AM I STILL THAT YOUNG?

// The whole idea is developed with the pretext of having fun. //
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Creativity has always been at the At first, I dismissed it as a sur-
core of who I am. Growing up, I face-level observation—an appre-
was the child who colored outside ciation for my enthusiasm, per-
the lines—not out of defiance, but haps. But the more I heard it, the
because I saw possibilities Where more it intrigued me. Was there
others didn’t. This instinct car- omething deeper beneath this re-
ried through to my career, where mark? Did it reflect not just how
I have had the privilege of work I worked, but how I saw the world?
ing as a designer and art direc- In a creative industry that of-
tor for some of the world’s most ten values polish and structure,
recognized brands, including Mer- could this “childlike” approach
cedes and Pepsi. These experienc- be my greatest strength?
es allowed me to hone my craft,
pushing the boundaries of brand- This question became the seed for
ing, storytelling, an Tashion my Final Major Project, "Am L Still
design. Yet, amidst these profes- That Young?”—an exploration of how
sional achievements, one comment the spontaneity and unrestrained
has stuck with me: *“You have curiosity of childhood can inform
childlik nerqy.” professional design processes. My
nterest in this theme was bol-

tered Db the theories of Jean
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This project is deeply personal.
It’s as much about my professional
growth as it is about rediscovery.
Having worked in diverse creative
roles—Ttrom crarting streetweaqr ,
11 L e 1 1 ) o !) \/’ = C Qp{
collections to designing runway 11 WUD ‘
N1 Aa~AA o £ A | ~Lma CAachaANn Waasnl,. T - 7 C 4
plecesS TOoI' LaKme rasnion WweeKk—1 \T MAK .S C YO U~
have seen firsthand how the indus DR Vi )
5 *NV-V -0
ry often prioritizes trends and LIRE 1'M ATEN-TEAR-0LD KID
mClI‘kG'tCIbili't_, over genuine cre- Dennis Rodman, The Last Dance, 2020
ative exploration. It’s easy to
lose sight of the joy and curi-
osity that drew us to design 1in
the first place. With “Am I Still
hat Young?", 1 want to challenge
hese norms. By collaborating
= b o ~ ~ =71 A |~ PN S ~ NA A ~+ A
vitLerl G4 COfL1i0U—QU [1iactuLl ua Mnrovacrtol
N +If\e-?-n own r1ah+—T A3 +0 aoavw
i | S A | ju I TR | J..I.HI C .. ALl | O /\
plore how their cognitive freedom
>an inspire fres pproaches to
desio The project also reflects a broader
question about how age and experi-
ence shape creativity. In an in-
dustry obsessed with youth, where
the "next big thing” is often syn-
onymous with the youngest creator
on the block, what happens to the
oices that don’t fit that mold?
Lr\uu Ao |y Nrecarva +ha TmaAacina
| AwA') uyv Uy I\JJ. r O L VO LI J.III\J.HJ.II\J.
tive instincts that drive innova-
ion while balancing the demands
of professionalism?
Through this journey, I hope to cre-
ate a lifestyle brand that bridges
the gap between childlike spon-
hot taneity and professional design.
It’s not just about the clothes or
the accessories—it’s about redis-
flaVYalWiakhals B aVYal If\f'\ laNalaVYal o t\": ] If\‘F:-I+ -r\r\hl
CUCUVCL J.II\:' | =7 OOCIIUVUCS | U ML u 1 ©U
imagination and sharing that with
the world
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S THERE A HISTORY BEHIND IT ?
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CHILDLIKE CREATIVITY IN HISTORICAL CONTEXT

The relationship between creativ-

ity and age has been a recurring
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theme throughout history, both in
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ind dada embraced childlike forms
T expression to challenge soci-

>tal norms and aesthetic conven-
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Fions. Artists like Joan Mirdé and

aul Klee sought to replicate the
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spontaneity and simplicity often

ound in children’s art. Klee, for
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his work was an
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surrealists 1like Salvador Dali
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employed dreamlike, irrational |
imagery inspired by the subcon- : -
scious—another nod to the unin- :
hibited creativity of youth. These
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he idea that breaking free from = 2
adult constraints could lead to
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innovative forms of expression.
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DESIGN AND THE REBELLION AGAINST STRUCTURE

In the world of design, this fas-

cination with childlike sponta-

neity continued to surface. The
antli-design movement oT the 1396bUs
and 1970s, led by Italiaon design-
Ao | 'k,- E4+4+ AnAa QAd++eanece ~rnAl 4 ~
ers 11Ke LCTtore ootrttsass ana tTne
|\‘I| mnhic Crolin reiected r1aid
1 uIIIrJII L I AL UH, i s J\JU \AW | J--I.-H-I-u
functionalism in favor of playful,
colorful, and experimental aes-
thetics. Their work, characterized
by bold shapes and unconventional
forms, mirrored the uninhibited

spirit of children’s creativity.

SOttsass himselT described his

designs as “serious fun,” a con-
cept that resonates deeply with
+ ) Q'I'l"\ Q I\'F +"\1. ) N 'IQI\"'
L1 CLITVO \ O | LT L FIL JUUL
More recentlu treetwear culture

bellion against structure. Brands
like Off-White and Supreme have
embraced bold, playful designs
that subvert traditional fashion
norms. Ihis shift reflects a grow-
ing desire within the industry to
- ~1 T A~ -~ + A A PN i s il L n I~
cridLiLcliigc LIec oLULUOS quo, HIUGCTI
14l hildren  natiurallir do. when
4 L NGD i LUl 711 rmactul J.J.\j uv uwiri ||
they approach problems with fresh
eyes

U
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IS THERE A HISTORY BEHIND IT ?

CULTURAL AND SOCIAL MOVEMENTS
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THE IMPACT OF CONTEMPORARY EVENTS
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THE IMPACT OF CONTEMPORARY EVENTS
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AGE AND CREATIVITY

The world of design today is ex- The fashion world often 1links But 1is creativity really oabout
citing but also full of challeng- creativity to youth. Social media age? Designers like Reili Kawakubo
es. There’s constant pressure to platforms like TikTok and Insta- and Dries Van Noten prove other-
stand out, to stay trendy, and to gram have gliven younger aesigners wise. Iheir work 1s bold, thought-
capture people’s attention quick- a huge stage to showcase their tal- ful, and still breaks boundaries.
ly. As a designer, I’ve often found ent, making them the face of what’s Yet, their contributions often
myself questioning how these pres “new” and “fresh.” Designers un don’t get the spotlight they de
sures shape creativity—especially der 30 are celebrated as trendset- erve in mainstream fashion. This
in an industry that places so much ters, while older creatives often project is my way of questioning
importance on being younqg. struggle to get the same level of that imbalance. By working with a
recognition. Research by Wang et child—-a creative mind that’s en-
al. (2018) shows how this focus on tirely unfiltered-I wanted to show
“freshness” creates a narrow idea that creativity isn’t about age;
oT what creativity looks like. 1t s about perspective and how you
approach your work.
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THE SOCIAL MEDIA EFFECT
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orking to create custom designs is eye-catching, and I
new it could get attention. But I didn’t want this to be a project

hat just looked good on social media. It needed to tell a deeper sto-
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yj—one about collaboration, playfulness, and finding joy in the process
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, was part of the beauty. It forced me to slow down and 1
of the structured way I’'m used to working. At the same time, I had to

make sure their contributions were valued and authentic. Druin (2002)

N
JJ)
iy
o)

talks about how, in projects like this, kids uld be treated as true

collaborators, not just " helpers.” [hat was a guiding principle Tor me

On top of that, there were logistical challenges. Coordinating mate
rials anaging feedback, and dealing with manufacturing delays was
tough. With my pieces being produced in India, delays in the supply
chain added extra stress. These setbacks reminded me how important it
is to plan for the unexpected in creative work.
Working on this project has taught me so much about creativity. I’'ve
learned that some of the best 1deas come from letting go of control
and embracing the unexpected. It’s also reminded me that creativity
< R I ~lIanAr 4 s —t 8 Py . o PR ~ | P, Ia PR N S —~y -~ | P e | | P . |
1ol L QAODOUL reeing 11rnto Q ospcClll PDOAX—WTreLriclt trnuaet o yge, oKill 1CVvVedl,
O vnartAa+inne T+ e Abhoii+ Andi aw. watie o econnac AN ~Arant Nno
U J,\'\’Uu | W Iy S [l | - U 9 UV | mnmiraALtii 11Uy HH\A\J\ LV CUUITIN1Icou Al \WH B wy LSO 119
matter where you are in life.
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Majorities of teens say social media provides them
with a space for connection, creativity and support ...

% of U.S. teens who say that in general, what they see on social media makes
them feel ...

A lot A little NET

More connected to what's going

33 47 80
on in their friends’ lives

Like they have a place where they

can show their creative side 29

Like they have people who can
support them through tough times

More accepted LS

... and are more likely to say these sites have had a
positive rather than negative impact on them, with
many citing friendships, connections as reasons why

% of U.S. teens who say social media has had a___ effect on them, personally

Mostly Neither positive Mostly
positive nor negative negative

o [

|
Among those who say mostly positive, % who give each of the following as

the main reasons why

Connections/socializing _ 46
Information/learning - 25
Entertainment/fun - 14
7

Seeing positive things online/
avoiding negative

6

Benefits to their well-being, mental health

Just because it does I 2

Other I 5

Note: Teens are those ages 13 to 17. Verbatim responses have been coded into categories.
The 13% who received this question but did not give an answer are not shown. Including this

group, figures may add up to more than 100% because multiple responses were allowed.
Source: Survey conducted April 14-May 4, 2022.
“Connection, Creativity and Drama: Teen Life on Social Media in 2022"

PEW RESEARCH CENTER

THE SOCIAL MEDIA EFFECT
Social media’s impact on young
children is a multi eted topic,
encompassing both sitive and
negative effects.
s

ivit
forms chil-
expres elves
iriti other
ts. A ©C Re -
dy /1%
soci pro-
to shc their

ion:
enable ren to
ionship build
5 terin e of
g >ommu same
y rted % of
el connect their
1 ro me -
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THE SOCIAL MEDIA EFFECT

)
o9

legative Effects

Mental Health Concerns:

Excessive use of social media has

Only a minority of teens say their

Teens who see social media as a positive for all teens

been linked to increased feelings . more likely to report positive personal experiences
of anxiety, depression, and lone- p:re:ttshall'e ext.relmely‘;?r very worried %;fgf. teens who sy
1= . R | DAL T abou elr social media use what they see on socia
liness among children and adoles- media makes them feel oamong 5’.‘2?‘1?22?2"_
cents. The American Psychological % of US teens who say they tf-link the-ir parents are__ a lot (of) ... effect on people their age Positive -
ssociation highlights that young worried about them using soctal media Positive experiences Mosty  Mostly "OFF
Q 4 =2 <1 No answer More connected to what's going negative positive
rains are particularly vulnerable NET on im their friends’ lives 27 ® 54 +27
to social media’s effects, with Extemely/ Like they have a place where
. . . . . : : : 23 @43 +20
heightened sensitivity to social Very they can show their credtive skis
feedback during adolescence ot e trogh toust mes 16 @ @35 +19
L = I?ET More accepted 9 ® 28 +19
Exposure to Inappropriate Content: ﬁ:ﬂWh
Lo \ . e |- otata
Children may encounter harmful or Negative experlences
un\_,uifqble Qferiql 1ncl d.n Cy- Pressure to post content that will 7®9
. ’ . . A get lots of comments or likes e
berbullying and explicit content, o |
i | . Like their friends are leaving 5@ 7 Py
which can adversely affect their About four-in-ten teens say teens’ them out o things
development. The American Academy experiences on social media are better Worse about their own lfe  4@9 7 3
of Pediatrics emphasizes the im- than what parents think
"t 'F . ‘t R I‘ . ] d . Overwhelmed because of all 6@ 12 6
poI . ance o - monitiori r?g .C N1Lldnen S % of U.S. teens who say they think teens’ experiences on the drama
Q N nY . .
o?Cldl media use to mitigate these social media are ... % of U.S. teens who say teens’
risks. Better than Parents' views Worse than experiences on social media are ...
parents think are about right parents think Better than parents think o3 ®58 o
Age-Related Vulnerabilities: 33
\ . . Worse than parents think 15 @ 43 28
Developmental ©Sensitivity: He -
search indicates that gir‘ls may Note: Teens are those ages 13 to 17. Those who did not give an 0O 20 40 60 8|0 100 . . i
AvVvRAariane Nnacct Ty a ~FFaAarnt ~ answer are not shown. Note: Teens are those ages 13 to 17. Statistically significant differences in DIFF column are U n deI‘ S -I: an d in g t h ese d L_»! NAM1CS 1S
NP A R S LS FINSAGIEIE SIS =1 cL Lo = Source: Survey conducted April 14~May 4,2022. in bold. The DIFF values shown are based on subtracting the rounded values in the chart. \ 0 . N . .
SOC i l mealid Clt ages ’_L"L 3 W |i 1 e “Connection, Creativity and Drama: Teen Life on Social Media in Those who did not give an answer or who gave other responses are not shown. Crucil Cll 1: or m pI‘O e(.;-t ] \Nh 1C h ex-
3 " Source: Survey conducted April 14-May 4, 2022. J . . .
bous mau b mor vulnerable at 2022 “Connection.greativityand Brama: Te{yen Life on Social Media in 2022" plores the intersection of child-
- At ok i i Ml b i el E R :
. PEW RESEARCH CENTER vit »
ges 14-15 This suggests that ﬁlk? Crﬁstldliy Fuujkpiﬁfi231gnul
mY B -
developmental stages play a role SIS0 | IAEE@IgI el 1O o 2En
in how social media impacts young eﬁt? andlpotentlgl_pltTal}s ?T °P-
UsSers. 1AL medl( ?CH in O m Strategles
to harness 1its positive aspects—
uch as fostering creativity and
connection—while mitigating neg-
ative outcomes 1like exposure to
inappropriate content or mental
health challenges
PAGE - 11 The whole idea is developed with the pretext of having fun.
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FINDING THE BALANCE
ne of the hardest but most re- For this project, I let the child’s Gaps 1n Research and Practice ashion, 1n particular, hasn’t
warding parts of this project was creativity lead in the early stag- When I started this project, 1 fully embraced the idea of co-cre-
inding a balance between freedom es, allowing them to bring fresh realized there’s very little re- ation across generations. While
and structure hildren, as Tor- ideas to the table. Then, I stepped search about how the creativity fields like product design often
~ance (1974) explains, are amazing in to refine those ideas and shape of children can directly influence involve collaboration between dif-
t coming up with wild, unexpect- them into something that could work professional design. There's a lo ferent age groups (Sanders & Stap-
ed ideas because they don’t wor- for an adult market. It wasn’t al- written about kids in learning en- pers, 2008), this isn’t as common
ry about whether something “"makes ways smooth, but it taught me that vironments (Vygotsky, 1978; Piag- in fashion. My project hopes to
sense.” Adults, on the other hand, the best ideas often come when et, 1952) and about innovation in show what’s possible when we bring
are trained to focus on what’s you allow freedom and structure the adult world, but not much that these two worlds together.
practical and achievable. to meet in the middle. connects the two.
- Working on this project has taught
me so much about creativity. I’ve
learned that some of the best ideas
come from letting go of control
and embracing the unexpected. It’s
also reminded me that creativity
isn’t about fitting into a specif-
1C box—whether that's age, skill
level, or expectations. It’s about
inding new ways to connect and
—create,—no—matter—where-—yore2vrey—t+-—177- 1707 7"17"17"717"1717—1—"T1—"T"T—"T"""—"T""T"—"1T""—"T"T™——"T""T"T""T"—"T""—1"T"T"T"T""T"T""1 "1
in life
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THE CREATIVITY OF CHILDHOOD
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Children see the world differently. Where adults might see a single solution to a problem, children se

endless possibilities. This difference is explained by Torrance (1974), who described divergent thinking
as a child’s ability to explore multiple answers without fear of getting it “wrong.” Divergent thinking
thrives on curiosity and play, two qualities that often fade as we grow older and face the pressures of
structure, deadlines, and judgment.

Jean Piaget (1952) adds to this with his theory of cognitive development. He explains that children are
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tomize designs freely, without constraints

irques that
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Lev Vygotsky (1978) takes this further with his concept of the Zone of Proximal Development. H

children achieve their highest potential when supported by others—whether that’s a parent, teacher, or in
this case, a designer. For this project, my role was to create a space where the child could express their
ideas while I quided the process, ensuring their contributions were not just appreciated but also elevate

into something meaningful for the final product.
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look like, I let the child tak he lead. My job was to refine their ideas, balancing their spontaneity with
the structure needed to turn those ideas into professional pieces
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AM T STl THAT Youne 9

CREATIVE THEORIES AND APPROACHES

BALANGING CREATIVITY WITH PROFESSIONALISM
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CREATIVE THEORIES AND APPROACHES AT sTus THAT Yooe 9

THE ROLE OF PLAY IN CREATIVITY

o
=

ay isn’t just something chil-

dren do-it’s a critical part of
how they think and create. Play
theory, explored by scholars like
Huizinga (1955), emphasizes that
play creates a space where rules
can be bent, boundaries can b
tested, and new ideas can emerge.
In design, this mindset 1is in-
valuable. For my project, incor-
porating play wasn’t just about

letting the child explore freely;

it was about reminding myself to

let go of rigid expectations and

embrace the messiness of the pro-

S T e A

| | cess.
This idea aligns with the anti-de
- sign movement of the 1960s and
| 1970s, where figures like Ettore
| e . Sottsass rejected functionalism
A Stuay of the Play-Element In Gulture in favor of experimentation and

fun. Their work showed that break-

ing the rules can lead to ground-

breaking results—a principle that

qguided me throughout this project.

T
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AM T STl THAT Youne 9

CREATIVE THEORIES AND APPROACHES

ETHICAL CONSIDERATIONS IN COLLABORATION
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RESEARCH QUESTION AND HYPOTHESIS AMT st THAT YouNe 9

The core of my project revolves

around one central question:

curiosity about the ways creativity changes as we grow older. Children are

This question emerged from my
1

often seen as naturally creative because they think freely, without the constraints of practicality or judg-
ment. Adults, by contrast, are tralined TO refne and narrow thelr 1deas—a process thdt s valuable but oTten
limits innovation. By bringing these two approaches together, I wante o0 explore whether the spontaneity
of a child’s imagination could push professional design processes in new and unexpected directions
From this, I developed my hypothesis: Collaborating with a child to customize fashion pieces will lead to
esigns that feel fres nd playful, while still resonating with adult audiences. I believe that the cog-
nitive freedom children bring to the table, when paired with the structure and expertise of professional
design, has the potential to produce truly innovative outcomes.

This project doesn’t just aim to create unique designs—it also hopes to contribute to a larger conversation
about creativity in the fTashion 1ndustry. By showing that age dand experience are 1e only markers of
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The process of bringing "Am I Still That Young?” to life required a mix of research, experimentation, and

O 0

collaboration. My methodology was shaped by a desire to combine theoretical insights with hands-on creative
practices while ensuring the project remained grounded in ethical and professional standards.

esearch lMethods
0 e

qguide the project, I relied on both qualitative and quantitative research. The qualitative side in-
L3 L3 L L L Ld L3 L3 r —
volved studying foundational theories on creativity, such as Piaget’s work on cognitive development (1952
INIIr'\fJ \ Ilﬁlf\'l'ﬁll 1 3 o _171'\ 0o f\'F D 0N I': I‘V\N-I nf\\l 1 0nN t'\lﬂ'l' r’l 07 \ -If\ (@) +t‘\\l‘|‘f\ fla Ve AWNa 0 'F'Y\I\Imf\lnl 'V\II 'F m IIV\Af\'Y\ﬁ"‘NV‘\A': [aVWal If'\f\l I
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children approach problem-solving and how their creativity thrives in collaborative setting
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RESEARCH QUESTION AND HYPOTHESIS

AM T STl THAT Youne 9

ar tist1] he/him Additionally, I observed my child

T ETC g om collaborator during customiza-

AROUT ME tion sessions, documenting how

04 | JANUARY | 2011 they i.nte.rcxc.:t?d wi_h rralteria. S

Born in | Chennai | India ClI:] maae daeclsions Nn1s opbserva-
ional research provided insights
into their unfiltered thought pro-
cess, which often contrasted with

MY VALUES he structured approaches adults

SUDE_ typically take. On the quantita-

E>ANCE; tive side, I conducted surveys to

UAIVITING

PASSION FOR EATING ICE CREAM gelge 1hel ifeeeudems Ehf | Iy jHek-

INNOVATE NEW CARTOONS get demographic (aged 20-30) to
the designs his feedback helped

INK WATER. refine the final pieces, ensuring

WHAT IS YOUR FAVROUITE DRD ? hey appealed to both the playful

Podu spirit of the project and the ex-
pectations of an adult audience.

IF YOU HAD TO DESCRIBE YOURSELF IN ONE IF | ASKED YOUR

NAME BUT YOU CANT SAY YOUR NAME

Bob the bulilder

WHATS YOUR 3 FAVOURITE COLORS ?

Blue, Red, Purple

)ID YOU LIKE DRESSING UP WHEN YO ERE YOUNGER

I WOICe 1Ty DIOLMNCEeTlS CIOLTNIES

WHAT WAS YOUR FAVOURTIE CATCH PHRASE ?

Drink water

WHATS YOUR FAVOURITE NUMBER"

DIl

LANGUAGES

English >I<>Y<

Hindi *;F

Malyal *

WHAT DO YOU WANNA BE WHEN YOU ARE OLDER?

Power ranger

PAGE - 18
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CREATIVE THEORIES AND APPROACHES AT sTus THAT Yooe 9

MATERIALS AND TECHNIQUES

he project focused on creating minimalist clothing and accessory piec-

s in neutral tones, such as whites and pastels. These designs served

s blank canvases for customization. The child collaborator used tools

—HQ ® —

ike acrylic tassels, markers, and stencils,laces etc allowing them to

explore freely without feeling restricted by complex techniques.

I:' ~\ DN 11 a2 | f\lf\ T 1O "\f\l If\'v'lf\":f\ﬁﬁ'l FraVaY -I o h aVa'Wa Val f\lf\ﬁ': ﬁt'\'F'I'IlIl meo 'I-I\ e = W nao -If'\f\
I L Olll IIL_,I ol1lU 9 L o C U |JJ.UIUDDJ.U IJ.J.'QJ. UuUucc UC o l1L(ll oU | LVl LU L CIIIT e
child’s contributions and turn them into cohesive products. The final
pieces were manufactured in India, which added an additional layer of
complexity due to global supply chain challenges. These delays required
me to adapt timelines and adjust my approach to maintain momentum.
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AM T STl THAT Youne 9

CREATIVE THEORIES AND APPROACHES

ETHICAL CONSIDERATIONS

1 O 1 O 1
QO O T C alle)
O &< O + O
I | J —i
O 5 Nl B
O T C ¢ O
4 O cO©TH o O
5 4.4 C 08—

-.—L I_ DIS

nI.NS_le O x
> £+ =
r_”n.lnw.u._ef

— gy 7 |

5 Y8323
c o0 0ot
S — =

C S"n_lup

(@p] T4 = o
.,C.ddu |M__m.d.__u__
S35 E 90
i c 1 O = O
5 omo—= o+
=
©3 X8cT 3
S ABENT:
T Dled 5 42

I = = = o~
o+ 05 =34

= - O O+ C
.N_kk.m._n_.vno._.u_
\J - Lt—ld
S8 .ox00
~ D 9 C +
— (dp]

852" 2%
] C =

00 5y ES
5% 60 O o
=Hd 'y 25 =
waE T
COH o °6
.‘ |.1 ‘\.1
D g2Ha g+
S4% g =2 2 c q

o + o
.t _.\.eld
.1 (1'\
®w O - O
E 8¢ oo
O4 O —
— C i C
o
ne.ﬁ._nm..cm .
S LR E8S50ES
— - .
m._te o & o
” c+ -0 Y o-d
e 9+ H c C Q
O c H —+ + 0o oun
° —] «
R R R s
Sy~ C O C O+ O >
R 0 0O O+ A O A
o O+ A 2 QO 4
fE 0OO0OH+ DI O C
' C g DA HA O G G
O O EeETHA OO0

- 0O C 0 1 n O -
n O- O -
O T &4 OO O+ O
~ © O — o
+ o4 O w O
e+ e+ C > NO O
— > Cc O -H O C 0
- O O == w 5 4 70O
.mr ew O T O
. O o5 .C . -+
%) c+ H n 49
cer, % SHES
O o = L
a5 gle] BoTga
) ¢ X o+ 35
mcemum n_ucnms
H O+ 0 = — 4
- 2 4
— ,Tgnvo el
O + = -+ >
S ET L T o
h._wl.“% InlOb H..V
= O C O
oa588 £E8TE
cl s 0a + 5
+ I . ) +H
+ o) .
2ugao0 B5OEG
A 4 e .M_ .(
58 ocE S3L T
ol cl™ & - — ai
P_.T._L._L.“m h|d8.m
ol |
o 9~ 2 o c o+
+ @ =20 = D
cS556a o, 609
~ = O + O
$822% 58, .
O “ 5 C c
SH9C 508 585
— O o o
Ogm bae.ql_u._l_
@) o .. 0 C OO
[ 0 O -+ G
o A reﬂ_.l_ .ﬁ._O"
lm:..o._mw O 4 O
O >+ 5 O - D O
mfn/._\WLJ\UJp\ e) VM_l_
S S HQoHdA4+ G0
arermei.* s
- | E|¥ = T >
hnmms.t,eca
+ d o C Kl
..I_u_._ICW.._Lm 4+
Wr GS-_.I_h”
o 9T 2 o>
%) > g
ccaos30¢c 0T o+
‘1 O O O C O - SF &
~x o >3 0o0H* 0 Q5
ST o By | +~ n < (55
O+ O w S5SH+ O O C
=< > 0O O o< = @

(

The whole idea is developed with the pretext of having fun.

PAGE - 20




PROJECT DOCUMENTATION AND GREATIVE PROCESS AT sTus THAT Yooe 9

PROJECT OVERVIEW
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le observation: adults tend to lose the freedom create without
i

Ol—I-Q

overthinking, while children do this effortlessly. I wanted to explore

=

hether combining these two approaches—spontaneous imagination and
J

professional structure—could produce something unique, something that
feels as fresh and exciting as it is polished.

The concept was simple: create collection of minimalist, blank gar-
m m o I\IIF\INI o W W\ ol o L oW, Y. WY I/\f\l+ V=l I\Iﬂ-:1l\| AR 1 II"\+’\M'|H 'F'V\t'\t\-l 1 T"\f\ NI\N1
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was to let their unfiltered creativity take center stage, while my role
would be to refine and balance their ideas to appeal to an adult mar-
ket. Through this, the project aimed to challenge traditional notions
f age and creativity, asking whether professional design could benefit
rom the cognitive freedom of childhood.
At its core, this project wasn’t just about designing clothes. It was
about stepping out oT the usuadl rules and routines OoT TAshlionh anad finding
a way to inject joy, spontaneity, and collaboration into the process.
ThAa ~A~A1l A~ Al rmaAflAaAAnd+ae FIha o AALd NAA A~ T A~ A £ A7 P = P R L B A~ A
IMiIc | COLLCOULLOII] LCIHHESU Lo LIiTLo | DULUINICC— JLCIIU 0Ol pLUYI Ul cricUiltivity uUric
Nnrofeceiononal ecraftemancehipn creadted fFor tiouina adiilte bty inenired bii
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the boundless energy of youth
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PROJECT DOCUMENTATION AND GREATIVE PROCESS

AM T STl THAT Youne 9

PROCESS OF MAKING
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INITIAL CONCEPTUALIZATION AT sTus THAT Yooe 9

NAME Bucket Jacket & Tote Backpack MATERIAL Peoly Blend, Suede

MODEL Jacket with a backpack head COLOUR Blue & Green
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INITIAL CONCEPTUALIZATION

AN T STl THAT Youne 9

NAME  flap fold pants MATERIAL  Cotton blend
MODEL 2 layer oversized straight fit pants COLOUR Dark green
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INITIAL CONCEPTUALIZATION

AM T STl THAT YOune 9

NAME Asymmetric Shirt

MATERIAL Cotton blend

MODEL Deconstructed Shirt

COLOUR  Blue

PAGE - 25

The whole idea is developed with the pretext of having fun.




INITIAL CONCEPTUALIZATION

AM T STl THAT YOUNe 9

NAME Mock Fold Pants

MATERIAL Cotton blend

MODEL 2 layer oversized straight fit pants

COLOUR  Beige
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INITIAL CONCEPTUALIZATION AMT STt THAT Yoome 9

NAME Irregular Puffer MATERIAL Poly Blend
MODEL Overlapping layered puffer COLOUR Red
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INITIAL CONCEPTUALIZATION

AM T STl THAT Youne 9

NAME Duel Tone Jacket

MATERIAL Napa Leather

MODEL A Gradient over a leather jacket

COLOUR Black treated leather
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INITIAL CONCEPTUALIZATION

AN T STl THAT YouNe 9

NAME Layered Skirt

MATERIAL Cotton blend

MODEL Double layer skirt with a matched neck

COLOUR  Otive green
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INITIAL CONCEPTUALIZATION

AN T STl THAT YouNe 9

NAME Cropped Jacket

MATERIAL Denim

MODEL Single layer short Jacket

COLOUR Mocha Brown
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FINAL ARTICLES

AM T STl THAT Youne 9
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COLLABORATING WITH A CHILD AN T sTis THAT Youme 9
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COLLABORATING WITH A GHILD

AM T STl THAT Youne 9

NN
GET UT OF YR RO

Over two months, I had the privilege of interviewing six children to

collaboratively develop a series of patches for the final designs. Each |
patch became a reflection of their individuality—infused with their fa- E[Tﬂ”TﬂF YH”””””M,
vorite colors, meaningful phrases, and moments from their lives that i T Tt T T T T Ts
Il\f\-l I\I o N | Nlﬂ': 'FII'\"\IIF\I\ Tlf\_ﬁl'_\. la WY O 1T M\ MO T O 2 aVat. aWal 'I-IF\N - Iﬁ‘l‘ ot o Wa N'I-'I 1 "_\. If:'v‘\l‘\'l = E[T ””T ”F y””” ﬂ[ﬂM
NncLUuU olLUYllLiitCAualioe . IMICoT OCoolUlI were more tndail JUDL ULl C L Ve TATLOULO )
es; they were opportunities to understand how children see the world E[T””T”F Yﬂl/ﬂﬂﬂﬂM
and express themselves when given the freedom to do so. .

One child, for instance, chose to incorporate a bright green star be-
cause it reminded them of a drawing they made in school that their
teacher had praised. Another picked the phrase “Juice Box” because it
reflected their love of favourite drink with their friends in the park.
hese seemingly simple elements carried layers of meaning, transform-
ing th atches into deeply personal artifacts.(The red highlighted
BN NN |2 DN N g Iy R I B I S T, 11 P hArid )
pUuLcelico Ul'c LIIIC UlILEe 17 JUo LULKCU UboOuUL )
This process aligned closely with \lygotsky’s Zone of Proximal Devel-
opment (1978), which emphasizes that creativity flourishes in collab-
orative settings where quidance and freedom intersect. By giving the
children a platform to share their stories and ideas, I acted as both
a facilitator and a collaborator. Their contributions were not just
decorations but integral elements that shaped the final collection.
The use of patches als llowed for flexibility in how these narratives
AT A NI A O N4+ AA = ~Ih AT A ~ A AN A ~ A ALAN LA £~ o4+ A AT T Sl pu| = ~
el c plcocliitcu. L£UcCll piLclc poclldlllc (U CUlivus 1OL oLOL'yLclLlllly, JL 1LUQGL1Tly
h Nl atifFiil enontaneitiir of +he child’>e inpt+ with +he e+riietiire and
| A '\l.l. Hlu.l. 9 UII.\AII:.I.I.\J Ul Lrre Vit LU 9 .I.IIVUI. uw L Lil Lirre O LL UL Ltul o \C RN AW |
cohesion needed for professional design. This balance mirrored Tor-
rance’s (1974) theory of divergent and convergent thinking, where di-
vergent exploration led to unfiltered ideas, and my role was to refine
those into cohesive designs.

These patches ultimately became the heart of the project. They weren’t

were a celebration of the childre

just creative additions—they N°§ per-

spectives, offering a window into their imaginations and a reminder of

why this collaboration mattere
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COLLABORATING WITH A GHILD

AM T STl THAT Youne 9
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PROTOTYPES AND ADJUSTMENTS AT sTus THAT Yooe 9
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All the accessories for the project were brought to life in the 38D lab
~ 4+ [N aYa) L " o + A~ +IAA ~a~nAasAT AT A At o ~ LA A+ ~ + A o =77 ~
UL LUV, Ll llkb LO LIl 411101 CULDLC UN’[J l'tioc Ul ouppol Lt O Lil ka.LJ_SU
Nnrofececinnale +here T°m Aeanli ratefiil +0o +h ntire 2N 1abh +eaam fFor
PJ. IFr'voo LUl - cirire A3 - 1 UUGrJ_L\_.j L AL OU T UJd LV [ S B | 11 L LL O U - VAN | Al 1 U4l
their guidance and collaboration throughout the process. Each acces-
sory has its own story, and in the following section, I'1l1l share be-
hind-the-scenes moments and print files to show how these designs came
to fruition.
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PROTOTYPES AND ADJUSTMENTS

AM T STl THAT Youne 9

PATCHES LASER GUTTING

Creating the laser cutting print
ile was one of the most challeng-
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determine the starting and ending
points of the paper. The re ines
indicate where the machine will
make its cuts
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PROTOTYPES AND ADJUSTMENTS

AM T sTul TuAT Youne 9

AGRYLIC BACKS AND TAGS GUTTING
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PROTOTYPES AND ADJUSTMENTS

AM T STl THAT Youne 9

ACRYLIC BAGS
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AM T STl THAT Youne 9

PROTOTYPES AND ADJUSTMENTS

ACRYLIC BAGS

The whole idea is developed with the pretext of having fun.
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PROTOTYPES AND ADJUSTMENTS AT sTus THAT Yooe 9

NEWSPAPER
Che Lomttre Times =

1/ PROJECT 0//
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aaaaaaaaaaaaaaaaaaaa

The newspaper accessory became a standout element in both the shoot
- & and the event: Designed on a lorge sca%e, it wasn’t just a prOp—it was
@hﬁﬂhnhw@mwﬁ a statement'plece. Acgessorles like this have a way of leaving a lagt—
s 1ng impression, especially on children, who are drawn to bold, tactile
objects that feel larger than 1life. Inspired by the idea of creating
something both memorable and playful, I chose to include this as a nod

to the project’s theme of blending imagination with design
This approach aligns with Huizi s (1955) theory on play, which high-

|
CDLQ

lements can resonate more deeply with

audiences by engaging their senses and emotions. The newspaper was in-

tentionally oversized, almost cartoon-like, to amplify its visual im-

pact and ensure it captured attention. Seeing people interact with it

during the shoot and event confirmed its success as a piece that could

make a mark while staying true to the spirit of the project.
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PROTOTYPES AND ADJUSTMENTS
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FINAL SHOOT AND DOCUMENTATION AMT st THAT YouNe 9

DOCUMENTING THE PROCESS
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FINAL SHOOT AND DOCUMENTATION

AM T sTul TuAT Youne 9

DOCUMENTING THE PROCESS - CALL SHEET

AN T STl THAT YOuNe 9 [

Time Type Cast Equipment Location
Call sheet: Am | still that young? | e P — A ST —
Documentary Shoot : : Lnch, Dy Brunc udio
Break catering
14:20/ 15:00 Shoot customised CREW + TALENTS  Main video cam+ Fuji = Studio Emma @emmasobh
clothes with talent XH2 + go pro +
Camcorder
15:00/ 15:45 Shoot with the CREW + TALENTS Main video cam+ Fuji = Studio
models (Madel 1) XH2 + go pro +
Camcorder
Date and time: Saturday 20th of November 2024, 15:45/ 16:30 Shoot with the CREW + TALENTS Main video cam+ Fuji  Studio

CALL CREW: 11.45am

L 4n. models (Model 2) XH2 + go pro +
CALL TALENTS: 12:00am e
Location:
Studio 4

217 Mare Street Floor 3, London, ENG E8 3QE

Invitation link: HERE

—CREW
Art Director: Manav Dwivedi

General Notes:

PLEASE ARRIVE ON TIME, so we can all have breaks and a chill day.

Let us know for any allergy or medical condition we should be aware of for the day.

Talents:

Photographer: Jules Lansac [@julesfoad]
Videographer: Neil Pepin [@origineildon] -

Main talent - Salma Altaweel
Assistants:

BTS: Emre Cetinkanat [@emrecetinkanat]

Carla Vegas [@caarlavg]
Karam Altaweel

—TALENTS

Salma Altaweel
Jim Murphy [@jimkentmurphy]

Shoot Schedule:

Height - 61
Size - uk 9/10

Jim Murphy [@jimkentmurphy]

Time Type Cast Equipment Location
11:40/12:00 Call crew + Setting CREW N/A Studio
up the space
12:00/12:30 Fittings + Set CREW + TALENTS Clothes + go pro rig Studio
Installation + Test + Insta 360 + Lighting
Shots + BTS and set equipment
12:30/ 14:00 Customisation CREW + TALENTS Clothes + main Studio
camera for
documentary + Fuiji
XH2 + wide shots on
Insta 360 +
Camcorder
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FINAL SHOOT AND DOCUMENTATION
DOCUMENTING THE PROCESS - EDITING THE TEASER
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ANALYSIS OF THE WORK
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This project has been one of the most rewarding experiences of my
creative career. It reminded me why I started designing in the first
lace—not for the end product, but for the thrill of experimenting,
collaborating, and discovering along the way.
Working with a child changed the way I think about creativity. They
showed me that sometimes the best 1dedas come when you Stop worrying
about whether something will "work” and just dive in. It’s a lesson I
lan to carry into all my future projects

\t the same time, this journey taught me the importance of balance. The
child brought spontaneity, and rought structure. Neither would have
worked on its own, but together, they created something truly special.
As I move forward, I’'m excited to keep exploring collaborations 1like
this—working with people who see the world differently and finding ways
to combine our perspectives. This project may be finished, but the les-

sons l've learned will stay with me for a long time.
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Am I Still That Young?” has been a journey of rediscovery—a chance to
explore the intersections of childlike creativity and professional de-
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collaborating with a child, I was reminded o he unfiltered joy that

omes from experimenting, taking risks, and embracing the unexpected.

hrough both theoretical research and hands-on practice, the project

f
ncovered key findings. Theoretical frameworks, such as Piaget’s and
5ky’s studies on childhood development, illuminated how cognitive

reedom fosters divergent thinking. This idea was brought to life in
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he customization process, where the child’s imagination introduced

esig lements that I couldn’t have predicte The final collection

II\I\I\I‘\I\I I\I ':lf\ I/\t\l-l £ -:If\f\l +I’\'\-: LY oOr I"\+Nl"\ - M +If\ + =% AJ-“I I\+II“I\ t\l'\l\ll‘\l\l +f\

JdLcoucu 111 DULUnGliliiy Liicll opUINNLUlNIc L Ly Wi Lil LIS o LL UCULUL ICCUCU LU
create cohesive, market-ready pieces

ne of the broader implications of this project is its challenge to the
raditional norms of the fashion industry. It questions the emphasis

trends, perfection, and the narrow definition of creativity often

ied to youth or experience. By showcasing how collaborative creativ-
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ty can blur these lines, the project opens up possibilities for more

inclusive, playTul approaches 1n art direction and design.
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could lead to a richer diversity of ideas. Addressing logistical chal-
lenges, such as manufacturing delays, is another area where future
projects can build on these learnings

Looking ahead, this project has inspired me to explore further con-

nections between unconventional collaoborators and professional design

practices. IWhethe 11ldren, older adults, or other
overlooked group: tential in creating spaces where
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hold onto that joy and to keep searching for inspiration in the most

unexpected places.
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