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The Problem of Fast Fashion

● Fast fashion is an increasing trend in the clothing industry
○ Causes more frequent purchases and lower use per item

● The clothing industry is a leader in pollution and environmental harm
○ Up to 85% of textiles each year end up in landfills 
○ The average American throws away 81 pounds of clothing each year
○ Contributes 10% of all carbon emissions
○ Contributes 31% of plastic pollution in oceans
○ Consumption of resources like trees and water leading to desertification

■ 2000 liters of water to produce 1kg of cotton



The Solution of Thrifty

● Thrifty is an app where individuals and companies can buy, sell or trade 
clothing items online
○ Find clothing for cheaper prices
○ Browse large collections online easily rather than in thrift stores
○ Sell clothing to gain value rather than leading to more waste
○ Companies can advertise and sell “out of trend” clothing easier 



The Business Model Canvas 





Design and Development Challenges
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Design Choices

● Cross platform compatible app
○ ie) as little constraints as possible to maximize user satisfaction.

● Blue colorway 
○ Blue is able to bring on feelings of calmness.

● Swiping screen for browsing
○ User interaction increases as it requires more frequent attention.

● Machine learning based on item tags based on images
○ The goal is to have our software decide for the user and avoid a feeling of confusion that 

may occur.



What was Done in Terms of Design Choices?

● We have largely finished the following research:
○ Software Requirements Specification
○ People to People Surveying
○ User Interface Design 
○ Bigger Problem, Medium Problem, and Smaller Problem are identified.

● Designing Thrifty
○ Deciding what features to emphasis, and what features we didn’t require
○ Documentation regarding design choices can be found in the SRS.



Our Experience in Designing an Application

● We learned a lot of new software tools and concepts to help us develop 
effective business applications.
○ Software Requirements Document, Surveying, User Interface Design, etc.

● Finding a Problem, and addressing it.
○ Business canvas model

● We liked being able to apply knowledge from our previous courses



Software Development Practices and Tools

● React Native
● Typescript
● Firebase
● Expo
● AGILE-like development practice



What was Done in Terms of Functionality?

● We have largely finished the following functionalities:
○ Account creation/customizable profile screen
○ Item uploading with pictures and details
○ Item browsing
○ Overall navigation and template for future screens

● Designing Thrifty
○ Documentation



Thrifty Limitations

● Users cannot view the clothing items in person
● Dealing with shipping/requiring local meet up
● Have to trust users to post accurate information
● An eventual large database could make browsing harder 

○ Currently can only view items one at a time rather than grid view
○ Currently no saved browsing history



Our Experience as Developers

● Able to gain a deeper understanding of web development tools
○ React Native, Typescript, and Javascript

● Able to gain a deeper understanding of server-side development tools
○ Firebase

● We liked being able to apply knowledge from our previous courses



Demo

https://docs.google.com/file/d/1tF5YLitFkpncs9GvobF_2XE0YrV6EOMO/preview

