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Costumes	
  in	
  films	
  are	
  an	
  important	
  element	
  of	
  defining	
  a	
  film	
  character.	
  	
  By	
  referring	
  
to	
  a	
  rich	
  set	
  of	
  func-ons	
  and	
  tasks	
  of	
  clothes	
  the	
  film	
  costume	
  provides	
  the	
  recipient	
  
of	
  a	
  film	
  with	
  important	
  informa6on	
  about	
  the	
  character,	
  the	
  6me	
  and	
  the	
  place	
  of	
  
the	
  film.	
  	
  
	
  

When	
   crea6ng	
   the	
   costumes	
   for	
   a	
   film	
   the	
   costume	
   designer	
   has	
   to	
   put	
   a	
   lot	
   of	
  
crea6ve	
   and	
   inves6ga6ve	
   effort	
   into	
   the	
   construc6on	
   of	
   costumes.	
   Consequently,	
  
crea6ng	
  a	
  costume	
  is	
  a	
  difficult	
  problem	
  that	
  is	
  more	
  or	
  less	
  occurring	
  o`en,	
  whereas	
  
the	
  frequency	
  of	
  problem	
  occurrence	
  strongly	
  depends	
  on	
  the	
  genre	
  and	
  specifics	
  of	
  
the	
  film.	
  For	
   the	
  genre	
  of	
  Western	
  films,	
   for	
  example,	
   the	
  costume	
  of	
  a	
  Wild	
  West	
  
Sheriff	
  appears	
  frequently.	
  	
  
	
  

Given	
   that	
   pa@erns	
   are	
   defined	
   as	
   a	
   proven	
   solu6on	
   to	
   a	
   re-­‐occurring	
   problem	
  
stereotype	
   costumes	
   as	
   proven	
   re-­‐occurring	
   design	
   solu6ons	
   can	
   be	
   described	
   as	
  
costume	
   pa@erns.	
   These	
   costume	
   pa@erns	
   together	
   with	
   their	
   mutual	
   references	
  	
  
build	
  a	
  costume	
  pa@ern	
  language.	
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The	
  costume	
  pa@ern	
  language	
  contains	
  different	
  components	
  
such	
  as	
  a	
  format	
  for	
  costume	
  primi6ves	
  and	
  costume	
  pa@erns,	
  
a	
  set	
  of	
  instances	
  of	
  costume	
  primi6ves	
  and	
  costume	
  pa@erns,	
  
and	
   composi6on	
   operators	
   for	
   modeling	
   complex	
   costumes.	
  
To	
  obtain	
  these	
  components	
  a	
  clearly	
  defined	
  research	
  design	
  
is	
   followed.	
   As	
   seen	
   in	
   the	
   figure	
   of	
   the	
   research	
   design	
   the	
  
costume	
   pa@ern	
   originates	
   from	
   abstrac6on	
   of	
   concrete	
  
costumes.	
   For	
   example	
   concrete	
   sheriff	
   costumes	
   can	
   be	
  
abstracted	
  to	
  a	
  Wild	
  West	
  Sheriff	
  pa@ern	
  which	
  can	
  be	
  used	
  to	
  
develop	
  new	
  sheriff	
  costumes.	
  
	
  

The	
   pa@ern	
   language	
   aims	
   at	
   suppor6ng	
   media	
   science,	
  
costume	
  design,	
  and	
  costume	
  management	
  through	
  providing	
  
a	
  basis	
  for	
  the	
  development	
  of	
  advanced	
  informa6on	
  systems	
  
assis6ng	
   the	
   management	
   of	
   costumes	
   considering	
   their	
  
inherent	
   structure	
   and	
   rela6ons	
   between	
   their	
   cons6tuent	
  
parts.	
  
	
  
	
  
	
  
	
  At	
   the	
   core	
   of	
   every	
   costume	
   pa@ern	
   is	
   the	
   composi-on	
   graph	
   like	
   the	
  

composi6on	
  graph	
   for	
  a	
  Wild	
  West	
  Sheriff	
  pa@ern.	
  This	
  composi6on	
  graph	
  
contains	
   the	
   solu6on	
   for	
   a	
   costume	
   design	
   problem.	
   In	
   capturing	
   the	
  
conven6ons	
   of	
   the	
   use	
   of	
   stereotype	
   costumes	
   the	
   costume	
   pa@erns	
  
provide	
   the	
   possibility	
   of	
   finding	
   new	
   answers	
   about	
   how	
   ves6mentary	
  
communica6on	
  is	
  used	
  in	
  films.	
  
	
  

The	
   associa6on	
   of	
   the	
   pa@ern	
   concept	
   with	
   ontology	
   concepts	
   combines	
  
two	
   very	
   different	
   ways	
   of	
   capturing	
   knowledge	
   of	
   a	
   domain.	
   In	
   using	
  
abstrac6on	
   to	
   gain	
   the	
   pa@erns	
   a	
   lot	
   of	
   detailed	
   informa6on	
   is	
   lost.	
   This	
  
detailed	
  informa6on	
  about	
  costumes,	
  their	
  basic	
  components	
  and	
  rela6ons	
  
can	
   be	
   captured	
   by	
   the	
   use	
   of	
   an	
   ontology.	
   The	
   ontology	
   and	
   seman6c	
  
crosslinks	
  between	
   the	
  ontology,	
   the	
  costume	
  primi6ves,	
  and	
   the	
  costume	
  
pa@erns	
   provide	
   the	
   opportunity	
   of	
   using	
   query	
   languages	
   like	
   SPARQL	
   to	
  
search	
  and	
  analyze	
  this	
  data	
  and	
  gain	
  important	
  informa6on	
  about	
  costumes	
  
as	
  well	
  as	
  new	
  insight	
  into	
  ves6mentary	
  communica6on.	
  	
  
	
  

In	
  order	
  to	
  make	
  this	
  knowledge	
  available	
  to	
   improve	
  research,	
  design	
  and	
  
management	
  of	
  costumes	
  seman6c	
  wikis	
  provide	
  an	
  intui6ve	
  access	
  for	
  the	
  
different	
  stackholders	
  and	
  allow	
  to	
  store,	
  search	
  and	
  analyze	
  all	
  elements	
  of	
  
the	
  ontology	
  and	
  pa@ern	
  linked	
  together.	
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social	
  aspects	
  
e.g.	
  group	
  membership,	
  	
  
social	
  standing,	
  religious	
  	
  
or	
  gender	
  classifica6on	
  	
  

sign	
  and	
  symbol	
  
e.g.	
  on	
  a	
  uniform,	
  on	
  	
  football	
  
shirts	
  	
  

psychological	
  	
  aspects	
  
e.g.	
  own	
  experience	
  	
  
wearing	
  clothes	
  

transforma6on	
  	
  
e.g.	
  dress	
  up,	
  role	
  reversal	
  

Informa6on	
  about	
  6me	
  
e.g.	
  historical	
  period,	
  day	
  o	
  
r	
  night	
  6me	
  	
  

func6onal	
  
aspects	
  
e.g.	
  swimsuite	
  

informa6on	
  about	
  
places	
  
e.g.	
  indoors,	
  outdoor	
  

signaling	
  impact	
  
e.g.	
  reflec6ve	
  vest	
  

indica6on	
  about	
  personality	
  	
  
e.g.	
  to	
  look	
  spor6ve	
  or	
  sexy	
  

informa6on	
  about	
  events	
  
e.g.	
  a	
  wedding,	
  a	
  funeral	
  

protec6on	
  
e.g.	
  protec6on	
  against:	
  cold,	
  heat,	
  	
  
rain,	
  chemicals,	
  germs,	
  dirt	
  

producing	
  	
  personal	
  
iden6ty	
  

communica6on	
  aspects	
  
e.g.	
  what	
  do	
  I	
  want	
  do	
  say	
  
about	
  me?	
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