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Semester details 
School CAT 
Study board ArT & Technology 
Study regulation  BA Study Program in Art & Technology, The 

Faculty of Humanities, AAU, September 2015. 
 

Semester Theme 
 

Wearability 
For this year's edition of Dynamic Art and Technology, the theme is ‘Wearability’. Clothes are one of the 
few goods people interact with from the very first day of their life onwards. The style and amount of 
clothes worn is often based on the social and geographic background, but it also serves different physical 
purposes. While they can be used as a protection from weather or different surfaces, their most unique 
trait is that they can also be used to express one’s personality, mood, attitude or current feelings. What 
we wear and how we wear it depends on how we feel, what we want to do on a day, and on external 
circumstances like the weather or the people who surround us. Projects should extend the idea of 
clothing by giving expressiveness to clothes and building interactive, technology enhanced clothing 
experiences. These can be either general purpose, for special events (e.g. Aalborg Karneval) or for 
special locations (e.g. amusement parks).  

Students are meant to design and implement an interplay of wearable technology and fashion design. Not 
only does the technological side must provide a dynamic and reactive aspect but the overall design 
needs to be fashionable in the sense that it should be attentive to style and expression. The final 
implemented prototype needs to be wearable and mobile.  

Each group must work in close communication with their supervisor, with the idea to exhibit a poster of 
the intended design and a prototype version of the performative clothing experience (at Rendsburggade 
14, 9000 Aalborg). As part of the yearly ArT exhibition the students should additionally organize a fashion 
show across all groups. 

Semester Project Deliverables 
This semester, students will be divided into groups of four to five students and each group will work on a 
single project with the goal of creating an interactive wearable art installation and/or performance to be 
included in the end-of-semester exhibition. 

The project reports will present your research in a particular area of investigation. They should clearly 
present the motivation, design, implementation, and analysis of the artwork. The report should include the 
following sections: 

ABSTRACT 

A short paragraph summarizing the main aspects of the investigation---context, problem, results, and 
insights. 

INTRODUCTION 

This is where you set the context for your work. What is the big picture? What is the motivation for 
investigating this area? 

PROBLEM STATEMENT 

Here you concisely state what the problem is you are investigating. You may also present a hypothesis to 
be supported or rejected through your own experiments. 

BACKGROUND 
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This should contain previous work in the area you are investigating. This is of major importance in 
conducting any type of research, academic or otherwise. You should clearly identify antecedents and 
point out both the importance and shortcomings of each in relation to your own work. Always reference 
refutable sources (i.e., peer-reviewed journals, books, etc.) and, when possible, primary sources (i.e., the 
original author of the work) to avoid misinformation. Google and Wikipedia are okay only as starting 
points. 

DESIGN 

Here is where you outline your process of creation and the decisions you made along the way. Elaborate 
on and justify your artistic, aesthetic, and technical choices. Describe your experiment design and any 
methods you may have used. 

 

IMPLEMENTATION 

How was the final work constructed? Include overall system diagrams and exhibition arrangement. Detail 
the most important aspects of the implementation and place the rest in the appendix. One should be able 
to fully and unambiguously re-create your artwork based on the information in this section. 

ANALYSIS 

Was your work successful? Support this with experimental data. If you made an initial hypothesis, do your 
observations support or reject it? 

FUTURE WORK 

Is there anything you could have done better? How? If you were to develop this project more, what would 
you work on next? 

CONCLUSION 

This is where you bring it all together. It is NOT simply a summary of what you have done---that is 
supplied by the abstract. You should connect all the dots and synthesize new insights here. What can 
others learn from this? 

BIBLIOGRAPHY 

List of references following the Harvard referencing style. 

APPENDIX 

Include all data produced during your investigation. This can include experimentation/observation logs, 
transcriptions of interviews, survey data, source code, etc. Note that the main text can reference the 
information in this section. 

All figures, tables, and images in the report must be labeled with a brief description and cited in the main 
text. You are also required to make a video documentation of the final artifact and hand it in with the 
report. 

All material in the report that is not the original creation of the students in the group must be properly 
acknowledged by using the Harvard referencing style. Failure to do this will be considered plagiarism and 
will lead to immediate failure and possibly also to expulsion from the program. 
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Semester coordinator: 
Markus Löchtefeld 

Secretary: 
Anne Nielsen 

Supervisors: 
Anthony L. Brooks, Markus Löchtefeld 

 

Overview of the modules 

Module 8:  Dynamic Art and Technology (15 ECTS) 
• Artistic and Academic Methodology III (Affective Design) 
• Digital Representation II (Rapid Prototyping) 
• Programming II 

Coordinator: 

Markus Löchtefeld 

Teaching staff: 

Anthony L. Brooks, Markus Löchtefeld, Peter Skotte 

Module 9:  Programming Interactive Systems (5 ECTS) 
• Programming III 

Coordinator: 

Markus Löchtefeld 

Teaching staff: 

Markus Löchtefeld 

Module 10:  Art and Technology Concept Design (5 ECTS) 
• Method Design and Analysis 
• Concept Design and Diagrams 

Coordinator: 

Palle Dahlstedt  

Teaching staff: 

Palle Dahlstedt  

Module 11:  Art in Context I – Art Theory (5 ECTS) 
• Theory of Art and Aesthetics 

Coordinator: 

Line Marie Bruun Jespersen  

Teaching staff: 

Line Marie Bruun Jespersen  



 
 

July 18, 2017 Art & Technology 3rd Semester – Fall 2017 5 

 

Contact: 
Anne Nielsen (KOM) 
amn@hum.aau.dk 
+45 9940 9919 

Markus Löchtefeld (MT) 
mloc@create.aau.dk 
+45 5162 0017 

Anthony L. Brooks (MT) 
tb@create.aau.dk 
+45 2130 3015 
 
Line Marie Bruun Jespersen (KOM) 
linebruun@hum.aau.dk 
+45 2128 0047 
 
Palle Dahlstedt (KOM) 
dahlstedt@hum.aau.dk 
+46 7030 8820 7 
 
Peter Skotte (MT) 
peters@create.aau.dk 
+45 9940 8791 

Departments: 
KOM 

Department of Communication and Psychology 

AD 

Department of Architecture, Design and Media Technology (Architecture and Design) 

MT 

Department of Architecture, Design and Media Technology (Media Technology) 

BYG 

Department of Civil Engineering 

PLAN 

Department of Development and Planning 
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Video Submission:













Introductory to 2D graphic concepts and coordinate systems in response to user input. Drawing of primitive graphics,
working with shapes and colours, images and simple image manipulation in Processing.




















