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•          To CRITICALLY RETHINK EDUCATIONAL PRACTICES   
          IN RELATION TO  CHANGING SOCIAL &  CAREER   
          ENVIRONMENTS THAT GRADUATES WILL INHABIT 
 
 
•         To SIMULTANEOUSLY IMAGINE, CONSTRUCT     
         AND NAVIGATE THIS CHANGING WORLD 
 
 
•         To CONCEIVE, IMPLEMENT + DEVELOP  
         FORWARD-THINKING INTER-/ TRANSDISCIPLINARY           

  INITIATIVES, INTEGRATING : 
 

 - RESEARCH 
 

 - LEARNING/TEACHING 
 

 - STAKEHOLDER ENGAGEMENT 
 

 2007  ~  A FIFTH ELEMENT 

INTERDISCIPLINARY CREATIVE TECHNOLOGIES UNIT 



	
  
 

	
  

ALIGNED WITH AUT STRATEGIC PLAN 
 
•  BEING A UNIVERSITY WITH AN EMPHASIS ON 
INTERDISCIPLINARY AND APPLIED RESEARCH THAT 
ADVANCES PROFESSIONAL PRACTICE AND THE 
SOCIAL AND ECONOMIC DEVELOPMENT OF NEW 
ZEALAND 

 
•   BEING FORWARD THINKING, RELEVANT, 
RESPONSIVE, CONTEMPORARY AND CONNECTED 
 
 
•   BEING THE BEST PLACE TO LEARN IN NEW 
ZEALAND, PRODUCING GRADUATES WHO ARE IN 
STRONG DEMAND 

 
•   SERVING AUCKLAND, NEW ZEALAND AND THE 
PACIFIC, WITH STRONG ENGAGEMENT WITH 
MAORI, PASIFIKA AND NEW SETTLER COMMUNITIES 
 
 
•   BEING INTERNATIONALLY FOCUSED, RECRUITING 
STAFF AND STUDENTS INTERNATIONALLY AND 
INCLUDING THE INTERNATIONAL DIMENSION IN 
OUR TEACHING AND RESEARCH. 



      
 

•   FLAGSHIP AREA(S) FOR GROWTH AND DEVELOPMENT 

•   SPECULATIVE/EXPERIMENTAL DESIGNED TO SEEK OUT OR    
               RESPOND TO NEW POSSIBILITIES 

•   BACHELOR OF CREATIVE TECHNOLOGIES (BCT)  2008 
•   ONE YEAR MCT BY RESEARCH 2009 
•   FIRST PhDs COMMENCE 2010 

 
•   INNOVATIVE / NOT BUSINESS AS USUAL 

NOT JUST REPLICATE WHAT IS ALREADY DONE IN FACULTY 
 
 
 
	
  
	
  

 CURRENT  DIRECTION 
 
 

SOUND	
  BUILDING	
  RYAN	
  SMALE	
  YEAR	
  1	
  2009	
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  PARADIGM	
  TO	
  ADDRESS	
  NEW	
  CHALLENGES	
  
• 	
  	
  	
  AVAILABILITY/CONVERGENCE	
  	
  OF	
  NEW	
  METHODS/TOOLS/INSTRUMENTS	
  
• 	
  	
  	
  VARIETY	
  OF	
  BOTTOM-­‐UP,	
  EXPERIMENTAL	
  APPROACHES	
  BY	
  ACADEMICS	
  RESPONDING	
  TO	
  	
  
	
  	
  	
  	
  	
  ONTOLOGICAL/	
  EPISTEMOLOGICAL	
  SHIFTS	
  OR	
  NEW	
  CAREER	
  OPPORTUNITIES	
  



  

	
  
RELATIVELY	
  FEW	
  ACCOUNTS	
  OF	
  DAY-­‐TO-­‐DAY	
  	
  MICRO-­‐PRACTICES	
  OF	
  
RESEARCHERS,	
  ACADEMICS,	
  LEARNERS	
  WHO	
  ACTUALLY	
  OPERATE	
  
ACROSS	
  EPISTEMOLOGICAL,	
  SOCIAL	
  or	
  PROFESSIONAL	
  BOUNDARIES	
  
	
  



  
SEARCHING FOR  
 
  “…… A NEW EDUCATIONAL 
LANGUAGE …  ORGANISED NOT SO 
MUCH AROUND BLOCKS OF 
KNOWLEDGE AS AROUND MODES 
OF THINKING:   
 

THE DISCOVERY, APPLICATION, 
INTEGRATION AND SHARING OF 
KNOWLEDGE ..…”  
 
 
 
 
 
 
ERNST BOYER AND LEE MITGANG, Building Community: A New Future for 

Education and Practice, 1996:66  
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  Bachelor	
  of	
  Crea4ve	
  Technologies	
   

 
 

	
  	
  	
  Crea%ve	
  Technologies	
  	
  	
  I	
  	
  	
  INFO	
  SESSIONS	
  2008 

Graduates will be ready for a  wide range of careers in the creative 
industries…… 

DESIGN 
Design methods 

Computer-based design 
Multimedia  
Web design 

Digital technologies  
Screen art and animation 

User-centred design 

COMMUNICATION 
Visualisation 

Social networks 
Creative Management  

Audio-Visual 
Interactive environments 
Collaboration + teamwork 

COMPUTING 
Creative Programming  

Mobile technologies 
Networking  

Mathematical modelling 
Digital technologies  

Human Computer Interaction 

ENGINEERING 
Software engineering  

Design /CAD 
Rapid Prototyping 
Smart Materials 

Robotics and Automation 
Project management 

	
  	
  	
  	
  And	
  remember,	
  many	
  of	
  tomorrow’s	
  top	
  jobs	
  haven’t	
  even	
  been	
  created	
  yet	
  ……….	
  



 
 

	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  Bachelor	
  of	
  Crea%ve	
  Technologies 

• 	
   	
  WORK	
  IN	
  MULTI	
  -­‐	
  DISCIPLINARY	
  PROJECT	
  TEAMS	
  

• 	
  UNDERSTAND	
  THE	
  TECHNICAL	
  AND	
  COMMERCIAL	
  CONTEXTS	
  OF	
  THE	
  CREATIVE	
  SECTOR	
  	
  

• 	
  SCAN,	
  SELECT	
  AND	
  COMBINE	
  NEW	
  AND	
  EMERGING	
  TECHNOLOGIES	
  FOR	
  SPECIFIC	
  PROJECTS	
  

• 	
  COMMUNICATE	
  WITH	
  SPECIALISTS	
  AND	
  STAKEHOLDERS	
  FROM	
  DIVERSE	
  DISCIPLINES	
  AND	
  ENTERPRISE	
  LEVELS	
  

	
  	
  

GRADUATES	
  WILL	
  BE	
  ABLE	
  TO	
  ….	
  	
  

	
  

	
  
Monday,	
  March	
  23,	
  2009	
  Performance	
  Day…..	
  	
  
	
  
tweaking	
  robots	
  and	
  making	
  sure	
  that	
  everyone	
  knew	
  what	
  they	
  had	
  to	
  do	
  …...	
  Time	
  flies	
  past	
  quickly….	
  We	
  were	
  first	
  group	
  up	
  ….	
  unluckily	
  for	
  us	
  a	
  couple	
  of	
  our	
  robots	
  decided	
  to	
  take	
  
a	
  jump	
  for	
  freedom	
  off	
  the	
  tables.	
  With	
  five	
  minutes	
  to	
  performance	
  ^me,	
  we	
  quickly	
  rebuilt	
  ……	
  	
  
I	
  couldn't	
  be	
  happier	
  with	
  how	
  it	
  all	
  turned	
  out	
  even	
  with	
  the	
  hiccups	
  along	
  the	
  way.	
  ….	
  The	
  atmosphere	
  was	
  perfect	
  …	
  lights,	
  sound	
  and	
  backdrop	
  all	
  pulled	
  off	
  Even	
  the	
  robots	
  seemed	
  
to	
  do	
  their	
  jobs	
  be`er	
  than	
  expected.	
  I	
  feel	
  we	
  had	
  a	
  great	
  team	
  which	
  made	
  working	
  together	
  fun,	
  which	
  is	
  why	
  I	
  feel	
  we	
  did	
  so	
  well	
  …	
  	
  	
  
	
  
YEAR	
  1	
  STUDENT	
  BLOG	
  	
  	
  h`p://www.crea^vetechnologies.ac.nz/Y1studpage.html	
  



• 	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  PLAN,	
  ORGANISE	
  AND	
  EXECUTE	
  COLLABORATIVE	
  WORK	
  	
  

• 	
  GENERATE	
  IDEAS,	
  CONCEPTS	
  AND	
  ARTEFACTS	
  ENCOMPASSING	
  CREATIVITY	
  AND	
  INNOVATION	
  

• 	
  PRODUCE	
  ELEGANT	
  SOLUTIONS	
  TO	
  PROBLEMS	
  	
  

• 	
  MANAGE	
  TASKS,	
  COLLEAGUES	
  –	
  AND	
  TIME	
  

	
  Bachelor	
  of	
  Crea%ve	
  Technologies	
  

“…	
  The	
  beginning	
  of	
  the	
  project	
  focuses	
  on	
  group	
  discussion,	
  brain	
  storming	
  and	
  problem	
  solving.	
  Talking	
  with	
  others	
  is	
  generally	
  the	
  best	
  way	
  to	
  solve	
  a	
  problem	
  and	
  learn	
  new	
  
skills.	
  I	
  have	
  learned	
  many	
  things	
  simply	
  by	
  talking	
  with	
  the	
  other	
  group	
  members	
  throughout	
  the	
  projects	
  dura^on.	
  From	
  programming	
  to	
  building,	
  concepts	
  and	
  design;	
  discussion	
  
has	
  always	
  been	
  key.	
  For	
  instance	
  when	
  we	
  decided	
  to	
  design	
  three	
  unique	
  robots	
  separately	
  for	
  different	
  func^ons	
  we	
  discovered	
  that	
  this	
  created	
  many	
  technical	
  problems,	
  but	
  
through	
  discussion	
  and	
  brainstorming	
  we	
  were	
  able	
  to	
  overcome	
  and	
  resolve	
  those	
  difficul^es	
  …”	
  	
  	
  	
  
	
  
YEAR	
  1	
  STUDENT	
  BLOG	
  	
  	
  hGp://www.creaNvetechnologies.ac.nz/blogs/yr1/mathew/mathew.html	
  

GRADUATES	
  WILL	
  BE	
  ABLE	
  TO	
  ….	
  



 
 

Bachelor	
  of	
  Crea%ve	
  Technologies	
  	
   

	
  	
  	
  STUDIO-­‐BASED	
  PROCESS	
  AS	
  LEARNING	
  …..	
  

	
  	
  	
  	
  	
  	
  …..	
  ENCOURAGES	
  INTELLECTUAL	
  INDEPENDENCE	
  +	
  CRITICAL	
  THINKING	
  	
  
	
  

	
  
“….	
  I'm	
  quite	
  nervous	
  about	
  this	
  project	
  because	
  the	
  hands	
  on	
  side	
  of	
  the	
  course	
  is	
  not	
  something	
  I'm	
  100%	
  comfortable	
  with.	
  	
  
	
  
I	
  seem	
  to	
  lack	
  some	
  skills	
  to	
  bring	
  my	
  ideas	
  to	
  life	
  using	
  the	
  3D	
  labs.	
  I'm	
  doing	
  my	
  best	
  to	
  see	
  this	
  as	
  a	
  great	
  opportunity	
  to	
  gain	
  the	
  skills	
  I	
  need	
  to	
  be	
  more	
  confident	
  about	
  being	
  hands	
  
on	
  with	
  these	
  projects	
  …..”	
  	
  	
  
	
  
YEAR	
  1	
  STUDENT	
  BLOG	
  	
  	
  hGp://www.creaNvetechnologies.ac.nz/blogs/yr1/chris/chris.html	
  



CREATIVE TECHNOLOGIES STUDIO 1 (30 PTS) 
CREATIVE TECHNOLOGIES STUDIO 2 (30 PTS) 

                               PROJECT-LED INQUIRY 
                                                           9 CONTACT HOURS /WEEK  

            + 
INTRODUCTION TO CREATIVE TECHNOLOGIES RESEARCH (15 PTS) 

PROGRAMMING FOR CREATIVITY  (15PTS) 
PHYSICAL COMPUTING (15PTS)  

MATHEMATICS AND ART  (15 PTS) 

 
 
 
 
 
 
 

  
 
 

 
 

1	
  

            CREATIVE TECHNOLOGIES STUDIO 3 (30 PTS) 
               CREATIVE TECHNOLOGIES STUDIO 4 (30 PTS)  

                         + 
     THEORIES & PHILOSOPHIES OF TECHNOLOGY (15 PTS)  
               ENTREPRENEURSHIP & INNOVATION (15 PTS) 

                         +                    
               TWO ‘RESEARCH CLUSTER’ ELECTIVES FROM 
                           ANIMATION/MOVING IMAGE 
                 SIMULATED/RESPONSIVE ENVIRONMENTS 
                                        SMART SYSTEMS 

                                  EMERGING PRACTICES 	
  

     CREATIVE TECHNOLOGIES STUDIO 5 (30 PT)  
     CREATIVE TECHNOLOGIES STUDIO 6 (30 PTS) 
                                      + 
      2 X RESEARCH CLUSTER ELECTIVE (15PTS) 
              2  X   OTHER ELECTIVE (15 PTS) 	
    

	
  

2	
  

3	
  

HONS	
  

              RESEARCH PROJECT / DISSERTATION  (90 PTS) 
          MAJOR RESEARCH PROJECT -  MAY BE UNDERTAKEN AS     
           SELF-DIRECTED  STUDY, SPONSORED INDUSTRY PROJECT    
           OR AS PART OF STAFF OR FACULTY-BASED RESEARCH  
           PROGRAMME. MAY INCLUDE INDUSTRY PLACEMENT OR 
           INTERNSHIP 
                                                + 
                           RESEARCH METHODS (15 PTS) 
                         SPECIAL TOPICS ELECTIVE (15 PTS) 

STRUCTURE:	
  CORE	
  STUDIOS	
  +	
  OPEN	
  ACCESS	
  PAPERS	
  	
  



RESEARCH-LED LEARNING CLUSTERS  
   UG+PG PROJECT - ORGANISED THEMES REQUIRE  TRANSDISCIPLINARY THINKING 
 

IMAGINED  WORLDS 
CREATIVITY + IMAGINATION AS DRIVERS OF TRANSDISCIPLINARY EDUCATION : MAKE.BELIEVE: ANIMATION: 
MOTION GRAPHICS: GAMING: AUDIO-VISUAL CULTURES: ARTIFICIAL ENVIRONMENTS: CREATIVE VISUALISATION: 
VIRTUAL, AUGMENTED + POSSIBLE REALITIES: PERFORMANCE: STORYTELLING: COGNITION: ANIMATRONICS + 
ROBOTICS: NEUROAESTHETICS: AUDIO_VISUAL: AGENCY: IMAGINED COMMUNITIES: FUTURE STUDIES: DESIGN 
ECOLOGIES :  IMMERSION : RESPONSIVE ENVIRONMENTS:  IMAGINEERING (TM) …… 
S E N T I E N T  C I T I E S 
NEW WAYS OF THINKING ABOUT THE CITY AS A PLATFORM AND METAPHOR FOR COLLABORATION, 
CONVERGENCE, COMPLEXITY + CONTRADICTION: FUTURE SCENARIOS: COMPLEX SYSTEMS: SPATIAL 
ECOLOGIES: TRST PROJECTS: S(T)IMULATING SUPERCITY: HARD/SOFT INFRASTRUCTURES: SUB-URBIA: 6D 
MODELLING: MOBILE + SPATIAL + LOCATIVE MEDIA: SOCIO-SPATIAL NETWORKS: BIOMIMETIC STRUCTURES: 
GOVERNANCE: EVOLUTIONARY SYSTEMS: EMERGENCE: COMPLEXITY: CHANGE + CONTINUUM: SPATIAL 
POLITICS: AGENCIES: SCALE:  MULTIPLICITY:  GPS MODELLING:TRANSPORTATION : UN-PLANNING …………… 
 

T R A N S M O D A L I T Y 
EMERGING PRACTICES ACROSS DIGITAL, ANALOG AND VIRTUAL MODALITIES : PHYSICAL COMPUTING: CODING 
AND HACKING: MULTI_MODALITIES: TIME-BASED: POST-DIGITAL PRACTICES: INTERACTION: HAPTICS: PRODUCTS: 
POST_DISCIPLINARITY: INFORMATION DESIGN: INFORMATION ARCHITECTURE: BRANDING:  INTERACTION 
SERVICES: UBICOM STORYTELLING HEURISTICS SENSORY PERCEPTION: EMOTION: HABIT: EMBODIMENT: 
AFFORDANCE:  PERVASIVE COMPUTING:  WEARABLE TECHNOLOGIES: PERFORMANCE: REALTIME 3D: 
SUPERHUMANISM: ROBOTICS:  VISUALISATION: INTERNET ART: WEB ENGINEERING …………….. 
 

SOCIAL ENTERPRISE  
THE UNIVERSITY, COMMUNITIES AND WORKING PRACTICES AS SITES OF NEW RESEARCH AND PARTNERSHIPS : 
SOCIAL ENTERPRISE: FUTURE STUDIES: EMERGING PRACTICES: NEW PROFESSIONS AND WORK PATTERNS: SOCIO-
TECHNICAL NETWORKS: TRANSDISCIPLINARY EDUCATION: THE UNIVERSITY WITHOUT WALLS: HUMAN DYNAMICS: 
HEALTH SCIENCES: CRITICAL INTERFACES: POST_SECONDARY EDUCATION: GOVERNANCE: DEMOCRATISING 
TECHNOLOGIES: ETHNOGRAPHY INTELLECTUAL ENTREPRENEURSHIP:  NETWORKS:  MULTI-MODAL  DISCOURSE: 
NETWORKED ECONOMIES: PHILOSOPHY: CREATIVE ECONOMIES: POLITICAL ECONOMY OF CREATIVITY: HISTORY 
+ THEORY FOR ART, SCIENCE, DESIGN AND TECHNOLOGY ………… 

APPARATUS FOR CINEMATIC FLANEUR PROJECT YEAR 1 2009  

SOUND BUILDING  ANECHOIC CHAMBER RESEARCH  YEAR 1 2009   
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N E W S  L E T T E R 



THANK	
  YOU	
  



“The	
  appeal	
  of	
  ecology	
  as	
  a	
  conceptual	
  metaphor	
  
[for	
  a	
  research	
  environment]	
  lies	
  in	
  	
  its	
  ability	
  to	
  
focus	
  our	
  a`en^on	
  on	
  a	
  temporarily	
  finite	
  set	
  of	
  
prac^ces,	
  ideas,	
  and	
  interac^ons	
  without	
  fixing	
  
them	
  in	
  place	
  or	
  inves^ng	
  too	
  much	
  cri^cal	
  energy	
  
in	
  their	
  stability”	
  
	
  (Brooke	
  2009:42)	
  

	
  	
  


