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Virtual Clothing Try-On is a new technology that allows users to try on different clothing designs without having to physically go shopping (Yu et al., 2019). This is a valuable tool for people who are limited in time or who may not be able to physically visit stores due to health reasons. By using Virtual Clothing Try-On, users can preview different garments and make sure they are comfortable and look their best before making a purchase (Yu et al., 2019). There is potential for Virtual Clothing Try-On to become an increasingly popular tool for shoppers of all ages. Not only does it allow people with physical limitations to shop for clothes the same way as everyone else, but it also provides an opportunity for people who are uncomfortable trying on clothing in person to do so without fear of embarrassment or rejection (Yu et al., 2019). In addition, Virtual Clothing Try-On could be used by fashion designers to test designs before they launch them onto the market. By using Virtual Clothing Try-On, designers can avoid expensive and time-consuming trial runs that could lead to poor sales (Yu et al., 2019). This section will evaluate the idea of Virtual Clothing Try-On and what inspires me to become an entrepreneur in the UK. It will also explain what led me to choose this idea.
One of the main reasons why I choose virtual clothing try-on as the entrepreneurial venture is because of the convenience it offers to customers. With the rise of online shopping, customers have been deprived of the ability to try on clothes before making a purchase (Roggeveen et al., 2020). This has led to a high rate of returns, which can be costly for both the customer and the retailer. Virtual clothing try-on solves this problem by providing customers with a realistic and accurate way to try on clothes before purchasing them. Another reason why virtual clothing try-on is an attractive entrepreneurial idea is that it allows for a more sustainable fashion industry. With the fashion industry being one of the biggest contributors to global pollution, the idea of virtual clothing try-on reduces the need for physical clothing production and transportation, ultimately reducing the carbon footprint of the industry (Roggeveen et al., 2020). For example, the virtual try-on company, Zeekit, raised $9 million in funding in 2021 (Geektime, 2023).  
To run a Virtual Clothing Try-On company will need interactive devices for fashion lifestyle retailing companies in the UK, several technologies are required. These technologies include:
· 3D Scanning Technology: This technology is used to capture the 3D measurements and shape of a person's body. This technology is essential for accurately mapping a person's body shape and size, which is required for creating virtual try-on software (Yu et al., 2003). 
· Augmented Reality (AR) Technology: This technology is used to superimpose virtual clothing onto a person's image. The AR technology allows the virtual clothing to be seen on the person in real-time, which provides a more realistic and accurate representation of how the clothing will look (Papagiannakis et al., 2005).
· Computer Vision Technology: This technology is used to identify and analyze images and videos. It is used to track the movement of a person's body and clothing, which is important for creating realistic and accurate virtual try-on software (Junior et al., 2010).
· Artificial Intelligence (AI) Technology: This technology is used to analyze data and make decisions based on that data. AI technology is used in virtual try-on software to suggest clothing items that are similar to what the user is currently trying on or to suggest accessories that would complement the outfit (Marelli et al., 2022). 
· Cloud Computing Technology: This technology is used to store and process large amounts of data. Cloud computing technology is essential for virtual try-on software, as it requires processing and storing large amounts of data related to a person's body shape, clothing preferences, and other relevant information (Meng et al., 2010).
· Mobile and Web Development Technologies: To create and distribute virtual try-on software, developers require mobile and web development technologies such as HTML, CSS, and JavaScript (Mahemoff & Michae, 2006).
In addition to these technologies, retailing companies will also require interactive devices such as smart mirrors or virtual try-on kiosks. These devices use the above technologies to provide consumers with a more immersive and interactive shopping experience.
To investigate the UK market for virtual clothing try-on, conducting a PEST analysis is suitable, which considers the political, economic, social, and technological factors that could affect the industry:
1. Political Factors: The UK has a stable political environment with favourable policies for businesses. There are no significant political barriers to the implementation of virtual clothing try-on technology, and the government has shown support for innovation and technology in the fashion industry (Sodhi et al., 2021). However, there may be regulations surrounding data protection and consumer privacy that entrepreneurs must comply with.
2. Economic Factors: The UK is a developed economy with high levels of consumer spending, particularly in the fashion industry. The e-commerce market is also growing rapidly, providing opportunities for entrepreneurs to tap into the online shopping trend (Sodhi et al., 2021). However, the economic uncertainty caused by Brexit and the COVID-19 pandemic could affect consumer spending and market growth in the short term (Sodhi et al., 2021). 
3. Social Factors: The UK has a diverse and fashion-conscious population, with a particular interest in fast fashion and new trends. There is also a growing demand for sustainable fashion, which could be addressed by virtual clothing try-on technology (Mesjar et l., 2023). However, entrepreneurs must be aware of the cultural and social norms that could affect the acceptance of virtual try-on technology.
4. Technological Factors: The UK is a highly developed country with advanced technology infrastructure and a skilled workforce. Virtual clothing try-on technology is becoming more accessible and affordable, and many software development companies can provide the necessary expertise (Mesjar et al., 2023). 
Given these factors, I have decided to progress further and complete a business plan for a virtual clothing try-on-related software and devices business because there are many opportunities for growth and innovation in the UK market. The UK has a large and diverse consumer market, with high levels of e-commerce adoption and growing demand for sustainable fashion. By providing a convenient, sustainable, and innovative shopping experience for customers, virtual clothing try-on businesses have the potential to succeed in the UK market. Additionally, there is a clear need for solutions to the problems faced by the fashion industry, such as high return rates and environmental impact. By providing a convenient, sustainable, and innovative shopping experience for customers, virtual clothing try-on businesses have the potential to succeed in the UK market. However, there is also significant competition in the technology and fashion industries, which could make it challenging for entrepreneurs to establish themselves in the market.



	SWOT Analysis

	Strengths
	Weaknesses

	· Convenient and unique shopping experience for customers (Ambilkar et al., 2022).
· Reduces the need for physical clothing production and transportation, leading to a more sustainable fashion industry (Ambilkar et al., 2022).
· Provides retailers with a cost-effective solution to high return rates (Ambilkar et al., 2022).
· Can increase online sales and customer engagement (Yun, C., and Fei, 2020).

	 Requires advanced technology and software development, which can be costly (Ambilkar et al., 2022).
 May not provide an accurate representation of clothing fit and texture, leading to customer dissatisfaction (Happa et al., 2019).
 Requires a large inventory of clothing items to provide a wide range of options for customers (Yun, C., and Fei, 2020).
 Could face cultural and social barriers to acceptance, particularly among older generations (Happa et al., 2019).

	Opportunities
	Threats

	· Growing demand for sustainable fashion solutions (Yun, C., and Fei, 2020).
· Increasing adoption of online shopping and e-commerce (Yun, C., and Fei, 2020).
· Potential to increase sales and customer loyalty through unique shopping experiences (Yun, C., and Fei, 2020).
· Possibility of partnerships with established retailers to offer virtual clothing try-on as an additional service (Yun, C., and Fei, 2020).

	· Competition from established retailers and startups in the fashion industry (Happa et al., 2019).
· Technological advancements and changes in consumer preferences could render the technology obsolete (Happa et al., 2019).
· Economic uncertainties and fluctuations in consumer spending (Happa et al., 2019).
· Possible regulatory barriers to data protection and consumer privacy (Happa et al., 2019).
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Table 01: SWOT analysis.

[bookmark: _Toc129947532]Skill Audit:
	Skill area
	Description of specific skill
	Evidence of skill
	How am I doing?

	Leadership
	Ability to inspire and motivate others towards a common goal
	Prior experience in managing teams or projects, ability to communicate effectively and delegate tasks, and willingness to take responsibility for the success or failure of the business (Obrenovic et al., 2020).
	I am doing good by attending leadership training courses or seminars and practising effective communication and delegation techniques.

	Creativity
	Ability to generate unique and innovative ideas
	Demonstrated ability to develop new products, services or business models, experience in problem-solving and thinking outside the box (Obrenovic et al., 2020). 
	I am doing above average by engaging in activities that foster creativity such as brainstorming, mind mapping, and other creative thinking exercises, seeking out feedback and critiques from others, and keeping up-to-date with industry trends and emerging technologies.

	Financial Management
	Ability to manage and control the financial resources of the business
	Experience in creating and managing budgets, ability to analyze financial data and make informed decisions, and understanding of accounting principles and financial reporting (Gardi et al., 2021).
	I am doing below average, I think I should seek out guidance from financial advisors, create a detailed financial plan for the business, and learn how to use financial management software.

	Sales and Marketing
	Ability to effectively promote and sell products or services
	Prior experience in sales or marketing, ability to identify and target customer segments, and knowledge of branding and advertising techniques (Campbell et al., 2020)
	I am doing good at this by studying successful marketing campaigns, developing a strong brand identity and messaging strategy, and actively seeking out customer feedback.

	Time Management
	Ability to effectively manage time and prioritize tasks
	Demonstrated ability to meet deadlines and deliverables, experience in managing multiple projects simultaneously, ability to focus on important tasks and delegate non-essential ones (Obrenovic et al., 2020). 
	I am doing fine by creating a daily and weekly schedule, utilising time management software or apps, and prioritising tasks based on urgency and importance.


Table 02: Skill audit for “e-try”.
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	Development goal
	How important is it
	Activities to be undertaken
	Resources I need
	Start Date
	Target end date
	Criteria for success

	Develop and launch a beta version of the virtual clothing try-on software (Hartshorne et al., 2020).
	Critical
	a. Conduct market research to identify customer needs and preferences (Hartshorne et al., 2020). 
b. Hire a software development team to build and test the software.
c. Test the software with a small group of customers (Hartshorne et al., 2020).
d. Gather feedback and make necessary improvements.
e. Launch the beta version of the software to a larger audience (Hartshorne et al., 2020).
	a. Market research reports and data analysis tools
b. Software developers and testers (Hartshorne et al., 2020).
c. Feedback-gathering tools such as surveys and customer interviews.
	Next month
	6 months from the start date.
	a. Positive feedback from beta testers (Hartshorne et al., 2020).
b. No major software glitches or issues.
c. Increased customer engagement and interest in the software (Hartshorne et al., 2020).


Table 03: PDP for 6 months.
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	Development goal
	How important is it
	Activities to be undertaken
	Resources I need
	Start Date
	Target end date
	Criteria for success

	Expand the virtual clothing try-on software to include a wider range of fashion items (Gazzola et al., 2020).
	Critical
	Hire additional software developers to expand the software to include a wider range of fashion items (Gazzola et al., 2020).

	Additional software developers and testers (Hartshorne et al., 2020).
	Immediately
	12 months from the start date.
	Expansion of the software to include a wider range of fashion items (Hartshorne et al., 2020).

	Build partnerships with fashion brands and retailers to increase the availability of virtual clothing try-on (Gazzola et al., 2020).
	Critical
	Identify and build relationships with fashion brands and retailers to integrate the virtual clothing try-on software into their e-commerce platforms (Gazzola et al., 2020).
	Partnership development and management team.
	Immediately
	12 months from the start date.
	Partnership agreements with a minimum of three fashion brands or retailers (Gazzola et al., 2020).

	Develop a marketing and advertising strategy to increase brand awareness and customer engagement (Gazzola et al., 2020). 
	Critical
	Develop a targeted marketing and advertising strategy to increase brand awareness and customer engagement.
Establish partnerships with social media influencers to promote the software to a wider audience (Gazzola et al., 2020).
	Marketing and advertising agency or consultant.
Social media influencers and content creation resources (Gazzola et al., 2020).
	Immediately
	12 months from the start date.
	Positive customer feedback and engagement. Increase in sales revenue and profitability (Gazzola et al., 2020).


Table 04: PDP for 12 months.
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