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What	  does	  a	  costume	  do?	  
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Ves3mentary	  communica3on	  
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Tasks	  and	  func3ons	  of	  costumes	  

social	  aspects	  
e.g.	  group	  membership,	  	  
social	  standing,	  religious	  	  
or	  gender	  classificaLon	  	  sign	  and	  symbol	  

e.g.	  on	  a	  uniform,	  on	  	  
football	  shirts	  	  

psychological	  	  aspects	  
e.g.	  own	  experience	  	  
wearing	  clothes	  

transformaLon	  	  
e.g.	  dress	  up,	  role	  
reversal	  

InformaLon	  about	  Lme	  
e.g.	  historical	  period,	  day	  	  
or	  night	  Lme	  	  

funcLonal	  aspects	  
e.g.	  swimsuite	  

informaLon	  about	  places	  
e.g.	  indoors,	  outdoor	  

signaling	  impact	  
e.g.	  reflecLve	  vest	  

indicaLon	  about	  personality	  	  
e.g.	  to	  look	  athleLc	  or	  sexy	  

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

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

producing	  	  personal	  idenLty	  

communicaLon	  aspects	  
e.g.	  what	  do	  I	  want	  do	  say	  
about	  me?	  
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Three	  levels	  needed	  when	  talking	  about	  costumes	  

clothes	  
• Materiality	  of	  everything	  we	  wear	  
e.g.	  a	  skirt,	  a	  shirt,	  shoes	  

fashion	  
•  „intangible	  meaning“	  (Roland	  Barthes)	  
e.g.	  fashionably, out of fashion, sportive 

costume	  convenLons	  
• What	  does	  a	  recipient	  recognize	  because	  of	  
his	  media	  socializaLon	  
e.g.	  recognize	  stereotypes	  
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State	  of	  the	  Art	  

n  Only	  very	  few	  scienLfic	  invesLgaLon	  focusing	  on	  costumes	  
n  First	  serious	  theoreLcal	  invesLgaLon	  on	  costumes	  at	  the	  beginning	  of	  the	  

1980s	  	  
n  There	  are	  three	  different	  approaches	  found	  in	  the	  literature	  about	  costumes:	  

n  Focusing	  on	  the	  aspect	  of	  costume	  communicaLon	  based	  on	  symbolism	  
n  Focusing	  on	  the	  gender-‐aspect	  (FeminisLc	  film	  theory)	  
n  Focusing	  on	  the	  semioLc	  approach	  (costume	  as	  a	  sign)	  

n  Current	  invesLgaLons	  are	  mainly	  based	  on	  a	  very	  small	  set	  of	  movies	  
	  

It	  lacks	  a	  formal	  concept	  which	  enables	  
gegng	  general	  informaLon	  on	  how	  
costumes	  are	  used	  in	  movies	  and	  which	  
convenLons	  have	  been	  developed	  
(costume	  language)	  
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The	  term	  “Costume	  Language”	  

n  The	   term	   “Costume	   Language”	   is	   usually	   used	   in	   a	  
metaphorical	  way	  in	  the	  literature	  about	  costumes	  

n  But	   lot	   of	   typical	   roles	   in	   movies	   can	   be	   recognized	   by	  
stereotype	  costumes	  (e.g.	  the	  femme	  fatale	  or	  the	  girl	  next	  
door)	  

n  Especially	  when	  dressing	  the	  stock	  characters	   the	  costume	  
designers	   have	   to	   use	   stereotype	   costumes	   to	   make	   sure	  
these	  characters	  are	  well	  and	  fast	  understood	  

These	  ‘stereotype	  costumes’	  
can	  be	  described	  as	  pa/erns	  
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Defining	  paOerns	  	  

	  
n  A	  pa/ern	  is	  a	  proven	  soluLon	  to	  a	  re-‐occurring	  problem	  	  
n  A	  pa/ern	  is	  a	  concept	  that	  aims	  to	  capture	  the	  best	  soluLon	  in	  an	  

abstract	  way	  to	  make	  this	  knowledge	  reusable	  	  
n  A	  pa/ern	  language	  is	  a	  set	  of	  pa/erns	  conforming	  to	  a	  parLcular	  pa/ern	  

format	  as	  well	  as	  cross-‐references	  between	  these	  pa/erns	  

A	  costume	  pa/ern	  is	  a	  proven	  soluLon	  
to	  a	  re-‐occurring	  costume	  design	  
problem.	  	  
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Deriving	  a	  paOern	  by	  abstrac3on	  	  

Concrete Costumes
(Sheriffs	  in	  Westerns)

Costume Pattern
(Wild	  West	  Sheriff)

Pattern-‐based
Costume Design
(New	  Sheriff)

Abstraction Known	  Use

Applying	  and	  
Concretization
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Conceptual	  model	  of	  costume	  paOerns	  

Barzen,	  Johanna;	  Leymann,	  Frank;	  Schumm,	  David;	  Wieland,	  Ma/hias:	  
Ein	  Ansatz	  zur	  Unterstützung	  des	  Kostümmanagements	  im	  Film	  auf	  
Basis	  einer	  Mustersprache.	  In:	  Proceedings	  Modellierung	  2012.	  

Name Icon Purpose

ContextForces

Composition

Description

Known Uses

Application

Sewing 
Templates

Additional 
Information

Costume
Pattern

has (optional)

has Related 
Patterns
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The	  Wild-‐West-‐Sheriff	  PaOern	  
n  Icon:	  
n  Purpose:	  The	  Wild	  West	  Sheriff	  costume	  stands	  for	  a	  man	  of	  law	  

working	  in	  a	  town	  in	  the	  Wild	  West.	  	  
n  Composi3on:	  (see	  following	  slide)	  
n  Context:	  The	  Wild	  West	  Sheriff	  occurs	  around	  the	  Pioneer	  era	  (mid	  to	  

late	  19th	  century)	  in	  Western	  North	  America;	  Genre:	  Western.	  	  
n  Descrip3on:	  The	  role	  of	  a	  Wild	  West	  Sheriff	  represents	  a	  law	  

enforcement	  officer.	  The	  Wild	  West	  Sheriff	  is	  responsible	  for	  a	  
parLcular	  county.	  	  

n  Related	  PaOerns:	  Modern	  Sheriff,	  Fantasy	  Sheriff,	  Cowboy,	  Indian,	  
Outlaw,	  and	  Rancher.	  	  

n  Addi3onal	  Informa3on:	  
n  Known	  Uses:	  John	  Wayne	  as	  John	  Chance	  in	  Rio	  Bravo	  (1959);	  Gary	  

Cooper	  as	  Will	  Kane	  in	  High	  Noon	  (1952);	  George	  Bancror	  as	  Marshal	  
Wilcox	  in	  Stagecoach	  (1939).	  	  

n  Prepara3on	  instruc3ons:	  applying	  the	  belt	  on	  the	  trousers;	  segng	  Lme	  
of	  the	  pocket	  watch	  to	  Lme	  in	  the	  film	  scene	  and	  hooking	  it	  on	  the	  vest;	  
preparing	  the	  knot	  of	  the	  Le;	  belLng	  spurs	  on	  the	  boots	  	  
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Composi3on	  graph	  	  

Schumm,	  David;	  Barzen,	  Johanna;	  Leymann,	  Frank;	  Ellrich,	  Lutz:	  
A	  Pa=ern	  Language	  for	  Costumes	  in	  Films.	  In:	  Proceedings	  of	  the	  
17th	  European	  Conference	  on	  Pa/ern	  Languages	  of	  Programs	  
(EuroPLoP	  2012).	  

<<tucked-‐in>>

<<belted-‐on>>

<<belted-‐on>>

<<hooked-‐in>>

<<attached-‐to>>

<<belted-‐on>>

<<worn-‐above	  >>

<<	  tied-‐around	  	  >>

<<worn-‐above>>

<<tucked-‐in	  >>

<<worn-‐above>>

<<	  worn-‐above	  >>

<<or>>

Wild	  West	  Sheriff

Western	  Boots

<<worn-‐on	  >>

<<worn-‐on	  >>

1

2

<<worn-‐on	  >>

<<worn-‐above	  >>
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Comparing	  paOerns:	  	  
the	  Wild	  West	  Sheriff	  versus	  the	  Wild	  West	  Outlaw	  
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Combining	  the	  paOern	  concept	  with	  ontology	  concepts	  

Wild-‐West	  Sheriff	  

Taxonomy	  

<<hooked	  in>>	  
	  

<<a/ached	  to	  >>	  
	  

<<worn-‐	  
above>>	  
	  

Composition graph 	  

Institut für Medienkultur und Theater 

Pa/ern	  primiLve	  

-‐	  Name...	  
-‐	  Icon...	  
-‐ 	  DescripLon...	  
-‐ 	  Context...	  
-‐ 	  PreperaLon	  
-‐	  Dressing	  	  
	  	  instrucLon	  

Ontology	  

funcLon	  

...	  

colour	  

has	  a	  
	  

has	  a	  
	  

concept:	  vest	  
design	  

size	  

material	  

has	  a	   has	  a	  

has	  a	  
	  

has	  a	  
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Poten3al	  applica3on	  areas	  	  
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Development	  of	  informa3on	  systems	  	  
for	  costume	  management	  
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Ques3ons	  being	  (hopefully)	  answered	  by	  the	  paOerns	  	  

n  How	  does	  x	  look	  in	  a	  special	  movie?	  
n  Which	  variaLons	  of	  x	  are	  found	  in	  different	  movies?	  	  	  
n  How	  does	  x	  develop	  and	  change	  over	  the	  Lme/a	  genre?	  
n  What	  differences	  are	  found	  between	  x	  and	  y	  (Nerd	  versus	  Cowboy)?	  	  

What	  are	  their	  commonaliLes?	  
n  How	  does	  a	  possible	  combinaLon	  of	  x	  	  and	  y	  look	  like	  (Cowboy	  and	  Mafiaboss)?	  
n  How	  is	  the	  common	  use	  of	  colors	  like	  green/yellow/red?	  	  

Which	  colors	  do	  you	  see	  most?	  More	  at	  the	  main	  characters	  or	  the	  stock	  characters?	  	  
n  Is	  there	  a	  link	  between	  the	  color	  and	  the	  character	  trait?	  Does	  this	  vary	  in	  the	  different	  

genres?	  Is	  this	  connected	  to	  a	  special	  director/costume	  designer?	  	  
n  Is	  there	  a	  link	  between	  the	  condiLon	  of	  a	  costume	  (wet/torn/ironed)	  and	  different	  

character	  trait?	  Are	  there	  any	  convenLons	  found	  using	  special	  condiLon	  of	  costumes	  to	  
communicate	  special	  senLments?	  	  

n  Which	  material/design	  is	  linked	  with	  which	  x?	  

	  (i)	  Stereotypes	  like	  „	  Nerd“,	  	  	  	  	  	  
„Femme	  Fatale“,	  „Cowboy“	  
(ii)	  Profession	  like	  	  „looger“,	  
„baker“,	  „binman“	  
(iii)	  character	  trait	  like	  „evil“,	  
„brave“,	  „athleLc“	  

x,y	  =	  
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How	  to	  describe	  a	  costume?	  

Information on  
the character 

Information  
on the film 

Information on 
the costume 

costume describtion 
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Taxonomy	  classifica3on	  
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Taxonomy	  of	  costume	  types	  
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Taxonomy	  of	  costume	  types	  (3)	  
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Approaching	  an	  ontology	  of	  clothes	  (4)	  

color 

hat 

design 

hat 

material 

hat 

partes 

hat 
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Approaching	  an	  ontology	  of	  clothes	  (2)	  

attribute 
instance 

By using a taxonomy instead of tables it is  
possible to search based on semantics 
(SPARQL) 
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Costume	  Data-‐Wiki	  -‐	  Form	  
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Costume	  Data-‐Wiki	  -‐	  Ar3cle	  
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Costume	  Data-‐Wiki	  –	  SPARQL	  Queries	  
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Summary	  

n  Methodology:	  
n  Opening	  a	  new	  applicaLon	  area	  in	  using	  IT	  concepts	  on	  a	  media	  science	  problem	  
n  New	  methodology	  to	  analyze	  vesLmentary	  communicaLon	  	  

n  Content:	  
n  Finding	  a	  (semi)	  formal	  language	  for	  costumes	  	  
n  Finding	  a	  possibility	  to	  gain	  knowledge	  on	  convenLons	  how	  costumes	  are	  used	  

in	  the	  movies	  	  

n  PracLcal	  work:	  
n  Improve	  invesLgaLon	  and	  design	  of	  costumes	  
n  Improve	  working	  with	  costumes	  on	  the	  set	  	  


