
 
 

 
 

Inside Fashion Design: Becoming a Designer for the 
21st Century 

 

Course Description:  
This immersive online course, designed specifically for high school students, will expose 
you to new views on fashion in the 21st century. What is fashion? Fashion design is a 
complex process, starting with pure creation and translating into various methods. Being 
a designer requires numerous skills, mixing an artistic sense with pragmatism. Fashion is 
no longer an escape from reality but a way to criticize, intervene and develop 
alternatives. 
 
Throughout this course you will explore research methodologies, view demonstrations of 
traditional and experimental design processes, and practice your own experimentation 
through interactive exercises.  You will also learn how to communicate your concepts and 
designs. In addition to the global system, you will also gain insights into how Paris 
operates as a Fashion Capital . The unique fashion resources, heritage, and legacy of Paris 
are a constant source of inspiration for designers the world over. This dynamic city has 
been an epicenter for collaborative and interdisciplinary culture for centuries, and it 
continues to attract the young generation of designers. You will benefit from industry 
insiders’ knowledge and vision, and from a network of cultural institutions, organizations 
and innovative businesses. At the end of this course, you will develop a unique portfolio 
displaying your process and design ideas. 

Course Objectives: 
Throughout this course you will: 

1. Identify personal, social contexts and systems that influence the way we create 
and experience fashion 

2. Apply research methodologies in the context of fashion (gender, culture, politics, 
environment, history, technology, materiality) to inform your design process 

3. Implement a variety of design processes (traditional and experimental) such as 
drawing, collaging, and creative draping 

4. Effectively communicate your design concept and design process 

Final Project: 
Inspired by your research and process, the final project will bring together what you have 
learned in this course. Participants will revisit their work from previous modules and 
present the following: 

● Written personal narrative/manifesto 
● Short video explaining your research and process 
● Illustrated collection of 10 silhouettes 



 
 

 
 

Course Outline 

Module 1: What is Fashion in the 21st Century? 

Learning Objectives: 
1. Describe the volatile state of the fashion industry  
2. Identify artistic, economic, and social contexts that shaped the beginning of the 

21st century 
3. Recognize how societal changes are translated into fashion 
4. Identify current geographical landscape of fashion 

Module Description: 

Fashion inspires, engages in conversations and can bring positive change to society. In 
this module, participants will learn how to propose creative solutions to the increasingly 
volatile global climate. You will gain knowledge on the rise of collaboration, 
interdisciplinary design for impact, sense of urgency, social practices, sustainability, and 
global identity.  You will explore the following questions: how can you contribute to this 
industry? How will you change the system? As a designer, you will learn how to creatively 
face the most urgent environmental and ecological wicked challenges.  

Topics: 
 

● Overview of the state of fashion: understanding society  
● Sustainability: defining resources (circular design system, circular economy, 

recycling, upcycling, slow fashion) 
● Global interconnectivity: artistic movements, economic, and social context 
● Collaboration, co-creation, collectives: cross-sector industries (art, science, film, 

technology, health care) 
● Preserving heritage, the savoir-faire: the rise of craftsmanship 
● Critical issues and challenges that design is facing today 

Assignment:  

Write a statement or record a video on the state of fashion: 
● Describe a situation where fashion plays an important role in society 
● Identify your personal values (what you care about) 
● Imagine you have set up a collective. How would you develop it within your own 

community? 
 

Module 2: What is Research in the Context of Fashion? 

Learning Objectives: 

1. Apply a variety of research methodologies and themes 
2. Explain the importance of text, 2D, 3D, 4D, 5D research 



 
 

 
 

3. Identify personal, social contexts and systems that influence the way we create 
and experience fashion 

4. Analyze the sociological importance of dressing 
5. Create a storytelling narrative, a concept or design philosophy 

Module Description: 

What is research for fashion? In this module, you will learn how to activate various 
research methodologies and develop a design philosophy.  You will also learn about 
traditional and experimental research, and how to build a concept or narrative. Using 
text, 2D, 3D, 4D, and experience, you will grasp how to translate ethnological, archival, 
and theoretical, as well as visual and research into new concepts. Subjects range from 
gender, history, culture, politics, sustainable systems, technology, and materiality. 

Topics: 

● How to be experimental in research 
● Types of research: gender, context, systems  
● The importance of fashion history for fashion research  
● Self-exploration: defining your persona 

○ Producing your own research  
○ Understanding your aesthetic and personality 

● Re-defining a collection, re-defining “Fashion” 
● New research strategies: catalogues, archives, galleries, etc 

 

Assignment:  

Self-reflection + Visual Essay 
● What inspires you? Observe and document your context. Go outside, document 

your surroundings.  What captures your attention? How does it relate to your 
personality and aesthetic?  

● Document objects that inspire you through photography, drawing and recording.  
●  Identify 3 main key themes from all your research. 

 

Module 3: Design Process: Exploration & Design Thinking  

Learning Objectives: 

1. Identity multiple design ideas for exploration (2D, 3D, 4D) 
2. Explore design iterations/variations based on this element/characteristic 
3. Explore and practice drawing and illustration techniques via collage, print and 

drawing experimental exercises 
4. Identify different materials and textile techniques 



 
 

 
 

Part One: Design Process: Exploration 

Module Description: 

What is a fashion collection? How do you go from a concept to tangible forms of 
expression?  In this module, you will learn how to extract from research, analyze, 
categorize, write key concepts for design and create new design systems. Subjects and 
techniques to be explored: Materiality, Sustainability, Science, 2D, Pattern Making, 3D, 
Deconstruction, Modularity, Experiential, Narrative, Nostalgia, Memory, Digital process, 
and Technology. You will document your designs through drawing, photography and 
collage.  

Topics: 

● How to develop experimental design processes 
● Design for social innovation 
● Diversity and inclusion 
● Fashion and race 
● Body positivity  
● Fashion product design 

Part Two: Design Thinking 2D: Illustrations, Prints, Textiles  
 
Module Description: 
In Part Two, you will learn how to practice different experimental exercises in drawings 
and prints. Paris has a long tradition of savoir-faire with textiles which continues to be 
alive amongst the international markets. You will also be introduced to techniques 
including embroidery, plissé , appliques, beading, quilting, weaving, lace. 
 
Topics: 

● Experimentation with various 2D techniques 
○ Draw shape and prints in large scale 
○ Experimental drawing 
○ Rubbing exercise 
○ Print photos, photo oil transfer, collage and layering as techniques 
○ Expressing ideas with collage 
○ Working with stencils  
○ Use of tapes as drawing tools ( 2D and 3D) 

● Illustration (digital, physical, collage) 
● Print design  
● New materials (biofabrics, healthy material, performance fabric) 
● Techniques (printing, dyeing, knitting, jacquard, etc.) 
● Paris textile industry 

Assignment: 



 
 

 
 

● From your research, use objects, images, and materials to design a print in 3 
colorways, using 2 different techniques (eg. drawing, collaging, digital 
manipulation, stencil).  

● Illustrate 5 outfits (you can pick your favorite outfits or be very experimental) 
with print and texture placement. Think about colorways, scale, materiality, 
shapes. 

● Pick 3 techniques (mixed media) learned in this module and create one large 
drawing. 

 

 

Module 4: Design Thinking 3D: Making 

Learning Objectives: 

1. Experiment with pattern making and construction (lining, facing, interfacing, etc.) 
2. Develop spontaneous research and design process via 3D experiments 
3. Develop a fun and unique method of working tridimensional—including cutting, 

draping, and assembling 
4. Gain insight into the Atelier system in Paris 
5. Experiment with garment construction and deconstruction 

Module Description: 

This module introduces you to working in three dimensions —including cutting, draping, 
and assembling—and encourages the development of your own approach. You will also 
explore physical creativity, craft, pattern cutting and their use as an integral part of the 
creative process. By playing with preconceived ideas of construction methods, and 
interchanging the steps in space and time, you can produce unpredictable outcomes. You 
will document their process and final outcome in journal / photography / video. 
 
You will also gain exposure to how couture ateliers and brands are navigating the 
construction process. The long history of Paris ateliers, since Charles Frederick Worth, has 
fostered teams working in synergy towards creating innovative fashion products.  

Topics: 

● Fashion thinking in 3D: pattern cutting, sewing and construction 
● Fabric awareness and usage (deadstock, efficiency of lay plan) 
● Experimental and exploratory patternmaking approaches: 

○ Deconstruction and reconstruction  
○ Mathematics, geometry of surface 
○ Historical pattern cutting exercise 
○ Movement and gesture as draw 

● Intro to savoir faire studios in Paris: tailoring, corset making, millinery. 
● Working with various bodies 

Assignment: 



 
 

 
 

Draping assignment: 
● Take a large piece of fabric (old bed sheet, curtain), cut 3 holes or 3 slash lines 

and drape it on a body.  Produce as many different variations as you can. 
Consider the type of fabric that will allow you to produce exciting outcomes and 
how different fabrics can offer different restrictions, results and silhouettes. Use 
3 techniques: pleating, darting, assembling. Document your process and your 
results. 

Explorations in drawing and live Illustration: 
● Draw, large scale, your 3D draping exercise. Use 3 different mediums and draw 

the shapes, shadows, and then the details. 
 

 

Module 5: Design Development 2D/3D: Building a Cohesive 
Collection 

Learning Objectives: 

1. Extend and develop your initial experiments into your own design process  
2. Develop a collection of 10 looks via previous 3D / 2D exercises 
3. Curate a design process using 2D, 3D and 4D 

Module Description: 

What is your collection? This can be composed of garments, products, or specific items 
(e.g all dresses, or jackets). In this module, you will develop an iterative design process 
that will springboard your collection. The editing process consists of recognizing emerging 
themes within design, developing silhouettes and surface techniques while considering 
proportions, scale and colors. By combining your research with print development, 
drawing and draping techniques, you will learn how to create a design narrative. In this 
synthesis phase, experts will discuss the important relationship between womenswear, 
menswear, unisex, gender fluidity and other categories such as childrenswear, maternity, 
athleticwear, lingerie, etc. 

Topics: 

● What is a collection? How do you develop one that is cohesive? 
● Experimentation into design development 

● Iterative and editing process 
● Silhouettes and proportions 
● How to identify the different markets?  
● Resources: Identify local production and resources  
● How do you select and allocate fabrication? 

 

Module 6: Course Conclusion & Final Project 



 
 

 
 

Topics: 

● Future fashion narratives  
● Collection development 
● Presentation skills: How do you talk about your work? How do you communicate 

your ideas? Explore different methods of presentation and editing 
● Final Project submission 

 
 

Program and Class Policies  

Course Materials: 
● Paper for drawing (Large sizes and different colors recommended, but not 

required) 
● 3 large pieces of fabric (for draping and pattern-making - This can be 

store-bought, an old bedsheet, curtains, table cloth, etc.) 
● 3 types of drawing utensils (Pen, pencil, markers, crayon, etc.)  
● Tape (Clear tape and duct tape are recommended) 
● Scissors (sharp enough to cut fabric) 
● Camera / Smartphone (for taking pictures and project submission) 
● Pins for fabric - (recommended, but not required) 

 

Academic Requirements 

1. In order to receive a Certificate of Completion, students must receive an 
evaluation of  “Complete” on 70% of assignments (3 of the 4 end-of-module 
assignments) and the Final Project. All assignments and the Final Project need to 
be submitted by the end of the course.  

2. Decisions regarding program completion, Certificates of Completion, and other 
awards are at the discretion of the School. If you are deemed ineligible for a 
Certificate of Completion, you will not be entitled to any refund or compensation. 

3. Evaluation Criteria/Rubric 
a. Each unit assignment, as well as the Final Project will be assessed on a 

rubric of: 
● Complete -  Work that satisfies the requirements of the 

assignment 
● Incomplete - Work was not submitted or did not address the 

assignment requirements 

Technical Requirements 

This online course will be conducted using the Canvas online learning management 
system. Students should log into Canvas regularly to complete all course modules, 
assignments, and announcements. You are responsible for meeting and maintaining the 
minimum technical requirements for the course, including internet access and basic 
computer specifications necessary for using the Canvas Learning Management System. 

https://community.canvaslms.com/docs/DOC-10721-what-are-the-basic-computer-specifications-for-canvas
https://community.canvaslms.com/docs/DOC-10721-what-are-the-basic-computer-specifications-for-canvas


 
 

 
 

 

Mobile Devices  

Your course may offer content and features that are available via a mobile device. 
Standard messaging, data and other fees may be charged by your carrier.  Your carrier 
may prohibit or restrict certain mobile features and certain mobile features may be 
incompatible with your carrier or mobile device. Contact your carrier with questions 
regarding these issues.  

Course Mentors 

Students will have opportunities along their journey to engage with a mentor for 
questions, guidance and feedback for both their assignments throughout the course and 
the Final Project. Mentors will provide support and encouragement at predetermined 
moments throughout the course, using online video conferencing and digital messaging 
tools. Mentors will also provide advice and guidance on course assignments. 

Student Code of Conduct  

We may remove from the course any students whom we deem in our discretion to be 
disruptive to the learning environment, dangerous to other students, have acted in a 
manner that shows lack of dignity or respect for faculty and/or students, violated any 
intellectual property rights, or have engaged in academic misconduct, such as cheating or 
violating confidentiality. If you are removed from the course for  violations of this Code of 
Conduct you will not be eligible for a Certificate of Completion, refund, or any other 
award or compensation. 
 
Intellectual Property 
This course is for your personal and non-commercial use only.  The course may not be 
shared, re-sold, reproduced, re-published, modified, transferred or distributed in any way 
without our prior written permission.  All video, audio, text, animations, books, diagrams, 
images and other content that you receive or to which you have access during your 
course or through your use of the course, regardless of medium or format,  are protected 
by copyright law.  You may not download, record, screenshot, copy or reproduce course 
content in any way. You may not make any audio and/or video recording of any part of 
the course. You may not attempt to decompile, reverse engineer, scrape or datamine the 
course. Trademarks, logos, and service marks displayed or otherwise used in the course 
are registered trademarks and may not be used without prior, written permission.  You 
may have access to digital versions of course content. Subject to your compliance with 
these terms and conditions, we grant you a limited, personal, non-exclusive, revocable 
and non-transferable license to access course content during your program. 
 
Terms & Conditions 
The policies listed above are a subset of the Terms & Conditions for the program. You 
may review the complete Terms & Conditions here. 
  
 

Course designed by: 

https://fashionanddesign.precollegeprograms.org/pages/terms-of-use


 
 

 
 

 
Marie Genevieve Cyr 
Assistant Professor of Fashion Design 
Parsons School of Design, NYC 
 
Marie Geneviève Cyr is an Assistant Professor of Fashion Design at Parsons School of 
Design. She has an MA in Visual Culture/Fashion Theory from New York University, a BA 
in Design and Applied Arts from the Edinburgh College of Art and was nominated in 2009 
for a Genie Award by the Academy of Canadian Cinema and Television for “Best Costume 
Design” for the feature film Who is KK Downey?  Her research focuses on the discourse of 
material and visual culture: looking at advertisement, rethinking design methodologies 
and global identity. Her most recent research examines the politics of abstract desire, 
hyper-reality, hyper-consumption, and the online social space —the internet. She is 
interested in new questions concerning how post-Internet artistic strategies influence 
fashion design practices.  
 
Cyr has spent extensive time in Asia, more specifically China, studying design practices. In 
addition to Parsons School of Design, Cyr has created and taught experimental design 
processes workshops for universities such as Donghua University (Shanghai), Royal 
College of Art (UK), Amsterdam Fashion Institute (AMFI), China Academy of Art 
(Hangzhou), HEAD (Geneva), and various art organizations.  
 
She has been an Artist-in-Residence at the Red Gate Gallery (Beijing, China, 2014), and 
Palazzo Monti (Brescia, Italy, 2019). 
 
 
Eros Antoniadis 
Adjunct Faculty, Strategic Design & Management & Fashion Design 
Parsons Paris 
 

After graduating in Fine Arts from California College of Arts, Erotokritos Antoniadis 
started his creative and entrepreneurial activity before specialising in Fashion Design at 
Studio Berçot in Paris. 

In 1996 he founded an eponymous fashion label and opened a Parisian flagship store, 
Erotokritos, with product distribution via fashion boutiques and department stores 
worldwide. In parallel with his activity as the Creative Director of Erotokritos, he also 
worked as a design and forecasting consultant for various clients including Shiseido, 
L'Oréal, Monoprix, La Redoute, Le Bon Marché etc. At the same time, he started teaching 
in several universities.  

He completed his MBA in Global Fashion Management at Institut Français de la Mode 
(IFM Paris) in 2010. 

Since 2018, Eros has been teaching at Parsons Paris in the BBA in Strategic Design 
Management and BFA in Fashion Design. He has led various courses such as Innovation, 
Entrepreneurship, Business of Fashion, Fashion Illustration and Knitwear.  



 
 

 
 

 

The University reserves the right to modify the course as may become necessary. 


