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Creative Technologies

Eine Version in deutscher Sprache gibt es hier.

At the Department of Electrical Engineering and Computer Science at Münster University of Applied Sciences,
Creative Technologies is understood as a field in which design, technology, computer science, and engineering
come together. Not as separate areas, but as parts of the same process. An idea is not designed first and
technically implemented afterwards. Design and technology develop together and influence each other from the
beginning.

Creative Technologies is therefore not tied to a specific medium. It can be about a website, an interactive
object, an installation, an interface, a robot, a spatial experience, or an application using artificial intelligence.
What matters is less the medium itself than the way of working. The starting point is often an observation, a
problem, or a question. From there, ideas, sketches, and concepts are developed and tested as early as
possible. Things are built, programmed, tested, discarded, and improved. Theory and practice are closely
connected throughout the process.

Making plays a central role. Sketches, models, code, and prototypes are not only used to present finished
results. They help to understand and develop an idea in the first place. An early prototype can be rough and
unfinished. Its purpose is to show whether something works, where problems appear, and which direction might
be worth exploring further.

This is where media design and media technology meet. Design deals with perception, communication,
interaction, narrative, and visual form. Technology provides the means to turn these ideas into working
systems. Software, electronics, sensors, microcontrollers, cameras, displays, projections, loudspeakers, or
networks can be just as important as typography, graphics, sound, film, or animation.

The field is therefore broad: creative coding, software development, physical computing, embedded systems,
digital fabrication, web technologies, artificial intelligence, computer vision, computer graphics, or extended
reality. These technologies are rarely used in isolation. What becomes interesting is how they are combined with
established media and design methods. An interactive exhibition, for example, may connect space, storytelling,
interface design, sensors, projection, sound, and software. Another project might be an object that senses its
environment and responds through light, sound, or movement. Other outcomes can include data-driven
visualisations, wearables, web applications, or experimental AI systems.

This requires a basic understanding of computer science and engineering. Creative Technologists do not need to
be specialists in every technical field, but they should understand how systems work, what they can do, and
where their limits are. At the same time, a technically functioning solution is not enough. It also matters how it
is used and perceived, who it is designed for, and in which context it operates. Technology is not treated as an
end in itself.

Creative Technologies also means being able to translate between different disciplines. Projects may bring
together design, computer science, electrical engineering, media production, research, or cultural practice. Each
field has its own methods, terminology, and ways of thinking. Connecting these perspectives is a central part of
the work.

A critical view on technology is equally important. Not everything that is technically possible is automatically
meaningful. Questions of sustainability, accessibility, privacy, social impact, and responsibility are therefore
understood as part of the development process. Especially in areas such as artificial intelligence, connected
systems, or computer vision, technical and societal questions are closely linked.

At the same time, Creative Technologies has a strong experimental character. Not every project starts with a
known solution. Sometimes it begins with a technology that needs to be explored, an unusual combination of
systems, or simply an open question. This can lead to applications, research prototypes, installations, or
speculative concepts. Innovation is understood in a similarly broad way: it can mean using existing technologies
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differently, combining familiar systems in a new way, or approaching a problem from another perspective.

The professional fields are correspondingly diverse. Creative Technologists can work in design and digital
agencies, development departments, research institutions, museums, cultural organisations, start-ups, or
technology companies. Their work may range from interface and experience design to interactive installations,
spatial media, physical computing, Creative AI, smart environments, wearables, or new digital products.

Within the Creative Technologies degree programme at the Department of Electrical Engineering and Computer
Science, this way of working is developed step by step. The programme starts with foundations in design, digital
media, media technology, and programming. Later, topics such as physical computing, electronics, interface
design, mathematics, artificial intelligence, web development, and computer graphics are added. In the project
modules, these areas come together again and are applied in students’ own concepts, experiments, prototypes,
and systems.

Creative Technologies is therefore less a clearly defined discipline than a way of working: asking questions,
understanding contexts, developing ideas, exploring technologies, building things, testing them, and improving
them. Design and technology are not separate worlds. Their connection is what defines Creative Technologies.

From:
https://wiki.ct-lab.info/ - Creative Technologies Lab | dokuWiki

Permanent link:
https://wiki.ct-lab.info/doku.php/creative_technologies?rev=1789911051

Last update: 2026/09/20 13:30

https://wiki.ct-lab.info/
https://wiki.ct-lab.info/doku.php/creative_technologies?rev=1789911051

	Creative Technologies

