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What Am I Trying to Say by |
Question?

Through these research questions, I'm exploring how fashion can be more than clothing, it can be an emotional language. I'm asking myself, how dark Gothic archetyp
fashion to express the complex inner lives of Gen Z, a generation shaped by screens, subcultures and constant emotional navigation.

I'm not simply restyling these archetypes; I'm using them as metaphors for real psychological states—grief, resistance, ere ‘"protection and translating those into
reflect mood, identity and symbolic emotion. SRR

The question challenges traditional fashion to evolve emotionally and conceptually, using technology as a tool for storyt

Why?

Because Gen Z increasingly uses fashion not just to look good, but to communicate feelings, protect their inner lives ar ‘especially in digital space where identity i

:".,—_‘Ii'ke grief, invisibility or emotional burnout. If ‘

| want to say that the digital world is not just a space for aesthetics, trend or filtered perfection—it's also a place where people, especially Gen Z, carry unspoken emotion_s.,.Y

| want to reframe the digital world where fashion, mood and identity can become interactive tools for storytelling, survival and emotional release. Through symbolis
not just to be seen, but to be felt, protected and understood. ‘

This generation is not only emotionally aware, but also digitally fluent, visually expressive and subculturally fragmented, requiring fashion to go beyond trends
follow dominant trends, Gen Z often forms identity through aesthetic communities from goth and glitchcore to dark academia and witchtok. As Titton (2015
and narratives that reflect personal or collective resistance. This generation was raised in digital environments. They don’t just consume, they interact an
immersive worlds makes fashion feel alive, responsive and empowering—bridging art, fashion, gaming and identity design. ‘

| am doing this project because it allows me to explore how fashion functions as a tool for emotional expression, identity construction and cultural rebellion, e .
realities and alternative aesthetics. Gen Z isn’t just wearing clothes, they're using fashion to communicate mood, values and subcultural belonging. Designing the
translating complex emotions into digital forms that speak for me when | can't.

By reinterpreting dark Gothic archetypes in a digital context, I'm not only honouring a historically rich subculture, but reshaping it for a new era, one defined by screen- di
a desire for emotional authenticity. Gothic fashion has always symbolised beauty in darkness, defiance of norms and depth over perfection, values that deeply resonate with Ge

In a realm between reality and the digital space, where memory flickers and identity fragments, six archetypes will be presented behind each doors, born with digital traces. These a
echoes, mood-based gaurdians and silent rebels. Each garment is a spell, a skin and a wound. Each character is not only seen, but felt.

This project also reflects my own design identity. I'm drawn to work that is conceptual and emotionally layered. It allows me to combine my skills in digital fashion with my interest in narrative, mood and alternative visual
language, helping me grow as a designer who challenges surface aesthetics and explores what fashion can really say in digital space. | specifically chose goth subculture because it embraces emotional depth and beauty
in darkness, which aligns perfectly with the themes | want to explore in this project. Gothic style allows for vulnerability and power to exist side by side. That makes it an ideal visual and conceptual language for translating
complex Gen Z emotions like grief, rebellion or silence into digital fashion.



rving to achieve?

f communicating emotion, identity and subculture through digital fashion. | want to show that garments can do more than decorate a
s, and offer emotional connection in screen-based spaces.

Through Anatomy of Sl|eﬁ.’£§\ C
virtual body— they_ n en

arrative-rich garments that reflect Gen Z's lived experiences, such as grief, resistance, digital exhaustion and self-curation. Each
, allowing users not just to view fashion, but to feel it, interact with it and see themselves in it.

ant experience that combines fashion, gaming and subcultural storytelling, offering Gen Z a new language to explore who they are in the

'ége, rather than a purely visual or commercial product. While much of digital fashion focuses on aesthetics or trend replication, this project
immersive storytelling. Each garment is not just a look, it's an embodiment of a Gen Z emotional state, reinterpreted through archetypes and
esistance, digital erasure or mood-based identity.

s cross- disciplinary approach: it merges fashion, mythology, gaming, digital culture and immersive media (e.g.VR), creating a narrative universe where garments
: breaks away from conventional fashion formats by treating garments as experiential artefacts—designed not just to be seen, but to be felt, explored and

In domg so, the project addresses a gapA in current digital fashion discourse by offering a framework for post-physical, mood-driven self-expression, grounded in both conceptual design and Gen Z's lived
experience in digital space. 4

Why is this important? Why should anyone care?

This project is important because it explores how fashion can evolve as a language of emotional depth, individuality and cultural resistance, especially in a time when identity is increasingly digital,
performative and fragmented. By reimagining dark Gothic archetypes for Gen Z, this project brings attention to how a historically represented subculture is being reclaimed and redefined by a new
generation, not just as a costume, but as a form of self-expression, softness in darkness and beauty in otherness.

It matters because it challenges fashion’s obsession with perfection and consumer trends. It highlights Gen Z's turn toward mood-driven style and subcultural authenticity, using digital tools and digital
garments. What does darkness mean in a screen-saturated world? In a world flooded with curated perfection, darkness becomes a form of truth-telling. For many in Gen Z, embracing Gothic or grunge, is
about authenticity, depth and resistance.

This project speaks to a generation that's overexposed but emotionally underrepresented. In a digital world where people are constantly performing curated versions of themselves, this offers something
rare: a visual and symbolic language for emotions that are usually hidden, suppressed or unspoken.

Anyone who has ever felt unseen, ghosted, emotionally exhausted or misread in digital space will recognise parts of themselves in these archetypes. The garments aren't just fashion—they are emotional
mirrors, reflecting how we navigate silence, rebellion, grief and protection in a hyper-connected world.

For designers, creatives and digital natives, this project pushes fashion forward—not as a trend machine, but as a tool for emotional storytelling, subcultural expression and immersive identity building. It
also expands what digital fashion can do: not just decorate the avatar, but let the avatar feel.

In a culture saturated with fast images, Anatomy of Silent Romance invites people to slow down, connect and recognise their own digital shadows which really matters.



Games inspiration & =i

This project is necessary because it fills a gap in the current digital fashion world, where garments are often designed for aesthetics. Anatomy of Silent Romance offers a more meaningful,
mood-driven approach by reimagining Gothic archetypes as representations of Gen Z's inner emotional worlds and experiences in digital space. -

Hand Grenade

Gen Z increasingly uses fashion as a language of mood, identity and subcultural affiliation, especially in online contexts where presence is curated and fragmented. By combining digital
fashion design with emotional symbolism, this project gives form to themes like silence, protection, visibility and memory, which are .deeply relevant to how young people express
themselves today. .

: D -

Through immersive technologies (VR) and symbolic design, this project also contributes to the expanding field of virtual fashion as a narrative tool, not just a product. It reflects my own
creative identity and experience as a designer who wants to move beyond surface-level aesthetics and use fashion to explore psychological depth and digital intimacy.

By drawing inspiration from the games like Resident Evil and Dark Souls, I'm introducing a narrative-driven, emotionally immersive layer to digital fashion—something rarely explored in
fashion. These games are not just dark for aesthetic reasons; they create atmospheres of tension, isolation, survival and emotional ambiguityslimeboerrowing that tone to build garments that
are not experienced through mood, interaction and psychological symbolism.

What's new is the integration of emotional world-building from games into fashion, like,

 in Dark Souls, carries silent lore, textures of decay, memory and endurance.
* in Resident Evil, the design reflects protection, danger and haunting presence, turning fashion into a survival language in digital space.

This brings a game-like narrative immersion into digital fashion—where each archetype becomes part of a larger psychological universe, not just a look. It transforms garments into
storytelling devices, tied to space, sound and user interaction by bridging digital fashion with interactive horror, emotional symbolism and Gen Z psychological landscapes.

Chosen Methods:

Visual and Contextual Analysis:
« Analysing visual references from key designers (Alexander McQueen, Gareth Pugh, Mowalola Ogunlesi) to extract narrative techniques, silhouettes, colour and aesthetics.
* Researching historical representations of archetypes and their evolution in fashion and subcultures.

Design Practice as Research
» Developing six digital garments using CLO3D and Blender, treating design as a method of inquiry.
» Testing form, materiality and symbolism through iterative prototyping.
« Translating emotional and psychological states into digital textures (e.g. glitch, transparency, fragmentation).

Digital Experimentation and AR/VR Integration
* Exploring how garments can be viewed in 360 VR via Unreal Engine and Oculus.
* Investigating immersive storytelling methods to enhance mood and narrative.

Reflective Documentation
» Keeping a research journal throughout the project to record design decisions, theoretical reflections and technical processes.
» Conducting critical self-evaluation to assess how well each archetype visually and emotionally communicates its intended concept.

Theoretical Framework:
* Applying semiotics (Barthes, 1983) to decode symbolic meaning in garment features.
« Using subcultural theory (Hebdige, 1979) to justify the use of mood-based styling and Gen Z identity politics.
« Referencing digital fashion theory (Ponzini, 2022) to frame garments as post-physical expressions of self.
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Fig 1.1: Gothic Fashion from different eras



Aims and Objective

Aim:

The primary aim of this project is to explore and reinterpret dark gothic
archetypes through digital fashion by designing emotionally symbolic garments
that reflect Gen Z's identity, subcultural aesthetics and relationship with digital
self-expression.

Objectives:

1. Explore how Gothic archetypes (Mummy, Grim Reaper, Witch, Vampire, Plague
Doctor, Banshee) can be reinterpreted through digital fashion for Gen Z.

2.Draw inspiration from the design approaches of Alexander McQueen, Garet
Pugh and Mowalola Ogunlesi to gather silhouette, symbolism and mood. = '

3.Incorporate immersive elements such as VR to enhance emotional storyte |_
and user interaction.

4 Reflect critically on how digital fashion communicates identity, emotio
alternative aesthetics in digital spaces.

Fig 1.2: From Alexander McQueen'’s collection

5




Contextual Rese

This project sits at the intersection of Gothic fashion, dig
archetypes such as the Mummy, Grim Reaper and Witch
contemporary discourses in fashion studies, digital culture

Gothic fashion has long been associated with melancholy ath, I ) 8 ) ' D19) traces the
evolution of Gothic dress from Victorian mourning to pos ul er McQue 3 ions, particularly
Dante (1996) and Widows of Culloden (2006) embody th 3 nd symbolic layering to
express grief, memory and theatrical femininity (Bolton, 201 ‘ ' Sy :

McQueen’s fashion acts as “theatre for emotional trauma” and

Dick Hebdige's (1979) theory of subculture provides a foundation ; n a
and grunge aesthetics aligns with Hebdige’'s concept of “style as res here clothes communicate opposmon to mainstream
norms. This supports your use of Gothic archetypes as mood-based |dent|t|es and dlgltal symbols of inner rebellion.

As fashion becomes digitised, it shifts from being purely functional to narrative and symbolic. Ponzini (2022) discusses how Gen Z uses
digital fashion as a way to express mood, multiplicity and non-linear identity in virtual contexts. Similarly, The Fabricant’'s “Deep”
(2020) and Auroboros’s “Biomimicry” (2021) demonstrate how digital garments can convey storytelling, spirituality and transformation
without ever existing physically.

Roland Barthes (1983) viewed fashion as a system of signs, where garments carry meaning beyond their material. In your project,
archetypal garments serve as semiotic structures that represent emotions like grief (Banshee), erasure (Grim Reaper) or power
(Vampire). The use of texture, silhouette and layering becomes a visual vocabulary of emotion, identity and digital expression.

Contextualising Emotion in Gen Z Culture

Gen Z's emotional experience is deeply intertwined with visual, digital and symbolic self-expression. Unlike previous generations, Gen Z
communicates emotion not only through language, but through aesthetic codes, curated images subcultural references and digital artefacts
(Abidin, 2021). Emotion is performed across platforms, styled through clothing and embedded in identity performances—especially within
online spaces like TikTok, Instagram, Discord and gaming avatars.

According to Ponzini (2022), digital fashion for Gen Z serves as an “affective extension of the self,” enabling individuals to visualise moods and
psychological states that may otherwise remain invisible or unspoken. In this sense, garments are no longer just stylistic choices; they are
emotional statements that signify grief, rebellion, desire or silence. This concept is central to my project, where characters are designed not as
costumes, but as emotional archetypes reinterpreted as wearable digital experiences.

Moreover, Barthes (1983) argues that clothing is a language of signs—a semiotic system that conveys meaning through form, texture and
gesture. Gen Z leverages this semiotic system to communicate complex feelings without speaking directly, especially through mood-based
aesthetics like gothcore, glitchcore and witchtok. As Hodkinson (2002) observed in goth subcultures, style becomes a “cohesive emotional
code,” through which users signal belonging, resistance and vulnerability.

Digital culture scholar Titton (2015) expands this by arguing that fashion blogs and social platforms offer young users a way to create

A j";_. “emotional narratives” through visuals—curated identities that reflect sadness, confidence, ambiguity or isolation. These visuals, which are
. S often performed through dark aesthetics or mythological references, support their decision to use archetypes as symbols of filtered
-~ T er perfection or emotional resistance.
et

el In addition Gen Z's emotional expression is often shaped by screen-mediated fragmentation—what Haraway (2013) would call a cyborgian

'bd %el_.y osed c*g | traces,, edits 1 cu ated vat.ars This reinforces the symbolic power of garments in your project as tools of
&t T8 %’éﬂ/rb %%?&l%l@gﬁ%ﬂ P %’ﬁ%gﬁ h%olgate the tension between being emotionally seen and emotionally safe.



Archetypes § Emotiona

Archetype

Mummy

Grim
Reaper

Witch

Vampire

Plague Doctor

Banshee

Emotions

Preservation

Ghosting/Emotional Erasure

Resistance

Eternal

Protection/Anxiety / Emotional Shielding

Release/Grief/Unheard Emotion

lapping (Gen

y 87

Gen Z Connection

Feeling emotionally sca
archiving past versions ¢
nostalgia for “who | wa

Ghosting, burnout, th
digital visibility, choosi

Aesthetic control, resisting Vi
reclaiming power through ritue
fashion

Desire for attention + emotional
detachment, endless perfection while
feeling empty

Post-pandemic fear, emotional burnout,
protection from overstimulation or
exposure

Suppressed sadness, digital mourning, not
being heard in a noisy, performative world

Each archetype isn't just a costume—it's a coded emotional tool Gen Z can relate to. In a world where they often feel:

Exhausted by constant performance (Grim Reaper)

« Disconnected from their past selves (Mummy)

Misunderstood or silenced (Banshee)

Drawn to curated perfection (Vampire)

Eager to reclaim identity on their terms (Witch)
Overwhelmed and guarded (Plague Doctor)

 chrome, blood-red accents

Techwear, sealed masks, utility fabric,
cybernetic layering, shield-like digital
armor

Flowing organza, audio-reactive shimmer,
distortion effects, crying textures



Mental Health § Well-Being in Gaming:

For Gen Z, gaming is not only a form of entertainment but a key space for emotional regulation, ¢
natives, this generation increasingly turns to games to cope with anxiety, express emotion and es
contexts where digital immersion became essential.

\s digital
in post-pandemic

Royal Society for Public Health (2020), over 70% of young people aged 14-24 reported that o_nlflne gamlng helped them manage
, loneliness or'depression. For many, game environments provide psychological safe spaces where they can express themselves more
al-world settings (Granic et al., 2014).

According to
feelings of str
freely thanin

fers a sense of emotional agency. Research by Kaye, Kowert and Quinn (2017) found that players often use character customisation and
ction as a form of mood management and identity experimentation. This is especially relevant for Gen Z, who curate their digital avatars
r explore subcultural aesthetics (Ponzini, 2022).

Gaming also
narrative int

[/

to reflect in emotional state

:

However, the same immersive qﬁl‘alities of games can also pose mental health challenges. Prolonged screen time, toxic online communities and
algorithmic reward systems have\been linked to emotional burnout, anxiety and social fatigue (Orben & Przybylski, 2019). These dual realities make
emotional design in gaming essential—especially the need for non-violent, emotionally resonant spaces where players can process grief, trauma or
anxiety symbolically. 1N

/|
Anatomy of Silent Romance dlrectly address this need by integrating emotionally symbolic garments and archetypes into virtual worlds. Instead of using
fashion purely as cosmetic content, my project positions it as a psychological interface—allowing users to visualise grief, resist visibility or process
anxiety in a safe, immersive way.

This reflects a broader trend toward empathetic game design and well-being-centered digital spaces, where identity, emotion and mental health are not
background concerns, but central to design intent.

Fig 3: From Gareth Pugh’s collection



Mental Health § Well-Being in Gaming: Gen Z
Context

Gen Z (those born between 1997-2012) is the most digitally immersed generation, having grown up with gaming,
social media and virtual spaces as core parts of their identity formation. Games are no longer just “play”—they’re
spaces for emotional coping, social bonding, narrative immersion and identity experimentation.

Research shows that Gen Z turns to gaming for:

« Emotional regulation: coping with stress, anxiety and depression through play and distraction (Granic et al,,
2014).

+ Self-soothing and escapism: immersive games offer relief from emotional overstimulation or real-world
pressure.

« Expressing moods: selecting avatars, fashion and environments that reflect internal states (Kaye et al., 2017).

* Finding community: multiplayer and roleplaying games foster social belonging and emotional validation
(Colder Carras et al,, 2017).

* Narrative catharsis: engaging with emotionally charged stories allows players to explore grief, fear, loss or
revenge symbolically.

Gaming as an Emotional Ecosystem for Gen Z:

Gen Z—raised during the rise of social media, pandemic isolation, climate anxiety and constant digital
connectivity—are described as the most psychologically burdened yet emotionally aware generation (Twenge,
2017). With increasing rates of anxiety, depression and emotional burnout, they turn to digital environments for
self-soothing, self-expression and emotional escapism. GenZ finds emotional articulation through avatars,
customizing looks that reflect internal states (Shanahan, 2021).

Unlike earlier generations who viewed games as escapist, Gen Z sees them as emotional ecosystems where they:
* Process mood in a controlled world
* Feel in control of something when the real world feels chaotic
» Test identities safely, especially for neurodivergent, queer or emotionally introverted individuals
» Curate avatars and garments to reflect shifting emotional or psychological states

“Games help me feel the way | want to feel, not the way the world makes me feel.”
Gen Z player, RSPH Gaming & Mental Health Survey (2020)

World and Mood Integration:
* Mirror mechanic: representing fragmented selfhood and emotional reflection.
* Environment design: Each level becomes a psychological space.

* Garments as narrative tools: Clothes “speak” the UpEPAKRPAEB PEEMSISiERedIeYSbvie to show different emotions




Gaming as a therapy

Expressive Arts Therapy:
This game acts as a digital extension of expressive arts therapy, which encourages emotional healing through
creative practice.
» Fashion as therapy: Customizing avatars and garments allows players to externalize inner feelings like grief,
fear or resistance — without verbal confrontation.
« Narrative therapy: Players move through symbolic “chapters” (archetypes), reconstructing their fragmented
self via metaphor (the mirror) — a technique used to reframe trauma.

Symbolic Interaction & Jungian Archetypes:
My character choices (witch, mummy, banshee, etc.) align with Jungian archetypes — universal symbols that
represent subconscious emotional patterns.
+ Clinical psychology often uses archetypes to help clients project emotions and understand inner conflicts.
* My garments embody these archetypes, allowing players to interact with them in digital form, aiding
emotional awareness and individuation. Jung (1968) emphasized archetypes as key to understanding
psychological identity and transformation.

Somatic & Trauma-Informed Design:
Many Gen Z users experience anxiety, trauma and emotional dysregulation. My use of:

« Textures (glitching, layering, soft/floating fabrics)

 Environments (fog, caves, mazes)

« Audio triggers (echo balls in banshee level)
Mimic the sensory processing techniques used in trauma-informed therapy — particularly grounding,
visualization and narrative containment. Van der Kolk (2014) notes that trauma healing often begins with body-
based and symbolic experiences, especially for those who struggle to verbalize pain.

Therapeutic Game Designh & Mental Health:

Studies in clinical game design show that emotionally immersive environments can:
* Lower emotional inhibition
* Improve self-awareness

« Support identity experimentation

* Increase resilience through narrative problem-solving
Granic et al. (2014) support the idea that emotionally engaging games may provide therapeutic benefit by
improving emotional intelligence and decision-making under stress.

Create an immer

| want to show tha
assets; they can co
environments.

Bridge digital fashion with interactive narrative: s

| aim to prove that fashion in games can be used not just for aesthetics or
customisation, but as emotional storytelling tools—helping Gen Z reflect on inner
states like grief, rebellion, or stillness through what they “wear.”

Reimagine Gothic archetypes for Gen Z identity:

I'm using well-known dark figures (like the Witch, Vampire, Plague Doctor) not just as
spooky characters, but as symbols of emotional states and Gen Z struggles—updated
through avatar design, digital fashion, and environmental storytelling.

Provide a new model of gaming-as-emotion:

Instead of focusing on violence or winning, | want this game to encourage emotional
exploration, identity construction, and psychological immersion—values increasingly
important to Gen Z.

Position myself as a creative voice in digital fashion and game design:

This project is also a professional portfolio piece—showing how | can bring together
worldbuilding, avatar styling, interactive design, and psychological symbolism to
rethink the future of digital fashion and gaming.




A small gist about how inside out movie is related?
ANKIES

1. Both explore inner emotional landscapes:
* Inside Out visualises emotions like Joy, Sadness, Fear inside a young girl's mind.
* In my project, it externalises complex Gen Z emotions—like anxiety, grief, detachment—through symbolic
fashion archetypes.
Relation: Both treat emotions as characters, creating embodied metaphors so users/viewers can reflect on their
inner world from the outside.

2. Emotion as a narrative structure:
* In Inside Out, the story progresses as emotions struggle to balance and return to “headquarters.”
* In this project, the player collects six emotion-linked garments, each representing a part of their digital
identity.
Relation: Both use emotions as checkpoints in the journey toward self-understanding and reintegration.

3. Healing comes from emotional acceptance
* In Inside Out, Joy learns that Sadness is necessary and healing begins when emotions work together.
« In this project, the players must embrace difficult feelings (ghosting, anxiety, vulnerability) by interacting with
each realm—not avoiding them.

Relation: Both promote the message that emotions—especially negative ones—must be acknowledged, not
hidden.

4. Symbolic worldbuilding based on the psyche:
* Inside Out creates “Islands of Personality,” Memory Orbs and a Train of Thought—all metaphors for mental
function.
* This project features surreal digital environments where environment = emotion.
Relation: Both use symbolic spaces to represent psychological states.

5. Aesthetic language for emotional storytelling:

* Inside Out uses color-coded characters and glowing memory orbs.

» This project uses fashion, texture and material—e.g., sheer garments, glitching fabric, etc.
Relation: Both use visual language to express emotion without words—but this project does it through fashion and
environment design.

Fig 5: Image from inside out 2 movie to show different emotions



1. Emotion Regulation:

Games act as emotional regulators for Gen Z, functioning similarly to journaling, meditation or even therapy. _
- Why this matters: Gen Z often experiences high levels of stress and emotional fragmentation due to academic pres
(Twenge, 2017).

* How games help: Calm or immersive games like Stardew Valley, Animal Crossing or Gris provide controlled, non-threate
small achievable tasks and regulate their mood without external judgment. e

- Emotional benefit: Reduction in anxiety, increased sense of stability, and a feeling of emotional “holding space.” In this pre e
emotional regulators—protective shells that represent boundaries and emotional defense.

2. Mood Expression Through Choice:
In many games, players choose outfits, avatars, dialogue options and actions—which become external expressions of their internal states.
« Why this matters: Gen Z often prefers non-verbal forms of emotional communication (e.g. memes, aesthetics, fashion, filters).
 How games help: Games like The Sims, Roblox, Skyrim or Cyberpunk 2077 allow full customization of avatar identity, enabling players to dress and act based on how they feel.

« Emotional benefit: Builds emotional literacy, identity experimentation and aesthetic mood expression in safe, curated spaces. In this project, the Vampire and Witch garments reflect
this ability to perform identity and mood—showing filtered perfection or emotional resistance through symbolism and design.

3. Social Connection & Shared Emotions:

Gaming platforms provide emotional communities, especially for those who feel isolated or emotionally misunderstood offline.
« Why this matters: Many Gen Z players report feeling more emotionally supported in gaming spaces than in school or at home (Colder Carras et al.,, 2017).

+ How games help: Multiplayer titles like Roblox, Fortnite or Genshin Impact let users interact emotionally without direct vulnerability—through fashion, co-op play or ambient
conversation.

« Emotional benefit: Offers peer validation, soft emotional bonding and shared emotional language without pressure. In this project, garments like the Banshee allow for non-verbal
emotional broadcasting—grief and sadness expressed not through speech, but through visual, sonic or reactive materials.

4. Escape vs. Agency:
Games balance two emotional needs: the desire to escape reality and the need to take back control in a chaotic world.

* Why this matters: Gen Z lives in a time of hyper-curated media, digital overexposure and social instability. They often want both to disappear and to be seen—on their own terms.
« How games help: In narrative games (e.g. Dark Souls, Life Is Strange, Hollow Knight), players inhabit new identities and gain control over outcomes, offering empowerment where real
life often lacks it.

* Emotional benefit: A sense of personal agency, autonomy and safe experimentation with themes like loss, trauma or choice. In this project, the Grim Reaper embodies escape and
erasure, while the Witch and Mummy represent controlled agency—power through silence or layering identity.



These digital garments can be a powerful and innovative medium for well-being, particularly in the following
ways:

1. Emotional Expression Through Non-Verbal Design:

This game allows players to express grief, anxiety and identity struggles without needing to verbalize them.
Using fashion, avatars and symbolic storytelling gives players a safe outlet for their inner states — which can
support emotional awareness and self-reflection. “Digital fashion becomes a visual vocabulary for mood and
self-image.” (Ponzini, 2022)

2. Psychological Safety in a Digital Space:

The game world offers a non-judgmental space — unlike real-world social interactions — where users can
explore uncomfortable emotions like loss or resistance without fear of misunderstanding. This type of
symbolic roleplay helps Gen Z cope with emotional overwhelm in a low-pressure environment. “Games allow
people to explore sensitive experiences in safe, symbolic ways.” (Slater et al., 2020)

3. Connection to Subculture and Identity:

By drawing from gothic and mythic archetypes, the game gives players the chance to connect their identities
to existing cultural stories, which builds a sense of belonging — important for mental well-being. “Subcultures
provide a framework for interpreting emotions, especially for youth seeking identity.” (Hodkinson, 2002)

4. Customization = Control:

The ability to choose garments based on emotion gives players a sense of agency and control over how
they're seen — this is empowering for Gen Z, especially when dealing with feelings of anxiety or social
alienation.

5. Interactive Reflection = Digital Mindfulness:

The narrative structure, especially the mirror and portal system, encourages self-reflection and mindfulness. It

slows the pace and invites players to consider how they feel — making the experience not just playful, but
introspective.

* Reduced loneliness

* Increased confidence in self-presentation
“Avatars offer users a way to test identities and express emotions
more freely than real-world environments allow.” (Yee & Bailenson,
pleley)
“Aesthetic gameplay with emotional feedback can positively impact
well-being.” (Granic, Lobel & Engels, 2014)

Final Thought:

By blending emotional symbolism, interactive storytelling and digital
fashion, my project offers an alternative form of therapeutic play —
not in the clinical sense, but in the creative, personal growth sense.
It's especially suited for emotionally literate, digitally native Gen Z
users who are actively seeking such outlets.



Industry Response § Emerging Trends

The gaming and virtual fashion industries are beginning to acknowledge this
shift toward emotionally intelligent design:

* Indie games like Gris, Celeste and Kind Words have gained popularity for
directly addressing mental health, emotion and grief through symbolic
interaction and visual metaphors.

» Platforms like Roblox and The Sims allow Gen Z players to experiment
with mood-driven fashion, room design and avatar curation as a daily act
of emotional self-regulation.

 Digital fashion spaces like DRESSX or The Fabricant offer Gen Z users the
ability to dress their avatars based on how they feel, not how they look.

As Ponzini (2022) states, “digital fashion enables a post-physical form of
emotional expression... where garments function not to cover, but to
communicate internal affect.” Hollis et al. (2020) argue that games can
provide cognitive regulation and emotional resilience, especially when
they’re narrative-based or open-world. Colder Carras et al. (2017) discuss
how online roleplaying games create “emotionally validating communities” k
where users can feel seen without revealing too much. Turkle (2011) points

out that virtual identities (avatars) become mirrors for psychological
exploration in young users, allowing them to “perform emotional truth” in
mediated ways.

Fig 6: Celeste game poster



Why these SiX Chal’aCtePS Sometimes | féel like crying and |
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4. The Vampire — Eternal Detachment & Hyper-Perfection:

* Why Gen Z needs it: Constant pressure to be flawless and desirable on social
media can lead to emotional disconnection.

* Emotional relevance: Symbolises curated glamour, emotional numbness, filtered

 Emotional relevance ession and.the ,
. beauty and unspoken longing.
struggle to pres . j Y :
» How it helps: The glossy look mirrors how Gen Z aestheticises their own
* How it he pgether

emotional distance—acknowledging the paradox. The Vampire allows users to

visually expressing emotlonal overwhelm without needing words. | _ : 1Y , ,
perform detachment while emotionally processing isolation or desire.

Gen Z to acknowledge disconnection and nostalgia without fear o

>\‘
>
>

2. The Grim Reaper — — Emotional Disappearance & Digital Silence: UL el Sl die) e Sdanshueal Sebiiz eIl

 Why Gen Z needs it: Post-pandemic, many carry health anxiety, emotional

« Why Gen Z needs it: Many Gen Z experience emotional withdrawal, g or the , == :
fatigue and fear of exposure (digitally or physically).
urge to vanish from visibility in a hyper-connected world. A , : , , e
. « Emotional relevance: Embodies psychological defense, dissociation and a
« Emotional relevance: Represents disengagement, emotlonal t the desire

desire for emotional shielding.
to stop performing.

* How it helps: Through fading textures and glitching materlals | ises that feeling
of needing space—normalising emotional absence. Gen Z finds comfort in garments
that allow them to symbolise retreat without explanation.

* How it helps: Utilitarian design, techwear and masking functions help visualise
the need to guard vulnerability. The garment becomes a digital armour—
perfect for Gen Z users who feel too “seen” or emotionally raw.

. g X 6. The Banshee — Grief & Suppressed Sorrow:
3. The Witch — Rebellion & Aesthetic Control: Why Gen 7 ds it: M PP , ved grief ( | loct
' : ' . en Z needs it: Many experience unresolved grief (personal or collective
 Why Gen Z needs it: In a world of surveillance and curated perfection, Gen Z seeks , Y Y exp & P , ,
. w : climate change, war, loss), yet feel pressure to stay productive or silent.
aesthetic agency and digital resistance. | , , :
: : : : : : : * Emotional relevance: Symbol of unheard pain, mourning and the cultural denial
« Emotional relevance: Symbol of emotional self-curation, rebellion against algorithmic , )
: 5 of emotional heaviness.
expectations and coded mysticism. , , .
: . : * How it helps: Through sonic responsiveness, ghostly transparency and
* How it helps: Sigils, reactive textures and asymmetry allow the wearer to express . : , _ , ; ,
: : e : : distortion, the Banshee gives visual voice to silent emotions. The Banshee
power through subtle disruption and ritualised fashion. The Witch becomes a way to

: : ) : N : becomes a grieving companion, validating quiet emotional suffering that Gen Z
express identity on one’s own terms—especially for marginalised or neurodivergent _ "5 ,
e often hides behind irony or aesthetics.

Fig 7: Gameplay of Kind words game



Fig 10: Personified look of the grim reaper

The Witch

Cllltlll’al Ol‘igin: e Origins:

* Rooted in ancient pagan trac
agency and |conography o}
' . & _ Witchcraft texts).
m P » The modern witch has bee
| spiritual and subcultural m
cottagecore).
Cultural resonance:
* Embodies aesthetic sovereignty
ritual empowerment mirroring '

The Mummy
Orlglns

century, mixing colonial fascination with Orientalisntand the
(“romantic mummy”). = )

* Reimagined as a horror icon by the 1932 film The M—m__lsjarrm
Boris Karloff, embedding the mummy in Gothic rﬁ'ﬁnstejj_ate_,__ -
Cultural resonance: m— |
* Symbolizes nostalgia, buried memory and identity wrapped over |
time—qualities that resonate with Gen Z's emotional fragmentation

and digital archiving. The Vampire

Origins: |
» Evolved from Eastern European folklore into 19th-centui
literature (e.g., Dracula, Varney the Vampire). ;
* Became fashion symbols of romanticized mortality, arigic
power and beauty.
Cultural resonance:
« Symbolizes filtered identity, emotional performativity
immortal detachment—reflective of Gen Z's beauty ideg
identity editing in digital spaces.

The Grim Reaper
Origins:
pr * Emerged in 14th-century Europe during the Black Death as a skeletal
figure wielding a scythe—an allegory of death harvesting lives .

* The scythe, dark robe and skeletal visage were solidified in medieval art
and the Danse Macabre tradition .
Cultural resonance:
* Represents inevitable endings, emotional absence and silent
withdrawal—manifestations deeply felt by Gen Z in the context of
burnout and ghosting.

b g
| = ol

The Plague Doctor F| 12: Image of Vamplre lore in the
.. history
Origins:

* Originated in 17th-century Europe during plague outbreaks;
doctors wore beaked masks filled with aromatic herbs to
ward off disease.

* Became a macabre image in Gothic culture and post-
pandemic reflections on protection.

Cultural resonance:
Represents emotional shielding, anxiety, detached observation—
mirroring Gen Z's pandemic-era protective habits and guarded

Fig 14: Image of mythlcal Banshee digital presence.

The Banshee
Origins:
* Derived from Irish folklore; a female spirit whose wail foretells death.
* Initially described as a mournful, often frightening, figure of sorrow and
transition, evolving over time into both beautiful and terrifying forms.
Cultural resonance:
* Encapsulates silent grief, unseen sorrow and emotional resonance beneath
silence—relevant to Gen Z's emotional suppression and digital mourning.

Fig 13: Image of Plague Doctor (1636 -37)




Literature Review

The intersection of fashion, digital identity and subcultural aesthetics has become increasingly significant in understanding Gen Z's

approach to both physical and virtual self-expression. Fashion has long been recognised as a medium of psychological, social and
symbolic communication. As Barthes (1983) established, garments function as systems of signs, capable of articulating identity,
emotion and cultural belonging. This project builds upon that foundation, exploring how digital garments—freed from material
constraints—can act as symbolic and emotional tools within immersive digital environments.

A key conceptual influence for this project is the symbolic depth of Gothic fashion, which has historically served as a visual
language of mourning, resistance and introspection. The Goth fashion has consisted of individuals creating their own version of
aesthetics. Designers such as Alexander McQueen are widely cited for their use of Gothic aesthetics to engage with themes of
grief, beauty and existential tension. Bolton and Sundsbo (2011) describe McQueen’s work as a form of romantic existentialism,
where fashion stages internal chaos and cultural memory. This is exemplified in collections such as Widows of Culloden (2006),
where Victorian silhouettes, sheer veils and ghostly styling evoke spiritual anxiety and symbolic mourning.

Similarly, Gareth Pugh'’s sculptural black forms and theatrical silhouettes have been interpreted as architectural expressions of
ritual, transformation and emotional shielding. According to Blanks (2015), Pugh'’s Fall/Winter 2015 collection, with its blood-red
motifs and ceremonial hoods, presents fashion as a site of symbolic resistance and visual narrative. His work, like McQueen'’s,
engages the body not just as a canvas, but as a vehicle for psychological storytelling—a sensibility that aligns closely with the
emotional archetypes developed in this project.

Mowalola Ogunlesi offers a contemporary, Gen Z—driven interpretation of dark fashion, merging streetwear aesthetics with
emotional rawness and symbolic violence. Her Silent Madness (2018) collection features bullet-hole motifs and blood-red leather,
challenging dominant narratives of masculinity and identity. Mowalola’s focus on emotional authenticity, chaos and unfiltered
identity performance reflects Gen Z's rejection of aesthetic perfection in favour of fluid, performative and subculturally informed
expression.

The reinterpretation of Gothic archetypes in modern media is also addressed by Aldana Reyes (2018), who describes how
contemporary Gothic culture recycles and recontextualises mythic figures. These figures actively repurposed to explore
psychological and cultural anxieties in the digital age—a practice mirrored in this project’s reframing of these character archetype
as emotionally coded digital avatars.
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Fig 15: Thoughts of the author in wr|tten




Literature Review

Discussions around digital identity are further supported by posthuman theory, particularly Haraway’s (1991) notion of " g @Mﬂgg&) w7 o

P:wwwf ?M""““‘

the cyborg—a hybridised figure that blurs the boundaries between human, machine and representation. In this
framework, digital fashion becomes a tool for non-linear identity construction, allowing users—especially Gen Z—to
curate fragmented selves across multiple platforms. Fashion thus becomes a mode of both emotional
communication and protective layering, echoing the symbolic depth found in the Gothic tradition.

O

Fig 16: Thoughts of the author in written

The immersive qualities of video game environments also inform this project. Games like Dark Souls and Resident Evil
are recognised for their atmospheric storytelling, narrative ambiguity annd emotional immersion (Keogh, 2018). These
elements are incorporated into the digital experience of Anatomy of Silent Romance, which uses game-inspired
worldbuilding to turn fashion into an interactive emotional landscape—blurring the line between avatar, costume and
symbolic interface.

Building on this, Hodkinson's (2002) analysis of the goth subculture is especially relevant. He argues that goth identity :~
is marked by aesthetic consistency, emotional intensity and visual resistance to mainstream norms. The goth :
community’s use of fashion, music and shared symbolism creates a cohesive subcultural identity, where style is used
as a language of melancholy, depth, and defiance. This is echoed in Gen Z's digital practices, where platforms like
TikTok, Discord and avatar-based applications continue the goth legacy of non-verbal, visually mediated identity
expression.

Finally, while contemporary digital fashion brands like DRESSX, The Fabricant and Auroboros experiment with identity,
sustainability and speculative aesthetics, they often prioritise futurism and visual novelty over emotional and
symbolic resonance. Anatomy of Silent Romance seeks to fill this gap by presenting digital garments as emotional
artefacts and symbolic extensions of inner experience, offering a more introspective, narrative-driven approach to
fashion in virtual space.




Literature Review

The Book of Symbols: Reflections on Archetypal Images (Taschen, 2010) provides a foundational source for interpreting the characters
used in this project not merely as aesthetic figures, but as universal symbols rooted in the collective unconscious. Each archetype carries
psychological and emotional weight that transcends its surface narrative. These symbols are not fixed but evolve across cultures and eras,
making them ideal for reimagining within digital, screen-based identities.

Valerie Steele and Jennifer Park (2008) expands on how Gothic fashion uses darkness, decay, beauty and transgression to communicate
deeper psychological and emotional themes. Gothic fashion is often misunderstood as purely theatrical, yet Steele and Park argue it is a
serious aesthetic philosophy—one that merges melancholy with rebellion, romanticism with critique. This aligns with Anatomy of Silent
Romance, which treats fashion as an emotional and narrative tool, not just a visual style.

Similarly, Roberts, Livingstone & Baxter-Wright (2009, 2012) highlight how Gothic identity has evolved from historical mourning codes to
postmodern subcultural expressions. These texts document how symbols such as the vell, cloak or cross are repurposed across fashion,
art and music to express alienation, power, eroticism and resistance. The project borrows from this lineage to explore how digital garments
can serve the same function for Gen Z users—particularly those embedded in goth-adjacent online spaces like TikTok, Discord and gaming
culture.

Taschen (2023) provides historical and visual insight into the feminine power, fear and transformation embedded in the archetype of the
Witch. It explores how the Witch has shifted from a symbol of evil to one of spiritual empowerment, feminist rebellion and cultural
reclamation—a narrative that aligns with how Gen Z reclaims mystical aesthetics for emotional and political expression. In this project, the
Witch is reinterpreted not as a villain, but as an aesthetic of self-curation and digital resistance.




Theoretical framework
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This project is underpinned by interdisciplinary theoretical perspectives from semiotics, subcultural theory, digital fashion studies and Gothic fashion theory,
which collectively support the conceptual development of Anatomy of Silent Romance.

At its core, the project draws on Roland Barthes' (1983) theory of fashion as a system of signs. Barthes argues that garments function as a language,
communicating meaning through visual codes. In this project, each archetype—such as the Banshee, Plague Doctor or Witch—is treated as a semiotic unit, with
materials, silhouettes, textures and digital effects acting as visual signifiers for internal states such as grief, resistance or protection. Digital fashion is thus used
not as decoration, but as a symbolic language that expresses psychological and emotional realities in screen-based environments.

To further support the symbolic depth of the project, Dick Hebdige's (1979) subcultural theory is employed to frame Gothic style as a form of visual resistance
against dominant cultural norms. In Anatomy of Silent Romance, Gothic archetypes are not treated as costumes, but as subcultural signifiers of emotional
defiance and fluid identity. By aligning the collection with Gen Z's engagement with goth and grunge subcultures, the project explores how dark aesthetics are
used to reframe marginalised feelings such as grief, silence and mood instability as sources of symbolic power.

Expanding on Hebdige's foundational work, Paul Hodkinson (2002) argues that goth identity is cohesive, emotionally charged and sustained by both individual
self-expression and collective meaning. This supports the project’s reinterpretation of Gothic archetypes—not as fixed historical characters, but as emotionally
loaded, recontextualised symbols within a digital subcultural framework. These characters serve as emotionally resonant avatars for Gen Z users navigating
fragmented identities and heightened emotional awareness in the digital world.

The project is further informed by digital fashion theory, particularly the work of Ponzini (2022), who asserts that virtual garments are liberated from material
constraints, enabling designers to express mood, fluidity and identity with fewer limitations. Gen Z, according to Ponzini, approaches fashion not purely as style,
but as an extension of psychological state and affective expression—particularly in digital environments where identity is curated through avatars and self-
styled narratives. This framework supports the project’s decision to design garments as digitally sculpted emotional artefacts, intended to externalise invisible
inner states.

The project is grounded in Gothic fashion theory, especially Mew’s (2019) exploration of dark romanticism, ritualistic form and melancholic symbolism in visual
culture. Gothic fashion historically draws upon themes of mourning, liminality, sublimity and emotional tension, all of which inform the visual tone and narrative
structure of this collection. Designers such as Alexander McQueen, Gareth Pugh and Mowalola Ogunlesi have each utilised Gothic codes to evoke psychological
disruption, spiritual tension and narrative embodiment. Their work, referenced in this project, demonstrates how fashion can act as a catalyst for emotional
storytelling, rather than simply aesthetic construction.

Together, these frameworks provide a critical lens for understanding how digital fashion can serve as a psychological interface, subcultural expression and
narrative tool—especially for a generation negotiating identity, emotion and rebellion in virtual space.




Theoretical framework

From a symbolic and archetypal perspective, Taschen (2010) frames archetypes as deeply rooted psychological patterns that express
universal experiences—such as fear, grief, transformation or desire. These archetypes are used in the project not literally, but as
emotionally resonant figures that embody Gen Z's digital realities, where identity is fluid, mood-driven and constantly mediated
through visuals.

Drawing on Gothic theory, particularly from Steele & Park (2008) and Roberts et al. (2009; 2012), the project treats Gothic fashion as a
visual language of emotional intensity, one that resists mainstream beauty standards and embraces the aesthetic of darkness as a form
of empowerment, introspection and social critique. The garments in Anatomy of Silent Romance borrow from this Gothic grammar—
using black, distortion and symbolismm—to externalise internal states and to create a space for psychological storytelling.

Subcultural theory is also key to this framework. Roberts et al. (2012) and Steele (2008)
describe how Goth, like other youth subcultures, offers members a visually coded system for
expressing identity, emotion and rebellion. These visual codes are not static—they evolve and
adapt to new platforms. In this project, the digital realm becomes the new subcultural space,
where avatars, filters and garments act as tools for emotional visibility and symbolic
protection.

Digital fashion in games is increasingly being explored as a tool for mental wellbeing, especially
e for Gen Z. Through customizable avatars and symbolic garments, players externalize emotions
Fig 18: Thoughts of the author in written : - . like anxiety or rebellion without verbal confrontation (Nieborg & Poell, 2020).
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‘ G el ﬁoﬁM Finally, the concept of ritual and mysticism, particularly through Taschen (2023), informs the
# §ﬂ garments’ use of symbolic textures, reactive behaviours and mythic references. Each garment
is treated as a ritual object or coded spell, carrying meaning beyond its form. This contributes

e cellbner, ) to the project’s goal of transforming digital fashion into a language of psychological presence
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Primary Researe

Which digital platforms or games do you use where you can customize avatars or clothing
The Sims 4 (C Survey results indicated that Fortnite is the most commonly used platform for digital self-

Fortnite 5 (41.7%) expression via avatar customization. This confirms Gen Z's preference for interactive fashion
Roblox ] ecosystems where style, emotion and identity blend—reinforcing the need for emotionally
Sacond Lits driven, symbolic digital fashion experiences like the ones this project offers.

Cyberpunk 2077 /o) How do you use fashion (online) to express your mood or emotions?
Resident evil ' %) Some of the answers through the survey:

Snapchat %) * | use fashion online as a kind of mood translator. When | feel anxious or low, l'll dress in
neutral or dark tones, layered and oversized. When | feel more expressive, I'll experiment
with surreal textures, glowing effects, or exaggerated silhouettes. It's a quiet way to signal
how I'm feeling in digital spaces where words feel too heavy.

Fig 18.1: Primary research by analyzing data through survey by the author Dramatically

Minecraft

A shoe of status / experience.

Customising the game characters clothes to either look cool or choose stupid clothings
for the character to express playfulness and craziness

To improve my confidence

| prefer muted colors, oversized shapes, or even glitchy, fragmented clothing. It helps me
communicate how | feel without speaking.

| use online fashion to express my mood by choosing styles, colors, and outfits that reflect
how | feel.

Based on colour or design

Create a custom costume based on my mood

What kind of emotions do you feel are missing in digital fashion or avatar styling?
The survey reveals that emotions like loneliness, loss and mental fatigue are rarely
represented in current digital fashion or avatar systems. Most platforms focus on
aesthetic appeal or surface-level moods, leaving out deeper, more complex
emotional states. This highlights a clear gap—and opportunity—for fashion
experiences that validate and visualise these often-silenced feelings. Anatomy of
Silent Romance directly responds to this need by using Gothic archetypes and digital
garments to give form to these internal states, offering Gen Z a more honest and
reflective way to express emotion in virtual environments.

The survey responses reveal that Gen Z uses online fashion as a powerful emotional outlet and identity tool. Participants expressed that their clothing choices in digital spaces reflect their
mood—whether through muted tones and oversized shapes during low moments, or surreal, glowing designs when feeling bold or playful. Some use fashion to boost confidence, while others view
it as a form of status or creative expression. These insights affirm that digital fashion is not just aesthetic—it's a form of non-verbal emotional storytelling, directly supporting the aims of Anatomy
of Silent Romance.




Mummy (silence, preserving
memory)

Grim Reaper (Ghosting, Erasing)

Witch (Resistance, how you want
to be seen)

Vampire (Eternal, restoration)

Plague Doctor (protection,
hidden)

Banshee (Release, grief)

5 (41.7%)
2 (16.7%)
4(33.3%)
5 (41.7%)
5 (41.7%)

2 (16.7%)

@ The emotional depth

@ The style/design itself

@ The sense of rebellion

@ The connection to mythology/archetypes
@ The feeling that darkness has depth—it'

s not about negativity, but about
introspection, mystery, and being
misunderstood. It feels more human
than hyper-optimistic aesthetics.

@ The emotional depth

@ The style/design itself

@ The sense of rebellion

@ The connection to mythology/archetypes

@ The feeling that darkness has depth—it'
s not about negativity, but about
introspection, mystery, and being
misunderstood. It feels more human
than hyper-optimistic aesthetics.




Primary Research

Do you believe fashion in games can help people explore or express emotions in ways real life can’'t?

* Yes, it's a unique space

» Definitely. In digital spaces, you're not limited by physical form, judgement, or social norms. You can embody emotions visually without having to explain them, which
makes self-expression feel freer.
Yes
Yeah, i find when people are online they have that added layer of distanc which can help them express themselves more freely.
Yes a little
Yes, digitally you can do whatever and however you want to
Yes

* Yes sure

* Yes. | strongly agree

The overwhelming majority of respondents agreed that digital fashion in games provides a freer, less judgmental space to explore and express emotions. Participants noted
that in virtual environments, they’re not restricted by physical form or societal expectations, allowing for more honest, creative and emotional self-expression. This digital
distance creates a safe layer of abstraction, encouraging users to visually represent grief, anxiety or rebellion without needing to explain or justify it—something often
difficult to do in real life.

Yes
No Would you like to play a game where digital fashion unlocks emotional stories or hidden parts of a

Maybe - Why? character’s personality?

a8 Thatsouncslike a powsiill Way 1o When asked if they would like to play a game where digital fashion which unlocks emotional stories or

combine fashion with narrative and . . . o . - . . .
ety | think more: ganies:should hidden aspects of a character’s personality, the vast majority responded “Yes.” This highlights a

explore that. strong desire among Gen Z players for interactive narratives where clothing becomes more than
aesthetic—it becomes a storytelling device. The idea of garments acting as keys to emotional depth
resonates with players who crave more meaningful, immersive and personalised gaming experiences.

Fig 18.5: Primary research by analyzing data through survey by the author




Why Does This Matter? What Gaps are Emerging? What Has This
Research Made Me Question or Rethink?

Gen Z is a generation deeply embedded in digital life, yet much of digital fashion remains disconnected from their inner experiences, often prioritising
aesthetics over emotional depth, trend over subcultural meaning. As Anatomy of Silent Romance develops, the project may evolve into a more interactive,
immersive experience, expanding beyond digital garment design into narrative world-building using AR/VR, sound design and motion-reactive environments.
This shift would allow each archetype to exist not just as a look, but as an emotive digital presence, enabling users to engage with the garment’s symbolism in
a deeper, sensory way.

A key gap this research addresses is the lack of psychological and symbolic function in digital fashion. Few collections explore how digital garments can
communicate internal states, rituals of self-protection or resistance to visibility—despite the fact that Gen Z actively uses fashion to signal mood, identity and
disconnection in virtual spaces. This gap reveals a tension between the emotive potential of digital garments and the surface-level applications dominant in
industry and media.

The tension emerging is between visibility and vulnerability: Gen Z wants to be seen, but on their own terms. They often resist full emotional exposure in favour
of symbolic self-curation and subculture. This project responds to that by creating fashion experiences that visualise what is usually invisible: silence, memory
and resistance. Through symbolic archetypes and immersive design (inspired by games and subcultures), fashion can become a form of digital worldbuilding
and emotional storytelling

The research has made me rethink digital fashion as a narrative medium—capable of creating experiences, not just appearances. It has also pushed me to
explore how archetypal storytelling and immersive technology can be used not for fantasy alone, but for psychological realism, emotional self-expression and
cultural critique. Ultimately, this project invites fashion to move beyond surface, beyond trend and toward emotional literacy, symbolic depth and speculative
identity—especially for users who feel more comfortable expressing themselves through visuals than through words.




What echange will the gaming industry face?

My project proposes a new emotional and symbolic approach to digital fashion, which could influence how the gaming industry thinks about character design, avatar personalisation and
narrative immersion.

Currently, fashion in games is often treated as customisation—players choose outfits to express style, status or alignment. However, this project demonstrates how garments can also function
as emotional tools—telling personal stories, symbolising psychological states and responding to the user’s input or mood.

This could lead to the gaming industry embracing:

Narrative fashion — where clothing tells part of a character’s backstory or emotional aspects.

Mood-reactive garments — where player emotions or decisions influence the form, colour or behaviour of digital garments.

Subcultural and symbolic fashion — pulling from goth, glitch or witch aesthetics to deepen emotional context, especially in dark fantasy or psychological games.
Greater collaboration between digital fashion designers and game developers — not just for “skins,” but for emotive, story-driven costume design.

This shift aligns with a growing trend toward emotionally immersive game design. As per Keogh (2018), modern games are moving away from pure action and moving toward affective depth,
atmospheric storytelling and symbolic environment building. This project reinforces this shift by showing that even fashion assets can participate in emotional narrative design. Gen Z is
navigating emotional overwhelm, identity fragmentation and burnout in an increasingly digital, aesthetic-driven world—but lacks spaces where they can visually express complex emotions in
ways that feel safe, symbolic and interactive. Many games offer character customisation, but not meaningful emotional storytelling through garments or mood-based interaction.

Commercial Opportunities for Anatomy of Silent Romance
1. Digital Fashion Drops & Wearables:

Platform Potential: DRESSX, The Fabricant, Tribute Brand, Roblox, Zepeto
* Limited-edition digital fashion releases for avatars or AR-based styling
« Emotion-reactive wearables that change based on user inputs (sound, voice, mood selection)
* NFT collections or asset bundles tied to storytelling archetypes. It offers symbolic garments Gen Z can “wear” to reflect their mood, not just style

2. Gaming Skins & Narrative Costume Design:

Industry Potential: Epic Games (Fortnite), Capcomy(Resident Evil), FromSoftware (Dark Souls), indie narrative studios
* Collaborations with dark narrative games to offer story-based fashion skins
+ Expand into mood-based gameplay mechanics (garments shift in colour/effect based on character arc)
* Modding assets for platforms like The Sims, Skyrim or Unreal Engine. It turns garments into expressive character-building tools in immersive gaming environments

3. Mental Health x Aesthetic Tools:

Platform Potential: VR meditation apps, gamified wellness platforms, Discord therapy bots
» Develop “emotion-based fashion avatars” for VR therapy, mental health campaigns or meditative play
- Partner with digital well-being platforms to provide visual meod tools (e.g., Banshee for grief, Plague Doctor for shielding) and use fashion not as trend, but as symbolic emotional support

4. Collaborations & Brand Licensing:

+ Collaborate with dark/luxury fashion brands (e.g. Rick Owens, Gareth Pugh) or avant-garde houses exploring digital
* Partner withrmental health initiatives for Gen Z (e.g. Calm, Headspace, Sad Girls Club) to visualise emotional support
« Pitch to digital wellbeing orgs or gaming charities (e.g. Safe In Our World) for storytelling collaborations Flg 8: Image from Gris game



Market Research

Target Audience:

The primary audience for Anatomy of Silent Romance is Gen Z (aged 16—26)—a generation that is emotionally aware, digitally fluent and deeply involved in online subcultures such as goth and grunge especially in gaming.
This audience engages with fashion not simply as a trend, but as a tool for self-expression, developing identity and rebellion. They are drawn to dark, symbolic visuals and immersive experiences that reflect their
psychological realities in screen-saturated environments. Gen Z consumers value individuality, emotional authenticity and interactive storytelling—making them naturally responsive to garments that offer symbolic
meaning, responsive behaviour and immersive environments.

The secondary audience includes digital fashion creators and curators on platforms like DRESSX, The Fabricant, VR users, concept artists and indie game fans who appreciate fashion’s narrative and symbolic potential.
These individuals are interested in how digital garments can function as interactive interfaces, tools for emotional engagement and world-building elements within virtual spaces. This audience values cross-disciplinary
work that merges fashion, gaming, mythology and digital storytelling, aligning with the aesthetic and conceptual depth offered by my reinterpretation of Gothic archetypes.

This project specifically targets culturally engaged, emotionally expressive Gen Z individuals—those aged 16 to 28 who are active within online subcultures, creative communities and immersive digital spaces. They are
not mainstream trend-followers but instead align with alternative aesthetics such as goth, grunge or soft horror. These are Gen Z users who use fashion and online personas as tools to communicate mood, identity and
resistance—often through platforms like TikTok, Instagram, Discord and emerging metaverse spaces. They are gamers, digital artists and avatar stylists who seek symbolic meaning in what they wear and how they
express themselves across platforms. This audience is attracted to dark aesthetics, emotional symbolism and immersive storytelling. They are comfortable exploring themes like mental health, alienation, digital identity
and self-curation.

Growing Interest in Subcultural Digital Fashion:
Platforms like DRESSX and Auroboros have shown that there’s a strong Gen Z audience for non-mainstream, symbolic and mood-driven digital fashion, especially in AR, avatar styling and metaverse fashion weeks.
According to Statista (2023), over 60% of Gen Z consumers say they use fashion to express their mental state or individuality.

Rise of “Mood Fashion” and Digital Identity Curation:
Gen Z prefers fashion that aligns with emotions and subculture rather than trends. They curate their identity across platforms like TikTok, Instagram and Discord using aesthetic codes like goth, grunge and surrealism. As
Titton (2015) explains, fashion becomes a narrative tool for Gen Z—"a story worn to signal value, emotion and community.”

Why Gen Z Prefers Gothic Archetypes?
» Symbolic emotional depth - Archetypes express grief, rebellion and mystery.
* Anti-perfection and identity control - Gothic archetype resist the need to look happy, perfect or overly polished.
» Feeling seen in darkness - These characters reflect GenZ's reality: screen-saturated, anxious and expressive.
» Familiarity through gaming - Games like Dark Souls, Resident Evil and Witcher have aesthetic overlap with fashion preferences.
Self-curation and resistance - Gothic archetypes allow for emotional layering, masking and silent rebellion.




Market Research

Target Audience: Gen Z & Digital Identity:
* 65% of Gen Z say they use fashion to express their mental state or mood, MARKET RESEARCH

especially through online platforms (Statista, 2023). g—

80% of Gen Z consider digital identity just as important as physical identity //

(Vice Media Group, 2022). Y 65% 47%

62% of Gen Z are drawn to alternative or subcultural fashion aesthetics, y Use fashiontte Gen Z gamers

including goth, grunge and dark romanticism (YPulse, 2022). se avatdisito

B1% u : : — : state or mood 2 iDics mood
6 of Gen Z prefer “aesthetic-driven storytelling” over plot-based content in personality, or style

digital experiences—including games and fashion presentations (Snapchat x
Gen Z Vision Report, 2022). 62%

Drawn to

. - . alternative or
Gaming and Digital Fashion Crossover: subcultural

* 47% of Gen Z gamers use customisable avatars to express their mood, fas*t”hor;
aestnetiCs
personality or subcultural style in games (Newzoo, 2022).
* The global digital fashion market is projected to grow at over 25% annually, ‘

. . . . Statista (2023), Newzoo (2022), YPulse (2022),
with Gen Z as the fastest-adopting demographic (Allied Market Research, Deloitte Digital Media Trends (2023)
2023).

« 70% of Gen Z gamers say they want more fashion choices in games that Fig 19: Market research by analyzing data
reflect “non-mainstream or fantasy aesthetics”, such as gothic or myth-

inspired design (Deloitte Digital Media Trends, 2023).




Marketing

Problems Solutions given
My garments are emotion-driven and
digitally fragmented - traditional symbolically rich, offering authentic

fashion marketing feels inauthentic emotional storytelling Gen Z can relate
or performative. to.

Gen Z is emotionally saturated and

Difficulty in engaging Gen Z with
static campaigns or conventional
influencer marketing.

Gamified, interactive experiences with
avatar personalization and digital
emotion provide immersive and
sharable engagement.

Gen Z prefers self-curated, non-
linear narratives over commercial
fashion storytelling.

The game lets players unlock their own
story through archetypes and portals -
a self-led journey of identity.

Gen Z is navigating emotional overwhelm, identity fragmentation,
and burnout in an increasingly digital, aesthetic-driven world—but
lacks spaces where they can visually express complex emotions in
ways that feel safe, symbolic, and interactive. Many games offer
character customisation, but not meaningful emotional storytelling
through garments or mood-based interaction.

system introduces emotionally
ive design - garments that symbolise
Jifferent emotions.

| propose a story-driven unlock system,
where customization is earned through
emotional progression (solving levels =
unlocking reflection).

Fashion in games is often detached
from psychological depth.

| reframe garments as psychological
containers - each piece represents a
fragmented identity to be restored.



Design Statement: Inspirations
Behind My Garments

“Reimagining Dark Archetypes in Digital Fashion”

In this project, | explore how iconic dark archetypes—the Mummy, the Grim Reaper, the Witch, the Vampire, the Plague Doctor and the Banshee—can
be reinterpreted for a Gen Z digital context. Each look in my collection draws conceptual and aesthetic inspiration from the work of Alexander
McQueen, Gareth Pugh and Mowalola Ogunlesi, whose designs channel the themes like emotion and rebellion with goth subculture.

Together, these designers helped me build a digital fashion language that redefines Gothic archetypes through Gen Z's lens of emotion, subculture
and digital identity and self expression.

Through six archetypal characters—the Mummy, Reaper, Witch, Vampire, Plague Doctor and Banshee—each representing a hidden or distorted Gen Z
emotion, the project transforms clothing into interactive emotional vessels. These garments are not simply styled objects, but metaphoric interfaces.

Set within a stylised digital environment built in Unreal Engine, the player journeys through symbolic realms, completing mood-based interactions and
unlocking pieces of their identity. The final form is a composite digital garment: a visual representation of emotional reassembly, worn as a silent
rebellion against over-curated digital norms.

This project challenges traditional fashion by shifting focus from aesthetic surface to emotional symbolism, using interactive design and game
mechanics to create a space where fashion becomes therapeutic, protective and deeply personal. It reflects Gen Z's need to be seen—not for
perfection, but for emotional truth.




Gareth Pugh

Fig 20: Gareth Pugh'’s fall/winter
collection

Mowalola represents a Gen Z-centric reinterpretation of dark
raw
confrontation of identity inspired elements of the Mummy, the
and the Vampire
collection’s use of leather, blood tones and fragmented silhouettes
informed my digital designs, which express rebellion, exposure and
youth resistance (Seward, M., 2019).

aesthetics. Mowalola’s

Plague Doctor

“I want my clothes to evoke emotion... I'm not trying to make them
sexy, | want them to feel powerful.” — Ogunlesi.

My interpretations of the Grim Reaper, Plague Doctor and
Mummy draw from Gareth Pugh's sculptural silhouettes and
emotionally charged minimalism. His FW15 collection, with its
ritualistic hoods, black PVC and face-concealing elements,
inspired my use of exaggerated, immersive digital forms that
suggest psychological tension, anonymity and protection.
Vogue's coverage highlights the fall/winter collection’s “bleak,
dramatic, ritualistic nature,” describing black capes and
funnel-necked silhouettes as symbolic emotional armour.
(Blanks, T., 2015).

He interprets darkness not just as colour or mood, but as
psychological presence. “l like to create work that offers an
escape from reality... to be expressive, dark, powerful.” — Pugh.

subcultural energy and bold

looks. Her Silent Madness

Alexander McQueen

Fig 21:

From Alexander McQueen’s

horn of plenty collection

McQueen’s theatrical storytelling and
romantic darkness deeply influenced my
designs for the Witch, the Banshee and the
Vampire. His collections often explored
themes of femininity, mourning and
spiritual transformation, which | translated
into digital garments with flowing opacity,
corsetry, historical silhouettes and
symbolic layering. Alexander McQueen’s
work is foundational in translating Gothic
aesthetics into emotionally charged,
theatrical fashion. His collections such as
“Dante” (1996) and “Widows of Culloden”
(2006) embraced themes of goth,
melancholy and historical darkness.
McQueen modernised Gothic fashion by
combining romantic silhouettes with
haunting narratives, making his work an
ideal historical reference point for how
darkness can be made beautiful and
subversive. “Like McQueen, | treat fashion
as a space for narrative and emotional
expression” (Bolton, 201).

‘Mowalola Ogunlesi

Fig 22: From Mowalola’s Silent Madness collection



Research for the context of my study

Research which support my prediction

Visual Inspiration

Inspired costume designers

Development of moodboard

Concept board

My sketches

The making of the costumes

Textures and material designs

Downloading/creating the character and asset

Environment design

Lighting the scene

Rendering

Solving the technical errors and the tutorials for it

Structuring the final research journal and presentation

Testing VR/AR

Journaling the work

Handmg the presentation



Name of my Collectio

‘Anatomy of Silent Romance’ - It explores the emotional an
identity through digital Gothic fashion, where silence beco
garment reflects Gen Z's hidden narratives.
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The name of this series of collection would be “GothZ"” or
“GZ" series.

Fig 24: Gareth Pugh's fall winter 2015 backdrop in the runway
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Why LChose These 6 Characters Spec1ﬁcally (an@®Not Other Gothic Flg |

s\h’""&‘j ‘ 1\}

I selected the M mmy, Grim Reaper, Witch, Vampire, Plague Doctor and Banshee beE’ause each archetype represents a specific emotional state or psychological expg! fence-that resonates
ates identity, silence and self-expression in digital space. These figures are not just Gothic, they’re symbolic avatars that embody themes of e fonal preservation

@tehosting (Grim Reaper), resistance (Witch), eternal (Vampire), guardedness or protection (Plague Doctor) and suppressed grief through vou:e&%:)t These

asil ;ecognlsable as their stories are reinterpreted through books dlgltal media and other forms of storytelling, so that the current and the future erations will

siites naturally into digital fashion because they are emotionally charged but V|sually flexible. Each can be reconstructed in a non-literal, abstract or tech-infused way,
gar@ents into mood-responsive, immersive emotional interfaces.

\’ : Qﬁ : :?:‘ i &
I mt&tloha”&y«a‘e@“ ed eﬁner Gothic characters like werewolves, demons or monsters because they often rer on external transformation or horror rooted in physical grotesqueness. In
Contfast my:Six-¢ht en@gures are more inward-facing. They reflect psychological tension, emotional Control and symbolic silence, which are more in tune with Gen /'s screen-based,
emqilonallx\laye‘«’e/%nd gnood ~driven culture.

aIIowmg me td )

SR,

- : §
Rathef thaqcreatlr(g'dra%natlc horror-inspired costumes, | wanted to expl@}e how fashion caniexpress internalised emotion and digital identity through symbollsrﬁ d immersive des%\
These 'six atﬁchetype“s give me the narrative and emotional range | need to tell that story.

What I Want to Do With Each Character?

This prOJeCt is necessary because it fills a gap in the current digital fashion world and the game industry. Anatomy of Silent Romance offers a more meaningful, mood-driven approach by
reimagining Gothic archetypes as representations of Gen Z's inner emotional worlds and experiences in digital space.

Gen Z increasingly uses fashion as a language of mood, identity and subcultural affiliation, especially in online contexts where presence is curated and fragmented. By combining digital
fashion design with emotional symbolism, this project gives form to themes like silence, protection, visibility and memory, which are deeply relevant to how young people express
themselves today.

Through immersive technologies (VR) and symbolic design, this project also contributes to the expanding field of virtual fashion as a narrative tool, not just a product. It reflects my own
creative identity and experience as a designer who wants to move beyond surface-level aesthetics and use fashion to explore psychological depth and digital intimacy.

Each archetype is reimagined not as a literal figure from mythology, but as a symbol of a psychological or emotional state relevant to Gen Z's experience in digital culture. Rather than
recreating the characters traditionally, | reinterpret them through digital garments, textures, silhouettes and interactions, allowing them to embody moods, protections and desires.

Mummy Grim Reaper Witch Vampire Plague Doctor  Banshee

Fig 25: Al generated characters in relation to GenZ



Fig 27: Mowalola Ogunlesi’s silent madness collection

Fig 26: Gareth Pugh’s fall winter 2015 collection

The Inspiration to goth
coulure

Fig 28: Alexander McQueen's the horn of plenty collection
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Fig 29: The mummification images are from the British museum by the author and the references from
McQueen'’s and
Mowalola’s Collection

Fig 30: Al generated visual idea

GZ1 - The Mummy

lewlo’zmmw Wawud?'nmnm# a/&a/ '
mwzmmmc/mm ”mid/wudibw

et WWWMW
i o el

Wiapping
%%me%%m%% ‘) he Tace

Ihe malerial of he cleth Mpdcw lf/xanddy"wW lette
wllaizm(duagw) mf;w »Wmmte waking

l::/

|

‘}——)‘O - ‘rr e et nd A

S isEE
[<[VRRASITEZS
st
RIS EEVED
VS DT (S
 ERAE

S

Mz i\
LR ] nmL_.A



GZ2 - The Grim Reaper
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Fig 31: Some references from the web and from Gareth’s and McQueen'’s collection Fig 32: Al generated visuals for Grim Reaper




GZ3 - The Witeh
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Fig 34: Al generated visual images

Fig 33: References from the web, from the wicked movie and Mcqueen’s design
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Fig 35: References from the web along with Gareth’s and Mcqueen'’s design

Fig 36: References from the web along with Gareth’s and Mcqueen'’s design
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Fig 38: Al generated visual images for the plaudoctor

Fig 37: References from a book ‘Mothmeister’ énd from the web
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If there will be any issue with
the UV, it goes back and forth
between blender and

GARMENT AND FINAL RENDERS

animation.

METAHUMAN

CREATOR

7% Polycam

The garment will be constructed
using clo3d and will be simulated
after importing the character

If there will be any
1Issue with the
animation of the
characler, it goes
back and forth
between blender
and substance
painter.

Blender will be used to adjust the

alembics from clo3d to unreal. It will

also be used for animation and
modelling assets.

@ mixamo

Substance painter is for

creating the textures for the

garment and other assets.

(‘/’\\ l‘: (‘/’ ') substance painler.

- BT~ <

CLO Virtual Fashion UNREAL
€] @ @ @

Unreal engine will be used
majorly as | will be creating
the environment, material
assigning, animations,
effects, importing the
garment, blueprints, VR/AR
and rendering.

®

After rendering the
output in 360 view
or a game film,
Media Encoder will
be used to stitch
them together

CHARACTER

used to adjust the existing character or

create a character by scanning the real-life

humans.

Fig 41: Pipeline by the author

animations which are complicated, will be
downloaded and blender will be helpful in

creating easy animations.

metahuman character by adding bloodstains
or adjust any kind of makeup on the UV
textures, | will be using photoshop for that.

can be imported as fbx in
unreal and retargeted to

the metahuman character.

UNREAL
ENGINE
€} < o ¢l
Metahuman creator and polycam could be The mixamo is used for downloading the If | want to adjust the textures of the The mixamo animations Combining everything

together, 360 view will be
rendered and will be
tested using meta occulus
to test the VR render.



The Elements and the Power of the garments

Elemens v

et
@ mwfv m\w:wl

; ra ).
g B 4) ST ST T
c & A B ;
> R A X ' T
< oy D T iy
e i s <N et . o
5 7 & ¢ - S i ey T S C O s -
2 > ) " o ) o ) i e A
B < \ <
tFr “ LA - e . v =7
<5 Lpe Z R AL — 3 el
m > o ; N L = — P
e Vv & @i = NS g
AP o . .. -l
P e N AT
; A % v =y
A i o -
- b
- -~ -
Z A&

Garment Sketches and

Material

Fig 43: Art by the author
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The. Grim Reap<l

The Elements and the Power of the garments @
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The Elements and the Power of the garments
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Fig 49: Art by the author
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The Elements and the Power of the garments
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Fig 54: Concept reference board by the author
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Fig 55: Inspiration from the games: Resident Evil, Dark souls and Witcher
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Gamplay Structure

:Jhe Miriier, Mansion
The WWMWWMMwWWWWWMWMMW Ire playet has Te g thiough the 6 levels and have an
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Digital Progress
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Fig 62: Garment pattern making and designing in clo3d by the
author
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Fig 64: Garment pattern making and
designing in clo3d by the author



Digital Progress

| have ¢ the ga'yment in
blendey. | have crealed The 360 <
camelw View and fendeed it in
blende.
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Dlgltal Progress
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Critical Reflection: Digital Fashion, Identity and Emotion

Digital fashion has emerged as more than just a visual or commercial tool—it is now a critical medium of self-expression, emotional communication and subcultural
engagement, especially for digitally native generations like Gen Z. Freed from physical constraints, digital garments offer expanded opportunities to explore fluid identity,
mood-driven aesthetics, and symbolic storytelling.

In online environments where selfhood is constructed and performed across platforms, digital fashion functions as a kind of visual language—allowing users to experiment
with personas, express psychological states, or resist normative ideals. As Clarke and Miller (2021) argue, digital clothing operates as “affective skins”, enabling wearers to
externalise internal moods, traumas or desires through symbolic aesthetics. These garments are not passive visuals, but emotional interfaces that communicate what might
otherwise remain unsaid.

Moreover, digital fashion allows space for alternative aesthetics—particularly those overlooked or marginalised in mainstream fashion. Goth subculture thrives in virtual
environments, where users are empowered to curate highly symbolic, mood-based visuals. These styles often resist capitalist polish and gender conformity and instead
embrace ambiguity, ritual, surrealism and emotional intensity. As Roberts, Livingstone and Baxter-Wright (2012) explain in their work on goth subculture, dark aesthetics
provide not only rebellion, but “a language for expressing internal contradiction and cultural dissonance.” In digital spaces, these aesthetics can be reimagined with greater
freedom and complexity.

Digital garments are also increasingly interactive and immersive, especially when integrated into virtual worlds. They can be programmed to change in response to sound,
mood input or user interaction—turning fashion into an experiential medium rather than a fixed visual object. This opens up new design possibilities where fashion is not
just worn—it reacts, protects or communicates symbolically, echoing the psychological states of the user.

Yet, this expressive potential is not without tension. Much of the commercial digital fashion industry still prioritises futuristic minimalism. Projects like Anatomy of Silent
Romance challenge this by positioning garments as emotional avatars and narrative artefacts, grounded in psychological and subcultural depth rather than surface-level
innovation.

In conclusion, digital fashion in virtual spaces has the capacity to reshape how we express identity and emotion—not just through appearance, but through interaction,
symbolism and narrative. It allows for experimentation with alternative aesthetics and offers new models for emotional storytelling, particularly for users seeking to
visualise internal states or reclaim marginalised visual languages. As digital spaces evolve, so too must our understanding of fashion—not just as a product, but as a
symbolic and affective system.
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