to hop on the upcoming 
trend when it comes to digitalization. And carlings I chose 
because they are already known for investing in digital clothes 
as they have booth done a 100% virtual collection and AR 
t-shirt in the past. I found that my concept would fit well with 
their way of branding. They also got gen z and millennials as 
their target group. These are the generations that are most 
acceptable to technology. 

Carlings purchase the 
collection from Fila and get 
both the physical garments 
as well as the 3D models 
that glitch has made

Carlings sells the collection 
on their APP

The consumers that has 
tried out the 3D models get 
a mail with a survey were 
they answer how they 
exsperinced using it so 
glitch can improve 

Fila hire glitch Fila gets the 3D models

Gen Z and millennials get 
an interactive shopping 
exsperince

Carlings decides to use the 
3D models for their APP

Illustration 8



30 31

- 

SWOT 

STRENGTH WEAKNESS

THREATSOPPORTUNITIES

- Shopping in the comfort of your own home
- 3D models of the physical garments
- Interactive shopping experince with Augmented reality

- The colours on the physical garment will not be exactly the  
  same on the 3D model. Real-life colours cannot be 
  converted into RGB, that is digital colour system.
- One can have different screen light on their phone when       
  shopping that can affect the result of how one perceives      
  the 3D garments. 
- Underdeveloped 3D programs and rendering that make 
  unrealistic 3D models of the garments 

- Missing the tactile. Not able to feel the garment as in a 
  physical store
- The social part of shopping together in real life
- Personal follow-up as in a physical store 

- Changing consumer behaviour. People expect more unique costumer 
  experiences than before, regular shopping experiences is not enough 
  anymore, one need to stand out as a brand to survive in today’s retail 
  industry.  
- E-commerce are increasing faster than physical shopping
- 3D programs are constantly being upgraded so that they can provide more    
  realistic 3D models
- Social media as a marketing strategy 

ESSENCE
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Overall a concept that could benefit both 
the consumers, fashion retailers and 
brands. It being digital gives the 
opportunity to take advantage of the 
changing consumer behaviour and be a 
part of the digital changes one sees in 
the retail industry.
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INSPIRATION
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Picture 13

Picture 14

Picture 15

Picture 16
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LOGO

Glitch /ɡlɪtʃ/
noun

a sudden, usually temporary 
malfunction or fault of equipment.

“a draft version was lost in a 
computer glitch” 
(www.lexico.com)

Glitch is a term often used in gaming. It is when players find 
fault in the video games and uses this malfunction to get an 
advantage in the game. An example of this can be running 
through walls and defying the physics that are set in the game 
(Wikipedia 2020). I have chosen this word as the name 
because one can say that the 3D garments that glitch makes 
are creating a glitch between the digital and physical world. 
The glitch unites them and makes them work together to create 
an interactive and unique shopping experience. 

When it comes to the visuals, I decided to have the logo in 3D 
as this represents the work they provide with 3D models of 
garments. The chrome texture makes it modern and futuristic. 

TYPOGRAPHY: PROXIMA NOVA BLACK ITALIC

A B C D E F G H J K L M N O P Q R S T U V W X Y Z
a b c d e f g h j k l m n o p q r s t u v w x y z 

TEXTURE:         DIMENSION:

Silver
3D
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DIGITAL TOUCHPOINTS
Touchpoints is different ways a consumer 
can interact with a business (Wikipedia, 
2020) I have decided to focus on digital 
touchpoints that strengthens glitch as a 
business. The touchpoints I have chosen 
are meant to be used as marketing 
platforms to reach possible clients and 
partners. 

B2B website: 
As glitch is a business providing a service 
to other businesses, I found it necessary 
to have a B2B website. The website will 
work as the main platform for 
communication between potential 
partners and clients. This is where other 
businesses can get a total understanding 
of what they provide and who they are as 
a business.

LinkedIn:
The LinkedIn profile 
will be used to post 
updates and
professional articles 
from the digital 
fashion industry. 
Here potential 
partners and other 
professionals in the 
field can not just see 
what glitch are up 
to but they can also 
stay up to date with 
everything happing 
in the field. 
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Instagram: 
Instagram will be 
the platform where 
they post visuals of 
the projects they 
are doing as well 
as other events and 
happenings. 
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