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Abstract 

First Hand: A Mobile, Digital Application for the Theatrical 

Costume Shop 

 

 

 

Carl Joseph Booker, MFA 

The University of Texas at Austin, 2011  

SUPERVISOR: James Glavan 

 

 

 First Hand began as a singular iPhone application designed to aid in the collection 

and dissemination of information within a costume shop.  The project was created to push 

the boundaries separating the costuming world from current computer technologies.  The 

integration of new computer programming is possible, but currently there are too few 

programs dedicated to the costuming field that often costumers become frustrated and 

disinterested.  By creating a user friendly, simple, non-invasive application that focused 

on a single daily task, taking notes during a costume fitting, I hope to introduce 

costumers to the possibilities available to them in the near future.  Since the start of this 

project First Hand has become an app development company geared towards the custom 

garment making industries including stage and film costuming and the fashion industry. 
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Project Overview 

A recent development within the tech community is the smart mobile device.  

This simply means a small portable device that has the basic capabilities of a computer. 

These devices store information, allow global communication, and interact with everyday 

life.  Through the development of Applications or Apps, which are small software 

programs specifically designed to aid in a singular task, people are able to customize their 

mobile devices to individual tastes and needs.  One such device is the very successful 

iPhone by Apple (see figure 1), elegantly designed to specifically aid the current lives 

and work environments of a modern society.    

 

Figure 1: The iPhone, a type of mobile device 
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I use my iPhone constantly.  It has become a second mind while keeping me in 

constant contact with the world at large.  I use it for everything from basic 

communication and amusement (calling friends and business associates, internet access, 

sending emails, playing games, etc.) to interacting with my environment (using global 

positioning systems in apps such as Urbanspoon and Foursquare, sharing photos on 

Facebook, social networking through Grindr and Facebook, utilizing synced event 

calendars when visiting a new city or convention, commenting on Twitter and checking 

hash tag boards to find out other’s opinions on my current location, ect.).  The biggest 

benefit of this technology is its adaptability.  Every device is fully customizable to 

specifically aid you in your daily tasks while being completely mobile, allowing you the 

freedom to conduct your personal life and business without being tied to a chair.  This 

kind of technology holds many possibilities, and it worries me to see so many skeptics, 

especially in my profession. 

I am a costumer and work realizing costumes for stage, film, television, and 

custom experiences.  My profession, by its nature, is handmade, old world, and detail 

oriented.  The costuming world utilizes some computer technology by employing 

programs like Excel, Internet storage systems, and digital drafting, but has suffered from 

a slow integration of the available technologies. There are a few software programs 

created for the costuming industry.  Programs such as Prosanity, CostumePro, and The 

Costume Bible are geared towards adapting pre-existing software like FileMakerPro and 

Excel to the needs of the costume community.  These programs are not well represented 

though, and outside of certain circles are not widely used.  To address this I created First 
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Hand.  First Hand is a mobile computer development company geared towards creating 

iPad and iPad2 applications (apps) for the professional costuming industry.  The iPad is 

essentially a hybrid of a laptop and a smart phone (figure 2).  It is thin and very portable, 

yet has a large touch screen viewing field and greater memory storage than a phone.  It 

allows the user the freedom of a portable device with the interactivity of a computer.  The 

name First Hand comes from the title of a draper’s assistant in the costume shop. This 

app is meant to assist in data input, such as measurements and fitting notes, and data 

retrieval after a costume fitting.  It is being created for the iPad2, which has the picture 

taking capabilities desired for ultimate functionality (figure 3).  It is my hope that with a 

series of specifically tailored apps the costuming world can improve productivity and 

communication while still supporting its time honored traditions. 
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Figure 2: The iPad 

 To begin, I am of two worlds, that of costuming and computers.  I did not 

realize that they were ever separate, for in my mind they have always been one in the 

same simply because they exist in me.  When I was ten I would sit watching television, 

while hand quilting with my grandmother.  Though they were not directly related, I found 

a common bond between the two in that I controlled both to aid me in my tasks.    This is 

the common thread between all technologies, devices that are created by humans to 

support a part of life.  As I grew, a split occurred between my personal and professional 

life.  Though at times they intertwine, they never really mesh due to lack of support, 

understanding, and availability.  I see possibilities for growth in our field utilizing 
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advancements like digital drafting, motion tracking, body scanning, and wireless 

information cloud communication.  Unfortunately there are those in our community who 

feel we do well enough with what we have and others who remain resistant.  Thus my 

frustration.  How can I live in both worlds of art and technology? This question inspires 

me to harness the benefits of current mobile computing devices to help advance my 

profession so that it continues to grow and be profitable. 

 

Figure 3: The iPad2 demonstrating Picture Taking Capabilities 
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Identifying the Problem 

The modern costume shop is a business.  It is a well-oiled machine supporting 

time-honored techniques and traditions.  Though it exists in the modern world, it 

preserves valued skills from a long history of custom garment construction.  It is related 

to the fashion industry, the tailoring profession, and the fraternity of home sewers who 

also maintain the classical tradition of the master/apprentice relationship as a training 

methodology for new generations.  The reason for this system is that the nature of our 

trade is the inherent need for human touch.  How one handles the fabric and manipulates 

a pattern to the idiosyncrasies of the human form, decides the outcome of the dress.  It 

takes years of developing a hand for draping and the finesse of tailoring, to master our 

craft.  Making a costume truly is an art form.  However, as with all art forms, at the end 

of the day an artist must sustain his art through business practices, either by himself or 

with a company.  A business is only as good as the support it maintains.  I fear that the 

current state of the costume shop is unsustainable. 

The current business practices of costume shops are based on an older timeline 

where people respected the time and care it took to create a custom costume.  In recent 

years fewer and fewer companies exist, yet they are expected to produce more products 

faster and cheaper while maintaining the same high standards.  As the costume shop 

presently stands, one must have the best materials and plenty of time to ensure that the 

garments are of the highest quality.  Using high quality materials often translates to 

higher budgets.  There are sometimes cheaper alternatives, but since synthetic fibers do 

not behave the same as a natural fibers, a polyester crepe is never going to look and move 
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like silk Georgette, one must sometimes make quality sacrifices.  Ultimately there are 

few short cuts one can take when creating a custom garment: less expensive materials; a 

cheaper labor force; simplification of design and construction expectations; 

administrative efficiency; all in an effort to save time and money.  It’s true that the 

inventions of the serger and sewing machine have greatly sped up the production process, 

but many generations have passed since those technological advancements were created. 

Even with these technologies there remains a recognized set number of hours to create a 

costume; 2 days for a vest, 3 for a pair of trousers and 5 days for a suit coat. Shortening 

the amount of hours, though it may save you money, will not be beneficial to the creation 

of a quality costume.  So where do we start to minimize costs and save time if not in the 

production period? I believe the answers can be found by continuing to advance 

computer usage in the work place. 

The costume industry has done well to keep up with the times, but it appears as 

though we have reached a plateau.  Having been brought up in the age of computers I 

understand how useful and helpful computers can be and I want to see them used more 

frequently in my work.  Most costume shops already use computer programs for 

administrative duties including generating calendars, organizing documents, agendas, 

schedules, resourcing acquisitions, announcements, creating labels and general 

paperwork.  Some programs used include Microsoft Word, Excel, PowerPoint, iCal, 

Keynote, Numbers, Pages, Skype, Photoshop, Illustrator, Quickbooks, TurboTax, and 

FilemakerPro.  There are a few computer programs designed specifically for costume 

shops as well like Custom Pattern Maker, The Costume Bible, and Prosanity.  Along with 
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software, shops use equipment such as copiers, scanners, fax machines, etc. to aid in their 

daily workings.  These practices and programs have become a necessity.  Without digital 

communication many administrative jobs could not function.  Take the privately owned 

custom costume shop Muto-Little for example. Muto-Little caters to a wide variety of 

clients worldwide from their shop in LA.  They currently use e-mail, digital photography, 

and their website to maintain communication with their clients.  Spreadsheet programs 

such as Excel help organize work hours, budgeting, and some cataloging as well.  They 

also use QuickBooks, a financial organization computer program, for bookkeeping.   This 

is a far cry from the days of stacked papers and filed receipts.  Nation wide shops have 

evolved to increase productivity and maintain a competitive edge.  For being an industry 

who could honestly do without most functions of computers we have successfully 

adopted them to aid our business.  I feel that it is important to stay current when running 

a business because that is what most of the outside world expects, and what is a costume 

shop if not a business?  

Though the costume industry is successfully integrating computers into its 

business, there is always a great need for further investigation of modern digital 

technologies.  Great advancements have been achieved by some of today’s leading 

costume producing entertainment organizations.  Digital fabric printing is being used by 

shops like Mutto-Little and Timberlake Studios.  Cirque du Solei is utilizing laser cutting 

devices and three-dimensional digital model carving to create their costume, and shops 

like Grace Costume in New York use digital drafting to create patterns.  We must 

continue to embrace these new technologies to improve our craft.  Fortunately at the 
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university level we are able to take the time needed to practice and develop new ways to 

interact with computers.  At the University of Texas at Austin we have been 

experimenting with three-dimensional drafting software to create custom hat blocks, and 

using architectural drafting systems for tailoring pattern development.  At the University 

of North Carolina at Chapel Hill one student recently wrote a costume bible 

organizational system while another experimented in re-creating historical fabrics using 

modern methods and materials.  However, in most professional settings this kind of 

intense research and development is not always the case.   

Time, money, fear, and lack of products are all factors in a hesitancy to continue 

progressing, but these are always concerns when amalgamating new technology into 

one’s life.  Think of it like learning to drive.  At first driving a car was scary and 

cumbersome.  You questioned what was wrong with your bicycle.  Nothing is wrong with 

your bicycle, but with a car you can go farther and faster with less fatigue.  Through 

dedicated study driving soon became second nature.  This model can be applied to 

computer integration.  Nothing is wrong with using brown paper to draft patterns or an 

Excel document to record fitting notes, but there are new methods available that will 

return the same results in the same amount of time if not faster, thus improving 

productivity.  A major factor that cannot be ignored is the lack of technologies and 

programs created with our business in mind.  In a poll conducted at USITT, the national 

theatrical design and technology conference, 80% of participants who classified 

themselves as costumers felt comfortable with technology but acknowledged that 

excitement and desire was difficult when so few computer programs and automated 
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devices are created with the custom costume industry in mind.  From these results, I 

found it quite possible that if someone developed a customizable product targeted directly 

to this market, it could have a high probability of success.  One such new technology 

available is the mobile smart device.  With this device a costume shop can streamline 

information exchange and put computers literally in the hands of every technician, 

allowing them for the first time to interact with the device on a more cooperative level.  

This personal connection can reduce the overwhelmed feeling often caused by trying to 

learn how to use a complex computer program or machine.  All that is needed now, as 

Apple would say, is, “…there’ an App for that.” 
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My Solution 

I feel the best way to introduce the costuming world to the world of mobile 

computing and communication is to focus on a specific scenario familiar to any shop and 

to provide an application that not only works with the current practices, but also is easy to 

use and addresses a need for fast communication and data organization.  For this project, 

I will focus on the practice of note taking during a fitting with my app, First Hand.   

 Note taking consists of recording any changes that occur to a costume piece 

during the fitting of a garment, accessory, or wig.  Notes are often recorded onto a 

computer stationed in the fitting room where photos of the actor can also be uploaded for 

visual reminders.  This information must then be disseminated to the correct individuals 

(costume notes to a draper, shopping notes to the designer and shop manager, wig notes 

to the wig mistress).  It is a rather cumbersome process where a draper may have to go to 

multiple people, computers, printers, and devices in order to get all of the pictures and 

notes that were taken.  This process can take anywhere from 10-45 minutes, depending 

on the efficiency of the shop.  The current practice of note taking and the subsequent 

distribution of information could be streamlined and therefore save time by providing 

technicians the ability to record their own notes and photos that they then take with them 

to their worktable. Though some shops allow drapers to record notes on paper, often there 

is a desire for photos of the garment or notes that they must still retrieve from a camera or 

they must do without.  My goal is to expedite this information exchange and retrieval 

process by putting the notes, photos, and computer into the hands of the draper in an easy 

to use and portable format thus saving time and money. 
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First Hand, a mobile iPad2 app, is designed to be used primarily during a costume 

fitting.  Essentially this application is a note taker, like the sticky note, attached to a 

picture within a contact sheet.  The app includes contacts for a show with actor’s names, 

a measurement sheet, and the option to take a picture and attach it to that contact.  The 

picture can then be tagged, similar to Facebook, but instead of connecting a name to that 

tag, notes are connected in a table format adjacent to the picture.  On that note one creates 

lists, descriptions, and comments about the tagged item that can later be checked off.  

When an actor comes in for a fitting a new contact is created, basic information can be 

recorded in a fill in the blank form, a picture is taken of the costume, area of that picture 

can be tagged, and a note written connected to that tag.  All of this information can then 

be e-mailed, connected to a wireless server, uploaded to a desktop, or printed using a 

wireless printer.  This allows a draper to keep and distribute all the information they need 

after a fitting, including visual reminders of notes.  This app eliminates the need to deal 

with going to a computer and printing out the notes sheet by sheet and possibly digital 

photos taken with a camera that must be uploaded to a computer before printing.  This 

wastes time and paper.  They can easily email the information to the designer or shop 

manager so everyone can share a record of the fitting as well.  This is a utility App that 

could be used in a stable costume shop or by a traveling artist doing fittings on location.   

This application will save time and money.  It increases productivity and 

enhances communication within the workplace.  To illustrate this savings, consider the 

following scenario. In the garment construction world most people are paid hourly.  This 

amount fluctuates among companies and individuals, but on average a costumer makes 
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conservatively $35 an hour.  As it stands, a fitting generally lasts thirty minutes to an 

hour with a shop having one to ten possible fittings a day often divided among the 

various drapers.   In a single fitting you will typically find a shop manager, a draper, a 

firsthand, a designer, and the actor.  This means a company could spend up to $1,750 on 

a busy day on fittings alone.  These busy days can happen up to three times a month.  

After the fitting, one person, usually the first hand, gathers the information from the 

fitting and makes sure the dissemination of information occurs, eating up another 30 

minutes to an hour of their time.  This time taken to gain information is time wasted for 

the company.  Instead of paying for product manufacturing they are paying for 

inefficiency.  This First Hand app literally reduces the running around, provides instant 

information exchange and virtually no interference with production.  It can also reduce 

the use of copy paper and ink.  Most fitting notes are contained on one page, but any 

photos that are printed use many sheets of paper and large qualities of ink.  In the 

University of Texas costume shop we spend around $447.08 on paper and ink each fiscal 

year.  We could reduce this cost by eliminating the paper waste attached to every fitting. 

Though this might seem like an insignificant amount of money in comparison to a 

total shop budget, the reality is to a costume shop operating during an economic recession 

every dollar saved is a dollar that can go towards production. 
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Target Market 

 My primary market is a difficult one to put a name on because there are several 

possible consumer groups.   Initially this application will target custom garment markers 

running a business who have a steady workload.  This includes professional theatrical 

costume shops, educational costume shops, fashion drapers and designers, and drapers 

and designers working in film.  This market roughly contains 579 professional garment 

construction shops across the US including Regional Theatre shops, New York costume 

houses, and pattern/sample makers for the fashion industry.  There are also over three 

hundred university shops currently operating.  This does not include the unknown 

number of freelance professionals and hobby sewers that could utilize this product.   

There are two shops I will use as examples to represent the ideal client. The first 

shop is the previously mention Mutto-Little, based in Los Angeles.  They are a large 

professional custom costume shop catering to the fashion, film, theatre and music 

industries.  I imagine that the diversity and sheer numbers of clientele would mandate a 

rigorous organization system that would benefit greatly from the streamlining of 

information to improve efficiency.  They have a very steady income and are currently 

using computers as much as possible in administrative and workroom capacities.  

However owner Antoinette Little feels most programs and equipment were designed with 

large scale production in mind and do not translate well to custom made.  This represents 

a shop willing to use more advanced computer technology but wary about current 

product’s effectiveness for small-scale production. 
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The other ideal shop is a university costume shop, much like the one at the 

University of Texas at Austin.  They have a steady change over of both actors and 

technicians.  Being able to disseminate new information on a quick and consistent basis 

while maintaining efficiency and reducing clutter would be a boost for this type of shop.  

The academic setting encourages a willingness to learn new skills and often there is 

financial support for this kind of emerging technology development.   

These two types of shops offer ideal venues in which new technologies can grow 

and develop.  They work quickly and demand efficiency, yet are willing and have the 

budget to take the time to bolster new practices if it means they will benefit, and they 

have a constant workload comprising of many people.  I have already contacted both 

Mutto-Little and UT, as well as a few other professional and academic programs, and 

they are both interested in using the First Hand digital app created, for the costume shop.  

Through these initial contacts I have established a client base and, if all goes well, they 

will then serve as testimonials to the success in the next available step in costume 

production. 
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Implementation 

 In order to ensure that the final product would be credible, easy to use, and pass 

the rigorous review process of the Apple Computer Application Review Board, I 

discovered early on that I would need a team.  Essentially, I was creating a technology-

based business, or start up company, to support the creation of an app.  Between learning 

computer coding, creating the app, designing the functions and visual layout of the app, 

and establishing a name including market research and promotion, it was clear I would 

need enthusiastic experienced collaborators to create a project like this.  After breaking 

down the elements of a startup I decided on three essential positions: developer, designer, 

and project manager. 

Developer 

A developer writes computer programs by typing in code (figure 4).  Computer 

coding differs between devices and brands.  For example a webpage does not speak the 

same language as an Apple app.  Languages differ based on syntax and arrangement of 

symbols.  I specifically needed someone who could write Apple iPad coding in a timely 

manner.  I discovered James Logan.   

-(void)removeButtonPressed{ //modelPictureWindow.removeAnnMode=! 
modelPictureWindow.removeAnnMode; [modelPictureWindow 
removeAnnotation]; [noteView reloadData]; 
} 
-(void)backButtonPressed{ [self.view removeFromSuperview]; 
} 
-(void)rightSwipe{ NSLog(@"inside rightSwipe"); 
// NSLog(@"[currentModel.picArray count]= %d",[currentModel.picArray 
count]); 
//NSLog(@"currentModel.picArray= %@",currentModel.picArray); BOOL 
notFound=YES; for (int i=0; i<[currentModel.picArray count] && 
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notFound; i++) { 
PictureView *tempPicView=[currentModel.picArray objectAtIndex:i]; 
// NSLog(@"tempPicView.picture= %@",tempPicView.picture); //
 NSLog(@"modelPictureWindow.picture= 
%@",modelPictureWindow.picture); 
&& 
if([tempPicView.picture isEqual:modelPictureWindow.picture] 
i<[currentModel.picArray count]-1){ NSLog(@"inside IF"); 
//[modelPictureWindow removeFromSuperview]; 
modelPictureWindow=[currentModel.picArray 
objectAtIndex:i+1]; 

Figure 4: Example of Cocoa, the language for Apple Product Coding 

	   James Logan is a junior computer science major working on his second Bachelor 

of Science degree from the University of Texas at Austin, his first being in digital 

multimedia.  He currently has two apps in the Apple app store, the forum for purchasing 

and distributing apps, so he is familiar with Apple’s approval process.  Working with a 

person from a completely different background has opened my eyes to the importance of 

communication.  He approached a problem in a very rational and practical manner while 

I mused about possibilities.  At times verbal communication became stalled as neither of 

us could articulate our ideas.  We solved this through the use of storyboards, which 

served as visual representations of each element and page of the app (figures 5,6, &7).  

By physically drawing out my ideas we were able to fully engage in conversation and 

nail down the specifics such as table placement, font sizing, box orientation, and work 

flow.   
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Figure 5: Storyboarding, originally an iPhone app, but abandoned due to limited 
visibility. 

Though originally planned as an iPhone application, First Hand quickly became 

an iPad application after noticing the limited visual space provided on the iPhone.  The 

conversion from iPhone to iPad was not a difficult one due to the similar platform.  Using 

layouts we also were able to make decisions on how easily a client would interact with 

the app.  The ease with which a user can operate a machine or program is called its 

usability.  Usability measures: ease of use, efficiency, memorability, error frequency, and 

subject satisfaction.  Basically if a person finds a program too difficult within the first 

few seconds he is less likely to use the product again.  This is a crucial factor for this app 

since this is the first time many potential clients will use a product like First Hand or 
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possibly even an iPad.  Though most of our usability flaws will emerge with beta testing, 

many of the first glitches can be solved during the storyboard period.

 

Figure 6: iPad Measurement Sheet Storyboard 
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Figure 7: iPad Fitting Note Storyboard 

Designer 

 This initial period of layouts and storyboarding filled part of the design 

requirement for this project, James and I contributed to the overall look and functionality 

of the app.  We decided to forgo visually aesthetic elements at this time due to time 

constraints.  Our focus was on creating a prototype of the app to be used in marketing, 

beta testing, and investment pitches with the understanding of bringing in a graphic 

designer later to polish the app’s visual appearance.  The designer uses Illustrator and 

Photoshop primarily to create custom layouts, background designs, and eventually a 
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company web page.  I am currently in conversation with a designer named Heather White 

about joining our team in the near future.  The designer is essential for a successful 

product because ultimately the visual appearance sells the product. 

Project Manager 

The position that I took for this project was that of Project Manager, meaning that 

I supplied the original idea and took on business objectives, such as market research, 

promotion, investment pitching, contracts, and securing name and intellectual property 

rights.  Currently I am working on establishing intellectual property rights. I am also 

working on a plan for pitching the idea to prospective financial investors.  Much of the 

groundwork, however, has already been achieved including market research and business 

modeling.   

Market research examines the needs of your potential clients.  Through the use of 

opinion polls, informal interviews, and Internet exploration you begin to piece together 

your ideal client image.  For me this meant focusing on the types of technology currently 

used by costume technicians and the comfort level these technicians have using computer 

technologies.  I achieved this through informal surveys conducted at USITT and direct 

emails to professional costume shops.  The interesting thing about market research is that 

it forces you to refine your prime objective.  If you cannot articulate your goals clearly 

then you lose the trust of your client base, potential investors, and colleagues.  As 

previously stated, my market research revealed that there is generally a strong interest for 

use of technology among people in the costume industry yet most costumers felt 
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discouraged due to lack of time, money, product availability.  All of this information 

influenced our marketing strategy and overall business model.  

As already stated, my market research showed a community of costumers 

competent and comfortable with computer technology.  The common ties between 

programs typically used by shops are that they are readily available, require little 

investigation to utilize their basic functions, and are relatively inexpensive.  These factors 

led me to decide on app creation because of the business model associated with apps.  

Apps are a direct sell to a customer through the Apple App store.  This can be accessed 

on any computer, laptop, or smart mobile device making all apps available whenever 

desired.  Apps are also sold individually, allowing a client to purchase just the features 

that they want.  They are extremely straightforward in their design, reducing the learning 

curve needed to utilize a new program.  There is still typically a learning period, but it is 

truncated compared to the time it takes to master all the functions of even Microsoft 

Word.  They also allow for a custom created program that can be sold at a lower cost due 

to the low production costs.  The only costs to First Hand are the development costs of 

paying staff, equipment purchases, space rental, and possible website fees.  These costs 

are compensated through venture capital, product sales, ad space on the app, and upgrade 

purchases.  Compared to some current programs being sold for between two and four 

hundred dollar, a fifty dollar app that is downloadable immediately and can be used after 

download completion better meets the potential client’s needs.  Overall, First Hand 

provides a utility product that saves the client time at a lower cost than other competitors 

and does this through a low maintenance, high quality market place.    
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When entering into this project I had little knowledge about how to run a 

business.  I was fortunate though to participate in Austin’s Three Day Start-up, or 3DS.  

3DS is a three-day event that brings together university students of multiple disciplines 

with the common goal of engaging in the entrepreneurial process.  The history of this 

organization began at The University of Texas at Austin with a group of business 

students frustrated with the controlled classroom environment.  They wanted to conduct 

an exercise where a group of students gathered together for a weekend and enacted the 

business theories and practices that they studied.  The short timeline forces participants to 

immerse themselves in the start-up process, working and learning from each other 

quickly, and create companies worthy of being pitched to potential investors.  Through 

this experience I learned the value of market research, how to assemble a winning 

business plan, prepare the “deck” (a set of slides used when pitching an idea to potential 

investors), how to qualitate data, and most importantly the necessity of group support.  

Without a good team a company will not succeed.  It is with this experience, connections, 

and knowledge that I now start my own journey to found a company.  
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Conclusion 

 Within the next week a second prototype of First Hand will be ready for testing 

using either an iPad or an iPad2 (figures 8&9).  The app, at this time, does not include 

everything needed to make it fully functioning and marketable.  Currently all of the major 

functions I desired are working, including actor profile information, a measurement input 

form, and a fitting note function.  The fitting note function allows a user to take or upload 

a photo, tag areas of that photo, and attach text to those areas.  Text is organized into a 

list format, allowing the user to check off individual notes that relate to the same larger 

tagged area.  Unfortunately it does not yet save the information recorded for a long period 

of time, has a few glitches when overloaded with information, does not allow you to e-

mail or print out the information record, and aesthetically it needs a makeover. There are 

also some additional functions such as note type separation and custom measurement 

input that I would like to see as part of the final program.  All of these elements are 

necessary for a final marketable product, and work has already begun to resolve these 

issues.  The current skeletal product serves as a marketing device and demo piece despite 

those setbacks.  With this prototype I can begin to generate support within the costume 

community through demonstrations and personal use.  By setting an example for other 

technicians I can gain more interest for the final product.  The prototype also serves as a 

marketing device for potential investors.  Backers are more likely to support your 

business or product if you can present them with a basic prototype that clearly 

demonstrates your idea.   
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Figure 8: First Hand Prototype - Measurement sheet layout. 
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Figure 9: First Hand Prototype - Note Taking Layout 

 The next step of this project puts me as CEO of First Hand, now also the 

name of the company.  I will assemble a full team including developers, graphic 

designers, and young entrepreneurs to truly establish this company.  This will require 

more market analysis, promotion, funding, and most importantly a fully functioning iPad 

application on sale in the Apple App store at a $30 price point.  Updates will be available 

at a $10 upgrade fee eventually leading to a full suite of apps, each being sold at $50.  

The $30 ‘light’ versions will still be available, but will include ad space for sponsors such 

a Joann Fabrics or industry representatives.  These price points are supported by my 

costing on the amount of money typically put towards costume shop administrative up-
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keep.  I anticipate a slow market saturation over the next few years as I travel and market 

my product with the aid of some industry endorsements. The goal is to release this first 

fitting room app within the next 3 months.  Along with First Hand, production on a 

second app will commence within the next couple of months that will be geared toward 

costume designers and shoppers.   

 In March of 2012 I will present First Hand at USITT during the Student Initiatives 

Forum.  This provides students currently working on the integration of computer 

technologies into the costume world a place to present their ideas and products to the 

theatrical community.  For me it will be a marketing strategy, enabling me to reach a 

large group of technicians from around the country gathered at one location.  Through 

this session I hope to encourage computer usage and understanding within the costume 

community by providing a mentoring service to those interested in using First Hand apps 

or even in general mobile computer usage.  In March of 2013 I will hold a workshop on 

my products, by then consisting of a suite of several functioning apps, where I will 

demonstrate and instruct costumers on how to use these products effectively.  Through 

continued education, work experience, and networking both with industry professionals 

and business associates my business will continue to grow; influencing the way we as 

costumers interact with the word around us, and re-establishing our presence in the 

theatrical community. The final goal is to expand beyond the theatrical world.  Though 

focused on the costuming community at this point, I believe my products will be easily 

adapted to fit the fashion and home sewing markets.  However, predictions of the success 

of mobile applications are only viable for the next five to ten years.  With in a year the 
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iPad completely changed how humans interact with technology.  Who knows how 

technology will have changed a decade from now.  The main goal of my project is 

simple, to evolve our profession into the next chapter, utilizing what we can, as we adapt 

to the ever-changing world. 

Epilogue 

  As technology continues to progress so will our ability to implement new 

computer technology into the workroom that is more conducive to how costumes are 

created.  Currently, actor books, measuring sheets, and shop ‘paper’ work are all digital, 

available for instant access through any wireless server and are constantly in sync with 

desktops and mobile computing devices such as phones or tablets, allowing technicians to 

travel to clients while maintaining constant access to the main shop.  This also means that 

while a shopper sources fabrics or a designer searches for the perfect shoe they are in 

constant communication with a supervisor who can give instant approval, speeding up the 

buying process.  Through the use of mobile apps, basic tasks like fitting room processes, 

garment rentals and organization become portable, providing faster information 

exchange.   In my dream costume shop the singular information hub is transformed into 

personal information hubs located at each draper’s cutting table, all linked together in a 

synced network.  Each table is equipped with projectors and motion tracking ability to 

allow for paperless digital pattern drafting and manipulation, viewing of pertinent 

information, and touch interfacing that when linked to voice recognition could be used to 

make calls, expedite data input such as measurements, and even have draper/designer 

meetings.  All of these abilities transfer to a portable tablet device that has a docking 
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station on the table.  This makes all information portable as well, thus freeing technicians 

from the computer, changing the way in which we create our art.   

The point of this hypothesis is to illustrate the possibilities.  Whatever happens, 

the gap between humans and computers continues to close as systems become imbued 

with living traits. Together we live and adapt to create a better future, progressing our 

methods and abilities in hopes to spark the next step in evolution.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



	   30	  

 

Appendix A: Consulting Agreement 
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Appendix B: Pitch Deck
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