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 This  year I was offered the opportunity to design and 

construct a wearable arts solution to be displayed in the window 

of the Te Papa Store in Brandon Street. As  part of a collaboration 

between Wellington High School and Te Papa, I was among a few 

other fashion students given the task of decorating the shop 

windows during the World of Wearable Arts festival. The World of 

Wearable Arts is a long and highly regarded awards festival which 

shows the work of many designers every year, and attracts 

tourists  and international creatives to Wellington. As part of the 

festival there is a window display competition that stores 

throughout the city enter by creating a piece of Wearable Art to be 

shown in their shop window. Being involved in the awards in a 

prominent manner is important to Te Papa as it represents  one of 

the most internationally and nationally recognised and regarded 

Arts Festivals. 

 Many stores design and construct these entries to the 

competition in-store or employ local artists. However Te Papa 

values community involvement in a different manner and has 

supported working with students for the last eight years on 

producing WOW displays.  Offering me the responsibility of 

producing an outcome for the Store was Manager, Alexis Hawke 

(evidence from practice : Client page 2). As her first year in the 

position, Alexis had many ideas for the purpose and aim of the 

display, and encouraged strong creative input and collaboration 

from me. As there are four windows at the Cable Street location, 

and one at the Brandon Street location an overriding theme was 

key in connecting them all into a cohesive public display of artistic 

creativity.  As a core specification I was given a range of photos 

focussing on Texture from the Te Papa collection and surrounding 

environment that were taken by the Te Papa photographers to 

choose from as  the inspiration image for my work ( evidence from 

practice : refined brief page 3 ). This was to influence my 

conceptual outcome heavily and create a link between creation 

and inspiration. 

 I selected an image of a Longhorn Beetle to interpret in my 

piece of wearable art.  Another student Jess selected a similar 

image, and from this Alexis choose that we would share a window 

space at Brandon Street Te Papa inner city store.  Alexis  provided 

two 180cm x 120cm sheets of vinyl; one to be incorporated as a 

backdrop, and the other to be integrated in the physical 

conceptual outcome on display.  I had the opportunity to have my 

image of the beetle printed onto these in the same way Te Papa 

prints there window backdrops throughout the year onto billboard 

weight PVC. I had the chance to manipulate this unconventional 

material to connect my garment clearly to the inspiration image. 

Unconventional materials and techniques are a core aspect of 

wearable art as a concept, distinguishing it as a artistic practice 

and discipline that is getting more and more attention. The 

defining feature of this project was utilising my Fashion 

Technology skills in the context of an unfamiliar medium. 

Individuality through expressive concepts and aesthetics, and 

innovation of construction, all cohesively span wearable art 

garments, and is therefore a defining feature of Wearable Art 

itself. I was given the opportunity to take part in this cultural 

movement and go beyond clothing as a fashion technology 

pathway, and be able to incorporate and use skills  from other 

technology areas. 
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	   Meeting with Alexis was the vital first step in establishing 

the entire project (evidence from practice : client : page 2). We 

discussed the WOW window display tradition at Te Papa, which 

helped me understand the significance and prestige of this 

opportunity, and it was not a money making venture for them and 

was about community and supporting young designers like 

myself.  This aided me in placing high priority in respecting and 

exceeding the requirements of my client, and motivated me to 

create a conceptual outfit of Wearable Arts with high quality. I 

have been to see the World of Wearable Arts show once before 

and this  experience gave me knowledge of the whole culture and 

extravagance of the festival. As an integral feature of Wellington’s 

creative community and tourism attraction, the opportunity to be a 

part of that was inspiring and even slightly daunting. I had a high 

quality of construction and conceptual work to live up to so 

researching this and developing my brief was a key step. 

 

 Researching what others had done in the past WOW 

displays and looking critically at their use of materials, themes, 

techniques and the impacts  their designs had in the window was 

vital to broaden my own base knowledge of what worked and 

what was less successful. Looking at international window display 

composition from  stores that have professional display artists 

employed to create the look, allowed to see a variety of unique 

interpretations to display designs and use of mannequins that are 

not the normal practice in New Zealand. Choosing my inspiration 

photo and developing a viewpoint and design perception was 

incredibly important and directed the rest of my creative process 

(evidence from practice : image choice : page 5 ). My work in 

ideation and exploration of the Beetle’s anatomy in visual design 

work expressed my unique personal reaction to the imagery and 

helped me distinguish my design from other WOW pieces. I was 

drawn to the tiny yet beautifully functional limbs and joints. 

Working through this visual reinvention of the subject supported 

all my later work in translating the essence of the beetle into the 

garment. The ‘essence’ of the beetle also synthesized with my 

further design intent – reflecting the beetle’s effortless 

coexistence of functional strength and natural beauty. 

 

 A more personal milestone was realising what the 

underlying themes were that had been coming through my 

concept and development stage (evidence from practice : story 

development : page 6). This  organic development of my 

statement regarding media portrayal of female warriors  was 

tribute to my comprehensive research and ideation. Upon 

construction sing the 3D printer was an influential part of my 

process, it extended my skills greatly and was an extremely good 

decision in terms aesthetic, time efficiency and public recognition. 

I pushed the boundaries  of WOW window displays and integrated 

a modern technology not previously associated with fashion or 

wearable art. The resultant interest throughout my school, the 

Ministry of Education Technology Hui , newspaper and technology 

resources extended the purpose of my garment and elevated it to 

being a significant piece of technological development. 

 

 Varied and unconventional thinking came in many forms 

and at different stages.   Modelling was an important point at 

every stage to test, inform, and help determine steps forward that 

gave the best finish and a look of elegance.  Constructing the 

sleeves of my solution was a step I am particularly proud of, as it 

gave a non-human structure and truly WOW feature of extremity 

and stimulation ( evidence from practice : bottle sleeves : page 7). 

The decision to not use the mannequin in a way that is the norm, 

came with the arm formation, and complimented the blurring 

boundaries between fashion window display v’s wearable art and 

conceptual thinking. Working with a bold silhouette and 

challenging proportions was a key aim , and the articulated 

constructions of the narrowing plastic bottles  encapsulated this. I 

was innovative in material use, and optimised the iridescent 

sheen of the beetle through layering spray paint and sheer 

stockings. This creative texture technique also formed  a 

transparent webbing at the joints of the arms which was visually 

very elegant and reflected the contrast of soft and hard in the 

longhorn beetles physical makeup. 
 
 Installation day was immensely exciting and rewarding. 

Working with Jess  put in her display and Fiona, Te Papa Store 

assistant,  to lay out the garments  and plinths for the board 

displays was  an extension of my process. This was the moment I 

was achieving the key purpose of building a window display 

which was the overall end product.  Seeing my final outcome in 

the space made the hard hours  of work worth it  and because it 

was being acknowledged and praised in the public space of the 

downtown shopping district of the city. 

 

 I believe throughout the project I strengthened my ‘big-

picture’ vision as  now reflecting back upon the product as a 

whole, I feel extremely satisfied that all the smaller components ; 

testing, patternmaking, construction techniques, materials, 

colours, textures, and ideas have morphed in a cohesive way to 

work together to produce a high quality conceptual whole. 
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	   My initial design and conceptualisation process was very 

organic, and was key to establishing my vision which guided all 

my subsequent decision-making. I explored my inspiration and 
communicated my creative process through extensive design 

drawings and sketches. My first ideation process involved taking 
the photo of the Longhorn Beetle, and extrapolating the specific 

forms, colours, lines  and concepts which had caught my initial 

attention and interest (evidence from practice : ideation : page 9). 
I examined the anatomy and function of the beetle through 

sketches which provided a great base for abstracting and 
translating those inspiring aspects. Though I followed a 

professional creative process, beginning with ideation, concepts, 

development, then a final design, I made sure the documenting of 
this  process did not hold back the quantum leaps in ideas that 

occurred. 

 It was very important to balance being disciplined in 

documenting and communicating my process  and going with the 

natural creative thinking that goes on in action. This was for both 
the benefit to reflect, and for communication and development 

with my client.  Ongoing thinking in the back of my mind occurred 
even when I was not working directly on the project.  An example 

of this was  when I was in town one afternoon and had a sudden 

burst of creativity and began sketching bold and unusual 
silhouettes that challenged the traditional notion of proportions  in 

clothing. This ideation process was very instinctive for me as in 
that it continued and extended beyond the classroom. From here 

I moved on to concepts and in this I brought more detail and form 

to the shapes and silhouettes I had been exploring. (evidence 
from practice : ideation :  pages   9). 

 I was really driven to produce something that pushed the 
boundaries of WOW. As part of my design process I researched 

examples of Wearable Art, other students’ WOW window displays 

and window displays ( evidence from practice : wow window 
research : page 10). This helped me understand the current 

ideology of Wearable art window displays, which meant I could be 
more successful in pushing the boundaries as Alexis  had been 

enthusiastic about. This was one of the deeper complexities of my 

project, as being the new store manager Alexis  really wanted to 
redefine what the window displays of Wearable Art meant for and 

to the Te Papa Store. I felt that what had been in past years was 
mostly following a formula of a fitted bodice with a ballgown skirt. 

I found myself determined to break from of what had become the 

previous  norms and create something that embodied the idea of 
World of Wearable Art, in it being an artwork on the body. My 

concepts and development began to merge and flow as I began 
to establish an aesthetic feel for the outcome (evidence from 

practice : ideation development : page 11) . In particular I 

concentrated on the limbs, sockets  and joints of the beetle. This 

mix of function and a defined aesthetic developed into me 

analysing different types of armour. This  linking of my design work 

to a bigger context gave depth to my conceptual side of the 
design. 

 In early analysis and research I saw that a key value for 
Wearable Art was an expression of human experience and 

personal opinion. I took this and made it a part of my garment’s 

purpose as I developed to deepen the visual interpretation . My 
research into women’s armour in history, video games, and film 

impassioned me and gave me a train of thought towards a 
garment that was political in reclaiming the function, strength and 

consequent beauty. The video game industry most often 

sexualises female armour to the point of disempowerment 
(evidence from practice : story development : page 6). Through 

consultation with my client I came to a working final conceptual 
design which embodied all the key features that I liked in my 

development.  This was a process of scrutiny and consideration 

and helped to make the garment to capture the concentrated 
essence of my idea. 

 During the drawing process I was in working in parallel  
with testing different materials, construction and application 

techniques. Doing this alongside designing helped to make these 

two aspects evolve in a more cohesive way. I trialled makeup 
pads, newspaper, keyrings and snaplock bags, doing this helped 

me get a clearer idea of how I could use techniques and materials 
to portray ideas in  a-3-dimensional manner (evidence from 

practice : modelling for ideation : page 12). In my initial research 

of existing wearable art garments, I noted that sometimes 
unconventional materials were used as the sole feature of the 

overall design. I wanted instead to use the unconventional 
materials  to express design in a unique way, rather than define it 

in a literal manner. 

 Innovation and individuality was  high priority. These 
aspects  helped me to produce a deeper design, as  my 

investigation and abstraction of traditional armour techniques of 
roman leather tabs and chainmail, contributed both to the overall 

aesthetic, and to the strong-female portrayal of protection within 

the  image. Testing techniques enabled me to know what was 
achievable, what was efficient and economical with time and 

materials, and what would have the most impact and capture 
attention. I presented and discussed my ideas with Alexis 

throughout the entire process at various meeting points where  

she was very encouraging to have something uniquely ‘me’. This 
additional gave me useful opinions from someone who has seen 

many wearable art Te Papa window displays. Alexis particularly 
like the elongated arms, the bold green colour and the different 

use of fitted pants in contrast to the previously seen silhouettes.

NSN	  :	  131464656

 8

Initial Concept & Development



NSN	  :	  131464656

EVIDENCE  from PRACTICE  : ideation   :  9



NSN	  :	  131464656

EVIDENCE  from PRACTICE  :  research wow windows : 10



NSN	  :	  131464656

EVIDENCE  from PRACTICE  :  research wow windows  : 10



NSN	  :	  131464656

EVIDENCE  of PRACTICE  :  ideation development : 11



take out this page 
NSN	  :	  131464656

EVIDENCE  of PRACTICE  :  ideation development : 12



NSN	  :	  131464656

EVIDENCE  from PRACTICE  :  modelling for ideation : 12



	
 In forming the brief, the social and environmental 

implications of my work and the opportunity were major key 
factors (evidence from practice : refined brief : page 3). This 

project moved beyond the NCEA classroom space in being 
thoroughly involved with the wider community of Wellington CIty 

and that of all the WOW visitors to the city. The opportunity I was 

given was a real-life job, which emphasized and improved my 
skills in working with and for immediate and diverse stakeholders. 

Looking at both the scope and the constraints of the project was 
primarily done through analysing the social and physical 

environment, and secondly the effects the display would have on 

viewers. 
 Early on I analysed the location of my display. The Te Papa 

store being in the centre of the central business district alongside 
a well known department store.  There were many people passing 

it every day walking by, driving by and waiting for the bus 

opposite ( evidence from practice : Te Papa Store : page 14). This 
helped me know who my audience was, and how I could then 

most effectively design an outcome which attracted those 
customers into the store. I looked at the distances and positions 

from which people would view the window, which influenced how I 

chose bright colours  and exaggerated silhouettes to catch their 
gaze from afar, and intricate detailing to hold their interest up 

close. The conventions of clothing and art collided as I was 
conscious of the necessity to have the garment be inoffensive 

and respectful. I covered the mannequin, but not in the way 

normal clothing would. This was a decision I had to make, 
because though art very often challenges and shocks, I needed 

to do so without disturbing the visual or emotional atmosphere. 
 This  context of WOW in a window display differs slightly to 

the supreme WOW awards and show that is on at the same time, 

as in the competition the art does not risk intruding on someone’s 
daily space. When thinking about the impact of my display, I 

wanted to take away a positive moment from it. I was successful 
in this from the stakeholder feedback I received, the responses I 

got said the outcome was interesting and pretty to look at, and it 

was emotive and thought-provoking. These two factors show that 
it had a benefit to the aesthetic environment of the street, and to 

the passersby also in adding creativity and interest to their daily 
sights. Integrating the principle from Dieter Rams ( industrial 

designer), I valued my design additional having an element that 

made it understandable and yet in some ways unobtrusive to the 
daily passers by. 

  I was conscious of the environmental effects of my 
material use and technique use. The World of Wearable Art highly 

values  ingenuity and innovation particularly in material 

manipulation. I took this value on board and embraced using 
some unwanted waste items. I put effort into being sustainable 

both in the obvious way of using recycled materials like plastic 

coke bottles and chicken wire, but further through using 

disposable materials  in a way that extends their life of use. I used 

makeup pads  and disposable snaplock bags ( evidence from 
practice : modelling for ideation : page 12) and produced 

something which will be on display, meaning it will be ‘used’ by far 
more people than it would normally. I also utilised additive 

manufacturing techniques when producing the chainmail with the 

3-d printer (evidence from practice: chainmail : page 16 and 26 ) , 
which was more economical than subtractive manufacturing, 

minimising waste. 
 While designing and making the entire window display I 

was aware and conscientious  of the values and goals of a few 

different groups; Te Papa, WOW, and Wellington High School. I 
had to fit the needs and requests and also restrictions of all three 

of these, in order to have a successful end product. I was strongly 
representing my school in a very open and public domain. I did 

this  by incorporating values such as sustainability, creative 

expression, visual attraction, high quality aesthetic, and pride in 
my work into my practices. By choosing a message that was 

personal and important to me, and being free and creative in my 
design work I could express my point of view, which is really 

important in Wearable Art. I sought feedback from our acting 

principal, and he expressed the quality of both my work and the 
way I was representing Wellington High School. At the beginning 

of the project I did not know I would be displaying my work in the 
Brandon Street location specifically and just initially knew it was 

one of the Te Papa Stores. 

 The two locations are very different in size, types of public 
the visit, physical window space and lightening, but have the 

same values and purpose. The Brandon Street store being more 
confined with the lower height and flood lighting instead of 

dramatic spotlights was factors that I took under consideration. I 

managed this change by  researching the key factors  of bothTe 
Papa’s social environment broadly. The key elements of the 

public display spaces were very similar, in their presence to 
people in the city, and the people and spaces they directly 

impacted. The Te Papa museum store was in a much larger 

space and did not force people to walk past on a footpath, which 
was to my advantage in Brandon Street as the road plan meant 

passersby were walking closer to my display more regularly. 
Changing location to the Brandon Street store was not a 

complexity. I got to focus more on the close-up detail work that I 

appreciate. This change introduced my working with Jess who 
was also sharing the space. This added another important 

stakeholder, and I worked to create communication between us 
so that we could make a cohesive and complimentary installation. 

I was able to maintain independence while working alongside 

another designer which was a positive experience as I got to see 
a different interpretation of the same beetle image.
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	   Constantly testing and tweaking and testing again was 

crucial to find the most effective technique or material, and thus 

produce the most effective outcome which had the highest 

integrity and sophisticated that I was looking for. Working with the 

mannequin was  a learning curve as I cultivated my ability to work 

with a very inflexible canvas. I further explored manufacturing 

techniques, looking to articles  on experienced WOW designers 

such as Rodney Leong to how they dealt with repetitive 

constructions steps  and ways to manage this  mundane and slow 

progression aspect of construction (evidence from practice : 

construction subcontracting : page 17) . I analysed his  use of 

subcontracting and decided to integrate that into my  construction 

by enlisting the help of some year 10 fashion students  with 

repetitive tasks. I managed quality control and observed the time 

efficiency improvements that occurred when they filled the tiny 

snaplock bags with the shredded paper, and broke the rafts off 

the chainmail. I am confident in my choice to do this because it is 

a method used in the real fashion and technology world and 

acknowledges the realities of production. 

Testing and sampling had a big impact on what went into 

construction with having informed decisions and a clear start 

point for the larger scale needed further on in the process 

(evidence  from practice : sampling : page 18). Testing is  an 

important part of conceptual and prototype design. It can come in 

forms of modelling in 3-dimension which I did with the snaplock 

plastic bags, chainmail and makeup pads. I also tested ideas 

through ideation with drawing and flat patternmaking to later form 

toiles, and using the computer to simulate a print and test out 

timeframes of how long it would take to print different types of 

chainmail on the 3-D printer. 

 I continued to develop and use the same process  and 

philosophy I used with design and development consistently 

throughout the construction process. I felt really confident and 

familiar with the way I worked by this point which was beneficial 

for when I faced difficulties and unforeseen problems that needed 

to be solved. Learning professional skills in pattern-making and 

drafting a block was valuable base steps before the main 

construction section. I spent five weeks learning these industry 

techniques which I used to create my fitted pants’ pattern. This 

was a big challenge as I started with drafting a pencil skirt block 

and used fittings on the mannequin and altered my pattern 

accordingly to the static mannequins specific and unrelenting 

pose. I researched how I could change my skirt into pants, so 

ended up doing stages  with changing the skirt block pattern to a 

culotte’s pattern, then fitting them to be more tailored ( evidence 

from practice : pages 19-23). This was a complex task that 

extended my knowledge and skills. Altering the panels  on the top 

was  easy after pattern-making the pants. I had to blend 

professionalism with ingenuity in my pattern making, I was exact 

and particular in my measurements and getting the right fit to 

optimise the elegance and sleekness of the final fit. 

 I utilised my ingenuity and flexibility when I faced a hurdle 

in my construction. The waist of the pants not fitting felt like a 

disaster at the time. I know now how important it is to sew toiles 

in like fabric to simulate the weight, weave, stretch and texture of 

what will be used in order to accurately estimate the final 

performance of the fabric.  This  problem-solving situation built on 

my creative process  and explorative critical thinking, I used the 

same ideation development and trialling process to re design the 

top to integrate a cover for the crotch ( evidence from practice : 

pages 19-20). I am pleased with how it transpired in the end with 

the apron idea both enhancing the narrative and how it works to 

balance the hip pads and bulky top half. 

 I discovered that development is  a part of conceptual 

design which continues throughout the 3-dimensional modelling 

process.  I had to constantly tweak my construction plan and 

refine the techniques I was using when I realised things wouldn’t 

work exactly like they had in my small scale trials  due to 

difference in calibration and mass, to get the refined finish that I 

wanted. I changed the quilting technique I used on the makeup 

pads, and I had to revaluate my bottle sleeves for a higher quality 

finish. This  I don’t think was  due to not testing things enough in 

the initial ideation stage, but more due to the complexities  of 

working with materials one is not familiar with  in such a scale. 

 I had more time and drive to seek outside sources of 

knowledge and skills, and by doing this I moved from the key ring 

chainmail idea to the use of the 3d printer. This abstraction of the 

armour techniques occurred was unique to the WOW opportunity 

as I actually got to play around with the status quo and reinvent 

old ideas by using technology that allowed for a visual look but 

with difference in characteristics of time, weight, colour. This 

freedom kept my ideas growing right up until the installation day. 

Though there are parts of the garment I would like to spend more 

time on, this  confirms the personal success of the process for me 

as it has fostered my enthusiasm to create and innovate further.

NSN	  :	  131464656

 16

Construction Development



NSN	  :	  131464656

EVIDENCE  from PRACTICE  :  construction sub contracting   : 17



NSN	  :	  131464656

EVIDENCE  from PRACTICE  :  sampling   : 18



NSN	  :	  131464656

EVIDENCE  from PRACTICE  :   fitting : 19



NSN	  :	  131464656

EVIDENCE  from PRACTICE  :  ongoing development  : 20



	   A	   real 	   focus 	   for	   me	   this 	   year	   was 	   to	   u:lise 	  my	   design	   and	  

construc:on	   skillset,	   while 	  extending	   my	   knowledge 	  and	   abili:es 	  to	  

produce 	   something	   unique	   to	   WOW.	   The	   unconven:onal 	  materials	  

complexity	   dis:nguishes 	  this	  project	  from	  other	  previous	  construc:on	  	  

experiences 	  I	  have	  been	  involved	  in.	   	  My	  understanding	  of	  the 	  design	  

process,	   paLern-‐making,	   project-‐managing,	   working	  with	  a	  client	   and	  

sewing	   skills 	  that	   I 	  formed	  in	  my	   home	  and	  school	  fashion	  educa:on	  

gave	  me	   the 	   plaNorm	   to	   innovate 	   and	   be	   crea:ve	   in	   this 	   unusual	  

project	   (	   evidence	   from	   prac/ce	   :	   pre	   construc/on	   ;	   page	   22).	   The	  

addi:on	   of	   a 	   difficult	   material	   ,	   the	   billboard	   banner	   weight	   PVC,	  

pushed	  my	  construc:on	  to	  the	  next	  level.	   	  I 	  had	  to	  learn	  to	  manipulate	  

it	  to	  replicate 	  the 	  fit	  and	  appearance	  of	  a 	  conven:onal 	  fabric	  on	  a	  sta:c	  

mannequin	  which	  showcases	  tailored	  and	  pressed	  items	  for	  display.	  

	   Using	   specialised	   feet	   for	   the 	   machine	   and	   employing	  

appropriate	  techniques 	  like	  zig	  zag	  top	  s:tching	  to	  flaLen	  seams,	  and	  

using	   masking	   tape	   instead	   of	   pins 	   were	   all	   liLle	   details 	   I 	   had	   to	  

consider	  so	  that	  the	  tradi:onal	  outcome	  of	  the	  tailored	  pants 	  could	  be	  

created	   by	   an	   untradi:onal	   and	   rather	   hard	   to	   handle	   fabric.	   The	  

s:ffness	  posed	  a 	  challenge 	  with	  the 	  fit	  (evidence	  from	  prac/ce	  :	   pages	  

24,	  25),	  but	  believe	  my	  skills 	  were	  greatly	  heightened	  in	  conceptualising	  

a 	  solu:on	  to	  this,	  and	  learning	  for	  the	  next	  vinyl	  pieces 	  (the	  shoulders	  

and	  top)	  how	  to	  most	  effec:vely	  work	  with	  it.	  I 	  think	  the	  top	  and	  pants	  

are	  of	  extremely	  high	  quality,	  I	  managed	  to	  create	  the 	  slim	  fit	  with	  the	  

s:ff	   vinyl	  by	   being	  scrupulous 	  in	  my	   paLern-‐making.	   Learning	   to	  alter	  

the	  skirt	   block	   to	   a	  fiLed	   pant	  was 	  a 	  great	   challenge	   (evidence	   from	  

prac/ce	   :	   page	  23).	   This 	  was 	  done	  in	  this 	  manner	   as 	  the	  mannequin	  

does 	  not	  have	  an	  ordinary	  balanced	  pose	  and	  it	  helped	  to	  break	  down	  

the	  fi[ng	  of	   the	  waist	   and	  crutch.	   	  My	   skills 	  have	  been	  enourmously	  

improved	  by	  having	  to	  forsee	  steps 	  to	  take 	  me	  from	  skirt	  to	  pants,	  and	  

having	  to	  order	  my	   altera:ons	  while 	  interpre:ng	   the	  3D	  shape	  into	  a	  

2d	  shape.	  

	   I 	  extrapolated	  different	  skills 	  from	  experiences 	  I	  have 	  had,	  and	  

from	   others’	   experience.	   A_er	   aLending	   a	   short	   workshop	   to	  make	  

chainmail 	   at	   the	   Weta	   Workshop	   I 	   was 	   inspired	   and	   brought	   that	  

learning	   into	  my	   ini:al 	  trials.	   Using	  plas:c	   rings	  that	   could	  close,	  and	  

the	  process 	  they	  Weta	  used	  to	  mass	  produce 	  these	  sheets 	  for	  extras	  in	  

films 	  had	  a 	  posi:ve	  effect	  as 	  I	  channelled	  those	  higher	   end	  processes	  

into	   mass	   producing	   the	   chainmail 	   efficiently	   on	   the 	   3D	   printer	  

(evidence	  from	  prac/ce	  :	  pages	  15,	  24).	  Using	  modern	  digital 	  machinery	  

like	  this 	  was 	  a	  huge	   learning	   opportunity	   and	  being	   able	  to	   run	  the	  

machine	  confidently	   was	  a 	  valuable	  and	   exci:ng	   new	   skill 	   for	   me.	   I	  

worked	   to	   collaborate 	   with	   others 	   and	   u:lise	   the	   knowledge	   and	  

exper:se	  people 	  in	  my	  wider	  community	  had.	  This 	  is 	  a 	  defining	  feature	  

of	  this 	  more	  advanced	  technical	  work	  present	   in	  my	  project,	  as	  I 	  went	  

beyond	  my	  own	  skills,	  and	  the	  skills	  one	  expects 	  from	  a 	  student	  to	  aim	  

to	  make 	  something	  creditable	  as	  a	  piece 	  of	  wearable 	  art.	  Using	  the	  3D	  

printer	  was	  innova:ve	  and	  new	   in	  WOW,	  and	  I 	  could	  not	   have	  done	  

this 	  without	   learning	  from	  and	  communica:ng	  with	   the	  digital 	  media	  

teacher	   at	   my	   school.	   I 	   sought	   help	   with	   the 	   cu[ng	   of	   the	   plas:c	  

boLles,	   and	  got	   to	  work	  with	  the	  mechanical	  engineering	   teacher	   to	  

use	   tools 	  he	   had	   available.	   Limi:ng	   myself	   to	   what	   equipment	   and	  

exper:se	  was 	  in	  the	  fashion	  classroom	  would	  have 	  prevented	  me	  from	  

op:mising	   the	  material	  use	  which	  differen:ates 	  a 	  Wearable	  Art	  piece	  

from	  ready	  to	  wear	  clothing.	  

	   Working	  with	  others 	  in	  this 	  context	  developed	  my	  ability	  to	  gain	  

skills	  and	  knowledge 	  and	  how	   to	   incorporate	  advanced	  skills 	  into	  my	  

work.	  I	  learnt	  considerable 	  amount	  about	  how	  I 	  work	  and	  how	  I	  act	  in	  

the	   face	   of	   success 	   and	   challenges.	   Becoming	   comfortable	   with	   my	  

design	   process 	  was	   very	   important	   and	   communica:ng	   my	   thought	  

visually	  was	  a	  skill 	  that	  was	  really	  harnessed	  in	  this 	  stage	  of	  developing	  

the	   outcome.	   In	   paLern-‐making,	   learning	   to	   fit	   and	   tailor	   to	   a	  

mannequin	  helped	  me	  gain	  experience 	  in	  grasping	  how	  the	  2D	  to	  3D	  

transi:on	  works.	   I	   became	   confident	   in	  working	   with	   and	   sewing	   a	  

range	  of	  plas:c	  materials,	   especially	   while	  cra_ing	  the	  petal 	  hip	  pads.	  

Sub-‐contrac:ng	   the	   task	   of	   filling	   the 	   bags 	   was 	   a	   step	   I	   took	   to	  

incorporate	  professional 	  techniques	  in	  managing	  a 	  large	  project.	  I	  was	  

conscious 	  and	  proac:ve	  in	  quality	  control 	  and	  tolerances 	  in	  this 	  stage,	  

and	  also	  in	  all 	  my	  technical 	  work	  like	  finishings	  and	  symmetry	  (evidence	  

from	  prac/ce	  :	  pre	  construc/on	  :	  page	  22).	  

	   As 	  I	  was	  construc:ng	  an	  outcome	  en:rely	  different	  from	  those	  

around	  me,	  I 	  worked	  independently	   and	  developed	  skills	  in	  being	   self	  

directed	   and	   confident	   in	   the	   vision	   of	   my	   process 	   and	   choices.	  

Working	  with	  a 	  client	  of	  a	  high	  esteem	  was 	  a 	  unique	  experience	  which	  

improved	  my	  proposal,	  discussion	  and	  problem-‐solving	  skills.	  As 	  a 	  very	  

conceptual 	  crea:ve	  opportunity,	   I 	  looked	   into	  my	   subject	  maLer	   and	  

thema:c	   context	   to	   help	   the	   narra:ve	  and	  meaning	   of	  my	   garment	  

come	  across 	  authen:cally	  and	  thoroughly.	  I	  used	  imagery	  research	  of	  a	  

variety	   of	   types	   of	   armour	   to	   inspire	   my	   design	   and	   construc:on,	  

referencing	  my	   learning	   in 	  the	  roman-‐tab	  inspired	  use	  of	  the	  snaplock	  

bags 	  and	   the	   modern	   take	   on	   chainmail 	  using	   the 	  3D	   printer.	   This	  

helped	   inform	  my	  new	  experimenta:ons 	  with	  materials,	   and	  give	  my	  

solu:on	  a	  greater	  conceptual 	  depth	  with	  the	  reflec:on	  of	  armour	  and	  

feminine	  strength.	  Looking	  into	  gaming	  and	  film	  in	  my	  own	  :me 	  ignited	  

my	   concern	   about	   the	   disempowering	   representa:on	   of	   women	  

through	   use 	   of	   non-‐func:onal	   armour,	   and	   increasing	   my	   poli:cal	  

standpoint	  through	  expression	  in	  a 	  fashion	  design	  context.	  This 	  was 	  a	  	  

skill	  I	  got	  to	  bring	  out	  uniquely	  in	  this	  project.

	   Constant	   realiza:on	   of	   ongoing	   reflec:on	   in	   all 	   areas 	   of	   my	  

prac:ce	  and	  awareness 	  of	   quality	   helped	  to	  maintain	  high	   standards	  

throughout.	  Careful 	  :me	  management	  and	  juggling	  different	  aspects	  of	  

the	  overall 	  project	  were 	  needed	  and	  reviewed	  not	  only	  at	  key	   stages.	  

All 	  these 	  skills 	   I 	  u:lised	   in	   various	  ways 	  and	  at	   different	   degrees	  of	  

depth,	  they	  are	  what	  happens 	  in	  real 	  life	  business	  and	  within	  different	  

areas 	  of	  technology	  prac:ce	  in	  the	  real 	  world.	  Managing	  the	  co-‐exis:ng	  

needs 	  of	  Te	  Papa,	  WOW	  and	  WHS	  was	  a 	  job	  I	  met	  successfully	  by	  using	  

these	  skills.
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 The definition of a successful display for me was for all my 

stakeholders’ needs to be met. As a real world situation I was 

given a task to produce something for a client. This  guided my 

whole process as it gave specifications, regulations  and outside 

ideas. To achieve this fully I had to consult regularly with my client 

to see if I was on track, to keep informed on her needs and to 

make sure my vision was matching up, or extendingher initial 

ideas.  I met with Alexis  multiple times throughout the design and 

construction process. The first meetings  really established what 

she was asking of me in terms of the display. This was helpful to 

know what she liked in a display such as the bold colours and 

silhouettes. An important meeting was when I first met Jess  and 

first saw the Brandon Street store location with Alexis (evidence 

from practice : client and stakeholder meeting : page 27). This 

was a key point in the consultation as  I was able to discuss with 

Jess her ideas for the display, and show Alexis where I was at 

with my ideas. 

 I had to be able to explain my ideas clearly and with detail 

and clearly communicate my concepts. The client meetings I had 

were a two way experience where I would be asking questions, 

and proposing solutions (evidence from practice : client meeting : 

page 26). After the design work the consultations were more for 

keeping Alexis up to date with my physical materials and tests  so 

she could understand the end product ideas that had been drawn.  

I found this was important to communicate with my client in order 

to assure them and be a reliable c’artist contractor’. At the point of 

challenge in my project when the pants had came out so 

differently to plan, it was good for me to contact Alexis and 

explain my progress, and the challenges I was facing. She was 

very supportive, and having that trust in my process was very 

encouraging, and in later feedback appreciated this  practice as a 

client - “I appreciated that Maia was always prepared when I met 

with her and on one occasion where she was unavailable she had 

left samples, clear notes and had fully briefed her fellow students 

to update me and answer any questions.” 

 Alexis’ feedback was very positive and constructive 

throughout the process. At the end she expressed her 

excitement, to have something personal and expressive in the 

window - “Maia’s work was of an incredibly high standard, both in 

design and construction. Her use of the vinyl was very 

impressive, both in using the graphic and as the fabric.”  The 

complexity of communicating and proposing ideas and solutions 

was a good learning experience. 

 Other than my main client, Alexis, I sought feedback from a 

wide range of relevant stakeholders. To get an idea of what the 

overall consensus of the public would be I tried to get responses 

from people of different cultural groups  and backgrounds. I talked 

with office workers from the central business district who worked 

around and passed the store and in the end who had seen my 

display - “Overall it was amazing to see the obvious intense 

thought processes and artistic work inspired by the opportunities 

the WoW event produces. the sense of community involvement 

and encouragement of new talent for years to come helps make 

Wellington a rewarding and satisfying place to live.” Some of the 

wider feedback came from people  who play videogames and 

were a relevant critic as  I was interested to judge the response to 

my strong message about videogames and media. Other  young 

people and adults who have been to see WOW, and other fashion 

students. I listened to opinions  and critically thought about their 

responses and perceptions.  These all covered a wide spectrum 

of who would be seeing my garment. 

 The overall feedback was predominantly positive, with 

some constructive responses  concerning the dye shade of the 

makeup pads which I was personally aware of. I was independent 

in my decision making but getting outside opinions was very 

beneficial in directing the best outcome of my wearable art. I was 

lucky to receive feedback  from Rodney Leong , a previous 

winner of the WOW supreme award at various stages in the 

practice.- “A sophisticated vision, and judging by the photos a 

very well thought out design.” Receiving his  praise and advice for 

creative opportunities supported my work  and helped to sustain 

motivation and keep true to my ideas.  These responses helped 

me decide on a range of different aspects  and final presentation 

and installation.  

 The key decisions were predominantly influenced by my 

final design and my own personal design sense, but it was critical 

that I maintained communication with my garment’s audience 

throughout the process, I did this especially with Jess - “The 

overall garment looks very effective in the window display and 

works well with my garment” - as it was important for our 

garments to work together and be unique but complementary of 

each other as sharing the store space. Communication in an 

ongoing manner with test audiences and clients is  part of how 

businesses work with prototype testing and prior to launching new 

products and is an important aspect of any technology practice. 
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 There were many facets to the final purpose of my work. In 

terms of being a product, the outcome was a technological 

display of creativity in line with the culture of WOW and 

representing both my own design identity and the Te Papa Store. 

It’s context was a window display of a static mannequin supported 

by a visual communication of my whole year project.  Because of 

this  I had to take into account many complexities present due to 

this  environment (evidence from practice : Te Papa Store : page 

14). I created a piece that would fit both size-wise, and 

aesthetically, into the window and store space. I was conscious  of 

the depth and height of my garment because the window space 

was quite narrow and I needed to share the space with Jess’ 

garment. The height of the store name on the actual window also 

influenced how I designed my conceptual work, putting more 

detail into the mid area. My solution fits  comfortably into the 

window and on the mannequin. The mannequin was an aspect of 

the situation which created differences in the way I made the 

outcome. I was equally conscious of the fit and the ease of fitting 

when sewing the top and pants. The static and inflexible qualities 

of the mannequin increased my consideration of function and 

ease of use in my garments ( evidence from practice : mannequin 

analysis : page 30). This  influenced my choices of shape and fit, 

maintaining the tailored shape but loosening the fit to 

accommodate the stiffness of the vinyl and how I got the 

components on and off. 

 Each step in my process led to the fitness for purpose: 

choice of techniques, practices and resources. To achieve the 

polish and elegance required of a garment in display I utilised 

quality sewing techniques like bound edges and simple seams, 

and used critical reflection to continuously refine and concentrate 

my design (evidence from practice : sampling : page 18) . To 

ensure stakeholder interest and aesthetic appreciation of my 

product I brought innovation and individuality into the silhouettes 

and materials by playing with the traditional proportion of the 

human body and manipulating objects like makeup pads beyond 

recognition. Using a brief aided me in assessing my work at many 

points to see if it was meeting and exceeding what defined it as 

‘fit for purpose’ for the stakeholder, as a window display, and as a 

wearable art piece. I believe I met all the criteria and exceeded 

many aspects. The idea of my display being a product helped me 

understand its success and acceptability, not just the garment, but 

the whole display including the communication of my process. 

 As a visual addition to the display, a sense of 

developmental time and work can be viewed through the blurb 

and display card of collaged images of my process sections. This 

added to the display and  engaged the passersby as it included 

them in the creation of the display and helped them understand 

my viewpoint and idea base, which naturally intrigued people and 

drew them in. This highlighted the smaller details in my Wearable 

art piece that people may not have noticed otherwise, and gave 

them a more rapid understanding of the theme and meaning of 

my display. 

 Researching the Dieter Rams’ ten principles for good 

design gave me criteria to critique my work on.  I considered all 

principles while designing and analysing my garment. My work is 

innovative in the material efficiency and creative reinventions of 

past techniques. It is  useful in it meeting the stakeholders’ needs 

as a successful, attractive piece of art, and in improving my skills 

and knowledge. It is aesthetice in the balance form and 

silhouettes, and the pleasing use of colour and tonal cohesion. It 

is  understandable as a WOW garment in it taking on the key 

features of the culture and embracing artistic expression and 

professionalism. It is  unobtrusive of the surrounding environment 

and atmosphere due to the consciousness of the social and 

physical environment, and the cohesion between mine and Jess’ 

outfits. It is honest, there are no hidden deceptions  or aspects of 

poor quality and my theme is clearly portrayed in both symbols 

and text. It is long-lasting, it is built to withstand and endure the 

specified environment and is fit to be reused as a display in the 

WHS Fashion technology and Graphis exhibition. It is thorough 

as all details  are given equal attention as the bigger aspects, with 

clean and thoughtful choice of minor techniques (evidence form 

practice : design : page 12). It is environmentally friendly in my 

use of recycled and preserved disposable products. It is  simple in 

the lack of constructional clutter and cohesion in colour and line.

	
 Representing my school and my creative work was an 

adjacent goal for the project, and the publicity and bold presence 

of my ‘school project’ was key in showing Te Papa’s involvement 

with the community. Some positive outcomes from my 

technological work have helped me achieve both of these things. 

Soon after the installation, I was interviewed by a journalist from 

the Cook Strait News and had information about my work 

including photos . This was very exciting as it meant my piece 

reached a far larger audience, and it was a very satisfying feeling 

to have my hard work acknowledged in such a way. This media 

opportunity represented me, my school, and Te Papa in a very 

congratulatory light and confirmed the community’s  appreciation 

of it to me and my client. 

 My work with the 3D printer has garnered attention too, 

because of how I have used it in a unique and different context 
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than it usually is. I now have been offered a chance to be featured 

in a TKI Technology Online article.  I had the opportunity to 

discuss technology as  a subject and my practice and ways of 

working this year when I was invited to attend a Ministry of 

Education Hui to make a presentation as a technology student 

representative and answer questions about this  process. I 

received a very high level of praise with my WOW work and the 

Ministry leader  endorsed my practice and work to the audience 

which was a proud moment for me. This was a fantastic 

opportunity as I again represented my school,  and I was able to 

extend the audience of my work to influential people and leaders 

of Technology from around the country. 

	
 Working with my client and fellow person Jess who I 

shared the window space with was an aspect that was an integral 

part of my practice.  The communication and ongoing feedback 

from these people and the wider stakeholders throughout the 

process was a part of the success and helped make the end 

conceptual solution fit for purpose in the most broadest sense. 

Had I not acknowledged the important nature of this, the window 

and end result of the WOW work would have not been as 

resolved as it was. 

 Heather Palmer, the director of World of Wearable Art, 

gave me feedback after seeing my work on display and felt it was 

well thought through and highly resolved in all aspects big and 

small. This  was a wonderful final compliment that reinforced the 

fitness for purpose of the display as she has seen 25 years worth 

of WOW designs up close and seen designers  summaries and 

presentations through the competition.
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Future Practice Implications & 
Reflective Summation
 This project has  been a huge learning curve for me. Taking 
my fabrics technology knowledge and then translating it into a real 

life situation, took me from student to designer. The WOW scenario 
allowed for enormous creative freedom and encouraged breaking 

boundaries in design.  I seized this  opportunity and produced 
something that I am very proud of, something that will go in my 

portfolio in the future. This  contextually significant experience will 
have many positive influences  on my future practice. I have gained 

practical skills  in techniques like 3D printing, dramatic pattern 
alterations, tailoring, working with vinyl and plastic, and creating 

texture and colour with unconventional materials. This knowledge 
will help me in future when faced with using any of these, but also 

my experience of facing challenges  and solving them within these 
new skills will greatly increase my ability to adapt and be 

innovative. 
 In terms of process-skills  this  project will influence the way I 

work and how I interact with stakeholders. I am now more 
experienced in working with a client and being able to propose 

ideas to them, discuss  specifications and incorporate their needs 
and ideas  into my concepts. This  is a highly valuable skill that is 

transferrable throughout many technological industries, and gives 
me the tools to succeed in any task I am given. I have enjoyed 

working in collaboration with people and picking up new skills and 
knowledge from  them, I feel more confident now in being able to 

seek advice and assistance, and being aware of what I can and 
cannot,  or have not yet learnt to do. 

 This extrapolation and curation of ideas and techniques 
improved the aesthetic and functional quality of my garment, this 

ability to amalgamate advanced my creative thinking and took me 
beyond any mental or environmental confines. In receiving a 

professional critique and feedback from Heather Palmer, who is the 
competition director for World of Wearable Arts, I am encouraged to 

take the skills  and experience of producing a piece for Wearable 
Arts and apply them in the greater scenario of the supreme awards 

competition. Heather wrote, “The student’s attention to detail and 
construction demonstrates great promise for a young wearable art 

designer.” I received similar messages  from Rodney Leong - “I did 
ask Kylie [my teacher] if you were entering the Awards themselves 

as this would make an incredible entry.”  The idea that I could 
expand my creative work to be shown on an international scale 

supports my practices  and constructional ability and gives me the 
confidence to work in such a higher and broader sense.

 In conclusion, creating the wearable art window display for 
Te Papa has been immensely beneficial to developing and 

harnessing my technology skills and practices. Participating in a 
year-long project meant I was able to spend more time on the 

outcome and achieve a more optimal result in both quality and 

concept. The grander scale of the task being a full outfit was a 
good chance to improve my skills  of developing and implementing 

a full design vision. Conceiving the final point of my design, being 
able to communicate that, and then initiating the course of action to 

achieve this was  unique to this huge project. It aided me in 
becoming confident with linking ideas to outcomes and the 

strategies to get between the two. I was able to continuously 
enhance my conceptual solution until it reached its  superlative 

state, sustained improvement and enhancement became a key 
feature of my technology practice and aided the solving of 

constructional and visual challenges. 
 I have gained a unique experience of a real-life opportunity, I 

can take the skills I have picked up during this year and integrate 
them into my future projects and interactions  beyond the classroom 

and in future career pathways. I have demonstrated a high level of 
independence and critical thinking throughout the process  as this 

reflective consideration of factors and their implications helped me 
achieve elegance and optimal sophistication in my practice and end 

result. I have experienced a wider context of stakeholders and 
refining my Wearable Art to suit a variety of complex specifications 

such as  location, theme and cultural expectations, has  extended 
my skills  of producing an outcome. Working with unconventional 

materials  and working within the WOW phenomenon has opened 
up my inventiveness with materials and issues, and has given me 

skills not present in a ready to wear conventional clothing project. 
 I have extended both my practical abilities and management 

abilities which are two coinciding factors that are key to producing a 
successful product, in this  case a garment for display. Utilising 

ingenuity and sophistication was crucial for me to produce a 
product fit for it’s  situation, my skills in refining and synthesizing my 

concepts became highly developed and were key in the creation of 
a garment of finesse. I applied the key competencies  of technology 

consistently in my work to support the success  of my practices, and 
to seamlessly incorporate these skills into my ‘habits’, which will 

benefit my future work. If I had the opportunity to redo any part of 
this experience I may reflect on the technique I used for the quilted 

makeup pads, as this did not live up to the higher level quality of 
the rest of the construction. I would increase the size of the pattern 

for when in use of vinyl, however I would still implement the apron 
aspect of the top as this  balanced out the hip length and added 

conceptual depth by bringing in a symbol of female stereotyping. 
 The serious  opportunity I seized this  year integrated me into 

the design world. I have built relationships with clients  and 
stakeholders, and produced a Wearable Art piece that meets and 

exceeds  the expectations of a professional window display for one 
of the most important destinations in New Zealand, the Te Papa 

Museum and Stores.
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Reflective Summation
In conclusion, creating the wearable art window display for Te 

Papa has been immensely beneficial to developing and 

harnessing my technology skills  and practices. Participating in a 

year-long project meant I was able to spend more time on the 

outcome and achieve a more optimal result in both quality and 

concept. The grander scale of the task being a full outfit was  a 

good chance to improve my skills of developing and 

implementing a full design vision. Conceiving the final point of my 

design, being able to communicate that, and then initiating the 

course of action to achieve this was unique to this huge project. It 

aided me in becoming confident with linking ideas to outcomes 

and the strategies to get between the two. I was able to 

continuously enhance my conceptual solution until it reached its 

superlative state, sustained improvement and enhancement 

became a key feature of my technology practice and aided the 

solving of constructional and visual challenges. 

 I have gained a unique experience of a real-life 

opportunity, I can take the skills I have picked up during this year 

and integrate them into my future projects  and interactions 

beyond the classroom and in future career pathways. I have 

demonstrated a high level of independence and critical thinking 

throughout the process as  this  reflective consideration of factors 

and their implications helped me achieve elegance and optimal 

sophistication in my practice and end result. I have experienced 

a wider context of stakeholders  and refining my Wearable Art to 

suit a variety of complex specifications  such as location, theme 

and cultural expectations, has extended my skills  of producing an 

outcome. Working with unconventional materials  and working 

within the WOW phenomenon has opened up my inventiveness 

with materials and issues, and has given me skills not present in 

a ready to wear conventional clothing project. 

 I have extended both my practical abilities and 

management abilities  which are two coinciding factors that are 

key to producing a successful product, in this case a garment for 

display. Utilising ingenuity and sophistication was crucial for me 

to produce a product fit for it’s situation, my skills  in refining and 

synthesizing my concepts became highly developed and were 

key in the creation of a garment of finesse. I applied the key 

competencies of technology consistently in my work to support 

the success of my practices, and to seamlessly incorporate these 

skills into my ‘habits’, which will benefit my future work. If I had 

the opportunity to redo any part of this experience I may reflect 

on the technique I used for the quilted makeup pads, as this did 

not live up to the higher level quality of the rest of the 

construction. I would increase the size of the pattern for when in 

use of vinyl, however I would still implement the apron aspect of 

the top as this  balanced out the hip length and added conceptual 

depth by bringing in a symbol of female stereotyping. 

 The serious opportunity I seized this year integrated me 

into the design world. I have built relationships with clients and 

stakeholders, and produced a Wearable Art piece that meets and 

exceeds the expectations of a professional window display for 

one of the most important destinations in New Zealand, the Te 

Papa Museum and Stores.


