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Introduction: Creative fashion design process can be considered a problem-solving process as it
starts with a problem, which is to satisfy customers with new designs (Robinson et al., 2019).
During the problem-solving process, a fashion designer gathers design sources such as evolving
cultures or aesthetics of the time that could be applied to the new designs. After the research, the
designer releases their new creative design as a possible solution to the need of customers
(Brannon, 2011). Hopkins (2021) broke down the creative fashion design process into details,
which consists of (a) conducting research on inspirations, (b) developing new designs, and (c)
prototyping them. LaBat and Sokolowski (1999) divided the process into three stages including
research, creative exploration, and production. Creativity is highly associated with the first two
stages where new designs are developed from inspiration as creativity is traditionally considered
to be a synonym for ‘novelty’ (Parkhurst, 1999; Rhodes, 1961; Sternberg, 1999).

In fashion design, the prototyping stage which involves patternmaking of the garment has
not been highlighted as a part of the creative fashion design process. Therefore, the present study
discusses a new conceptual method to measure how patternmaking in the fashion design process
could evoke the creativity of fashion designers and how creative patternmaking could be a
creative fashion design process itself.

Conceptual design process: The Flow theory defines creativity as a symbiotic experience that
flourishes within multi actors under certain conditions, i.e., person, field, and domain
(Csikszentmihalyi, 1996; Csikszentmihalyi & Csikszentmihalyi, 2014). A creative idea pops up
in a creative person, but to do that the individual has to have a significant amount of information
and culture related to the domain accumulated beforehand. Then when the creative idea is
released, people from a field should be able to distinguish it from others and appreciate it
(Csikszentmihalyi & Csikszentmihalyi, 2014). A flow of creativity is experienced when highly
creative artists or scholars are working on their best work (Csikszentmihalyi & Csikszentmihalyi,
2014) which may refer to the state of a runner’s high. When individuals have sufficient skills in
the ‘domain’ and try to overcome ‘challenges’ with them, they are self-motivated and go through
the ‘flow’ of creativity in which they feel much joy (Shernoff et al., 2003). Baughman and
Mumford (1995) stated that the quality and the originality of creative performance rated higher
when a task was more challenging due to conditions and limitations. It is found that people
innovate better under constraints which is because they could better ponder the issue narrower
and deeper following plausible and effective solutions (Cooper, 2014; Acar et al., 2019; Perry,
2017). Thus, adding challenges of ‘design restrictions’ to the creative patternmaking process
would fuel the designer’s creativity.

The proposed fashion design process, which we coined “Flow with Constraints” (Figure
1) starts with making a collage of random existing design elements. To add ‘challenges’ in
patternmaking to experience the ‘flow’ of creativity, ‘design restrictions’ are assigned to the
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collage. Fashion designers perform creative patternmaking within the design restrictions. Below
are specific steps to developing the sample collage into a new garment with a new creative
patternmaking method:

1. Create a collage of ensembles

2. Apply ‘design restrictions’

3. Perform creative patternmaking of the collage based on the design restrictions assigned

Figure 1 shows the creative patternmaking process starting from a collage of scooped neckline,
hourglass silhouette, and cocoon pants. Design restrictions applied to the creative patternmaking
process were (1) the final garment should be asymmetrical and (2) the final garment should only
use two pattern pieces to create the ensemble. Therefore, the final garment was designed to have
left and right pattern pieces with asymmetrical closure on the side while incorporating design
elements included in the collage from the beginning.

1. A collage 2. Design Restrictions 3. Creative patternmaking

1) the final garment
should be asymmetrical

2) the final garment
should only use two
pattern pieces

Figure 1. Flow with Constraints fashion design process (Sources for the collage: Abercrombie &
Fitch, n.d.; Free People, n.d.; Shein, n.d.)

Following are some other examples of the ‘design restrictions’ that could be applied in
the creative patternmaking process: the final garment should include every opening possible, the
final garment should be monochrome but built with various fabrics with contrasting drapes, the
final garment should only be constructed with rectangular-shaped pattern pieces, and the final
garment should only include one of the following: darts, gathers, or pleats to complete the look.
Discussion and Conclusion: The proposed method for the creative patternmaking process can
allow both amateur and skilled fashion designers to expand their boundaries and express
creativity. The fashion design process aims to create garments as functional objects that cover
the human body and accommodate the mobility of each body part. The traditional creative
fashion design process, starting from visual inspiration, often leaves unskilled designers in the
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dark, especially when developing visual inspirations into wearable garment formats. the Flow
with Constraints process that focuses on creative patternmaking can ensure that the resulting
garment is in a wearable format. By applying easier challenges during the design process,
designers can experience their own level of ‘flow’ of creativity. For future studies, we will test
this method in a patternmaking course and measure its effects on student work. Projects will be
evaluated with the peer nomination method which enables peers in the domain to score others’
creativity to reduce subjectivity during the evaluation and reduce errors from social evaluation
(Csikszentmihalyi et al., 2014).
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