Electronic Arts  – SPATIALITY & INTERACTIVITY (Materials of New Technologies) in the Master of Electronic Arts.

Overview

This unit introduces students to a variety of important notions in the analysis of new areas for research. They are not presented in any particular order, and are all interrelated. The intention is that students will consider one topic a week, with week 12 open for discussion/ summary with staff.

SPATIALITY & INTERACTIVITY

Week 1

VR/Immersion/Panoramas

Week 2

Immersive Environments

Week 3

Digital Art/Digital Technologies

Week 4

Architectural exploration of cyberspace

Augumented Realities

Week 5

Spatialization of the Moving Image/Expanded Cinema

Week 6

Multi user environments/Networked Technologies (Rhizome)

Week 7 

Memory Theatre & information Space

Week 8

Cyber Games

Week 9

Interactivity

Week 10 

Materials and Mediums

Physics, Nonlinear Systems, Nanotechnology, Materials Science, Geology, Astronomy, Space Science, global Positioning System, and Cosmology.

Week 11

Materials and Mediums

Biology: Microbiology, Animals and Plants, Ecology, and Medicine and the Body

Week 12

Revision

Open for discussion/briefings.
Assessable outcomes

After undertaking each week’s Primary Reading, the student should produce a response to the topic by applying the notions to an existing human constructed “thing”. This “thing” could be a specific created work of art, a genre, a period in history, a social phenomenon, etc. The response can be in the form of a written journal, or as a creative work. In the case of a written journal, this will be a five hundred word entry per week. In the case of a creative work, it could be a separate weekly work, or a single, larger, evolving work.

In either case, the response has to be recorded in a distributable format for formal assessment ie: a word document, a paper based folio, A DVD, a Website, A CD-Rom, etc.

Week 1

VR/Immersion/Panoramas

Immersion

Overview

Virtual Reality has created issues of embodiment verses disembodiment in the perception of space. These issues have been relevant in the development of current theories of immersive environments. Oliver Grau traces the development of the spaces of virtual reality to European tradition of spaces of illusion such as the frescos of the Villa dei Misteri, Pompeii.  

Virtual Reality is a term coined by Jaron Lanier. VPR Research, Lanier’s company founded in 1983 was first to commercially introduce immersive virtual reality products: a glove device, 1984, head-mounted displays, 1987 & networked virtual world systems, 1999.

Michael Heim suggests that virtual reality is  ‘an immersive, interactive system based on computable information. These defining characteristics boil down to the “three I’s” of VR: immersion, interactivity and information intensity’. (Heim 1998 p 5-6)
The Cave Automatic Virtual Environment (CAVE) - A ready made space for virtual reality works at the University of Illinois, Chicago, 1992

Primary Reading

Grau, Oliver 2003 Virtual Art From Illusion to Immersion, MIT Press, Massachusetts Institute of Technology, Cambridge/Massachusets, ch1

Charlotte Davies: Osmose. by Oliver Grau published in: Virtual Art, From Illusion to Immersion Charlotte Davies: Osmose. by Oliver Grau published in: Virtual Art, From Illusion to Immersion
More

On VR

Origins of Virtualism: An Interview with Frank Popper Conducted by Joseph Nechvatal. 2003

http://www.eyewithwings.net/nechvatal/popper/intervewww1.html
On CAVE

Zhang, Lianne Making Space: Discovering Immersive Art http://www.readbuzz.com/home/index.cfm?event=displayArticlePrinterFriendly&uStory_id=54540a84-66e0-4483-9341-98be81258e78
Charlotte Davies Osmose, 1995 Ephemre, 1998 both are virtual reality immersive environments head-mounted display motion tracking vest

Jeffrey Shaw

EVE, 1993

Jeffrey Shaw, Agnes Hegedus & Bernd Lintermann

ConFIGURING the CAVE, 1996

Week 2

Immersive Environments

Physical & Virtual immersive environments

Overview

Robert Barker was credited for inventing the panorama.  In 1789 he obtained a patent for it and in 1793 opened a two storey Rotunda showing the view of the city in London.  The first Digital Panorama was launched in 1994 with the release of the Star Trek CD-ROM.  The appearance of the panorama in the cyberspace can be seen as a continuation of a project to blur the boundary between the viewer and the image, offering a rendition of space exceeded only by actually ‘being there’.  It also makes possible a visualization of a space that cannot otherwise be accessed.  An impression of the continuous field in VR was initially achieved by the use of QuickTime VR software developed by Eric Chen or alternatively through a process called ‘image stitching’.

Primary Reading

Popper, Frank From Technological to Virtual Art The MIT Press

Covers the development of immersive and interactive media.  He argues that contemporary virtual art moves towards humanization of technology through its emphasis on interactivity

More

Cyberspace

New technologies partially shaped by sci fi writers (‘inform the dream of vr spaces build today’) 1984 Neuromancer by William Gibson. He coined the term ‘cyberspace’ for a data world and network that people could experience as an organic information matrix

Snow Crash by Neil Stephenson

Internet

Public physical space

Interaction

Beyond pointing and clicking open ended information narratives – with fluctuating structure, logic & closure where control over content context and time is shifted to the respective recipient through interaction not often collaborative but participatory

work that requires viewers’ input to exist

Interface

Synonymous with the navigational methods and devices that allow users to interact with Virtual 3d space of a computer program 

ZKM, Karlsruche, Germany

ICC, Tokyo

Ars Electronica Festival, Linz, Austria

Banff New Media Center, Canada

Canon Artlab, Japan

V2, Netherlands

Kit Galloway & Sherrie Rabinowitz

Satellite Arts, 1977

An interactive satellite dance performance

Acclaimed as the first immersive work

‘The project established what the creators called an ‘image as place’, a composite reality that immersed performers in remote places into new form of ‘virtual’ space’

(also from that year: exploration of real time virtual space

Documanta VI, Kassel Germany

Dauglas Davies

The Last 9 Minutes, 1977

Keith Sonnier & Liza Bear

Send /Receive Satellite Network, 1977

Interactive satellite transmission

Newgrange As Immersive Experience:

Reflection on the Experience by joseph Nechvatal - 04/23/1997
http://bbs.thing.net/communicator.thing
Week 3

Digital Art/Digital Technologies

Overview

The advance of digital media has led to speculations that all forms of artistic media will be absorbed into the digital medium via digitisation  or computer processing of images
The increasing/advance of digitisation and computer use for processing and distribution of images concluded in speculation that soon all other forms of artistic media will be affected and absorbed into it. Digital art questions the nature of authenticity of all images

Manipulation and seamless combining of forms characterises it – blurring diffs. between different media.  Digital art similar to montage which has been used in photography, film & video – however it the degree to which it presents the manipulated as actual has been heightened.

Recontextualization through appropriation or collaging as well as the relationship between copy & original, are also prominent features of the digital medium.

Techniques use by Cubists, Dadaists and Surrealists.

Digital Art Installation

Large scale video installations, with multiple projections video works that can incorporate the viewer in the imagery through live capture. Many are aimed at creating environments – various degrees of immersion. 

Range: pieces that strive to envelop the audience in a projected environment to those that immerse them in a virtual world

Immersion – connected to cave paintings and medieval churches.

Site-specific digital installations.

Some common formal aspects of larger scale digital environments are: architectural models; navigational models that explore interfaces or movements

Exploration of the construction of the VR world

Distributed, networked models that allow users to participate remotely in the work

All are concerned with relationship between physical and virtual space

Some artworks try to translate qualities of the 

· virtual world into the physical environment

· others strive to map the physical into the virtual

· others are aimed at fusing the 2 aspects)

Primary Reading

The issues of authenticity, authority and aura.

Lev Manovich http://www.manovich.net/text/Benjamin-Virilio.html
Benjamin, Walter  The work of Art in the Age of Mechanical Reproduction’ 

Digital imaging; photography and print

More

Early experiments in digital image by artist Charles Csuri eg SineScape, 1967

early hist of digitazation: early use of: abstract imagery consisting of formal variations driven by mathematical functions also used for overlaying, blending

eg Nancy Burson Beauty Composites First & Second, 1982

· morphing technique

Lillian Schwartz Mona/Leo, 1987

Composite & collage

Robert Rauschenberg pioneer of collaged multimedia works

Scott Griesbach  Dark Horse of Abstraction, 1995

image – possibilities of manipulation

Scott Griesbach Homage to Jenny Holzer
KIDing  I Love Calpe 5, 1999

akin to advertising

Annu Palakunnathy Metthew  Beyond Satirized Bomb, 1999

Bollywood Satirized: What Will People Think?, 1999

Ken Gonzales – Day Untitled #36, 1996

Patricia Piccinini Last Day of the Holidays, 2001 (synthetic realism)

Digital technologies as a step in the creation to painting, print, drawing:

Carl Fudge Rhapsody Spray series, 2000

Week 4

Architectural exploration of cyberspace

The concept of cyberspace has been up for question in terms of it construction.

However, virtual architecture is that which embodies and expresses values of society in electronic form, using traditional software. Lacking physicality, architecture does not need to be limited as with traditional geographic restraints of traditional architecture. Architecture in cyberspace is accessible via emergent technologies and interfaces.
An early example is Jeffrey Shaw’s Digital installation art which addresses issues of navigation in connection to architecture in his landmark piece The Legible City (1988-91)

Augmentation of physical architecture and virtual memory + narrative

http://www.hitlabnz.org/route.php?r=home
Primary Reading

Transmitting Architecture: The Transphysical City

Marcos Novak http://www.mat.ucsb.edu/~marcos/Centrifuge_Site/MainFrameSet.html
Relational Architecture (the technological actualization of buildings and public spaces with artificial memory)

Rafael Lozano-Hemmer

Displaced Emperors (Relational Architecture #2), 1997

Erwin Redl

Light as structural element

Large site specific installation from LED lights

Shifting Very Slowly, 1998-9

Matrix series (since 2000)

Augumented Realities (10)

Asymptote

Fluxspace 3.0, 2002

Networked multi-user environment

Masaki Fujihata

Global Interior Project, 1996

Intelligent Environments

Architect Marcos Novak – cyberspace as liquid architecture
Ultimate intelligent environment envisioned by Stanislaw Lem in his 1961 novel Solaris (adopted by Tarkovsky and more recently by Stephen Soderbergh)

Project Polar (2000) by Marko Peljhan, Carsten Nicolai & Canon Artlab

Directly inspired by Lem’s novel

Jesse Gilbert, Helen Thornington, Marek Walczyak, Hal Eager, Jonathan Feinberg, Mark James & Martin Wattenberg

Adrift, 1997-2001

A multi location project , mixed realities 3d + actual public spaces, text, sound then projected onto a semi circular screen in a physical location

Knowbotic Research (Yvonne Wilhelm, Christian Huber, Alexander Tuchacek)

depiction of actual locations in a data world

issues of relationship between representation and simulation

Dialogue with the Knowbotic South (DWTKS; 1994-7)

installation of information landscape of Antarctic research

10_DENCIES, 1997-9

Friedrich Kittler, William Mitchell, Edmond Couchot – digital image as simulation

Perry Hoberman 

critically examines interface

Timetable,  1999

Cathartic User Interface, 1995/2000

Bar Code Hotel, 1994

Recombinant Poetics

computer based works exploring various media elements in different  orders & combinations 

Virtual Architecture

Bill Seaman with Gideon May

The World Generator/The Engine of Desire (c1995 – present)

Passage Sets/One Pulls Pivots at the Tip of the Tongue

The Hybrid Invention Generator, c2000

Edmond Couchot – dataspace as symbolic space different to our physical reality

Peter Anders’ essay ‘Anthropic Cyberspace’

Book: Envisioning Cyberspace

Jeffrey Shaw

The Golden Calf, 1994

Week 5

Spatialization of the Moving Image/Expanded Cinema

Digital effects and 3d modelling replacing the recording of reality

The development of new eme

‘The Future of Cinema can be delineated from two sources. One way is the expansion of e-xisting cinematographic methods and codes into new areas. The other way is the convergence of cinema, TV and net. The classical cinema can be defined as collective experience of one fixed stable projector projecting a moving image on one screen in one room. Therefore each change of one of these factors, for example multiple screens, panorama screens, moving projections, different rooms, is already an expansion of the contemporary practises of cinema.

FUTURE CINEMA The Cinematic Imaginary after Film

Curated by Jeffrey Shaw and Peter Weibel


Gene Youngblood, Expanded Cinema, 1970 book

Michael Naimark dimentionalized movies – played a role in creation of the first interactive videodiscs  Be Now Here (1995)

Jeffery Shaw Place, a User’s Manuel (1995)

Both these works combine various media forms (landscape photography, panorama & immersive cinema)

Luc Courchesne

interactive films and portraits

The Visitor – Living by Numbers, 2001

Rafael Lozano-Hemmer

Body Movies: Relational Architecture #6, 2001

interactive portraits in public space (interactive projection environment)

combining trompe l’oeil & shadow play

The following are not installations or large video projections:

Jennifer & Kevin McCoy

Every Shot Every Episode, 2001

How I learned, 2002

video installations where a database becomes a narrative of culture

Interaction through shadows or live video captures

Jim Campbell

Hallucination, 1988-90

interactive video work

Wolfgang Staechle

Empire 24/7, 2001

evolving photographic image recording light and environment changes

Interactive Visual Narratives

hyperlinks, montage & jump cuts

Grahame Weinbren – abandonment of control over an image sequence implies giving up cinema as we know it

Sonata, 1991-3

Toni Dove

digital video installation

Artificial Changelings, 1998

first interactive online feature:

David Blair

WAXWEB, 1993

· a hypermedia version of his movie Wax or the Discovery of Television Among the Bees
concept of databased cinema

Jennifer & Kevin McCoy 201: A Space Algorithm, 2001

software program for reediting Stanley Kubrick’s 2001: The Space Odyssey

Nick Crowe 

Discreate Packets, 2000

combines film with web browser

Flash & Micromedia Director anabled these types of work as well as new wave of animation

Animations Exhibition, 2001

PS1 Contemporary Art Center, NY

Pierre Huyghe & Philippe Parreno

No Ghost, Anywhere Out of the World from No Ghost, Just a Shell, 2000-present

Two Minutes Out of Time, 2000

Alludes to Musamune Shirow’s manga sci fi story Ghost in the Shell
-where a borderless Net world allows augumented humans to inhabit virtual environments

Week 6

Multi user environments/Networked Technologies (Rhizone)

Roy Ascott was one of the first pioneer network artists and visionary. One of  Ascott’s art works in this area was ‘world in 24 hours’ (1982), in which he created a planetary throw of the I CHING. He wrote, ‘computer-mediated networks in my view, offer the possibility of a kind of planetary conviviality and creativity which no other means of communication has been able to achieve. One reason may be that networking puts you, in a sense, out of body, linking your mind into a kind of timeless sea’ (Ascott 1984 p 29).

To the unconvinced, the artist who commits himself or herself to networking as a primary medium is playing with dreams  (Ascott 1984 p 52)
That I would see as the grand aspiration of networking in art, where the art work, the transformations of ‘creative data’, are in perpetual motion, an unending process. In this sense art itself becomes not a discrete set of entities, but rather a web of relationships between ideas and images in constant flux, to which no single authorship is attributable and whose meanings depend on the active participation of whoever enters the network. In a sense there is one wholeness, the flow of the network in which every ideas is a part of every other idea, in which every participant receiver is such that a mirror image is exchanged in which sender is receiver and receiver sender. (Ascott 1984 p 56)
Ascott, R. (1984). Art and Telematics - Towards a Network Consciousness. Art and Telecommunications. H. Crundmann. Vancouver, A Western Front Publication.

Primary reader 

Art and Telematics: towards  a network consciousness 

Roy Ascott
More

Internet

MUDs - one of the early multi user environments on the Web 

(Multiple User Dungeons (or Domains) based on early text based Dungeons and Dragons computer games)

MOOs – (Muds Object-oriented) based on object oriented programming allowing user to build or expand their own environments

Mark Pesce credited as the inventor of VRML (Virtual Reality Modeling Language).   

Mark Pesce & Tony Parisi 

Labirynth (a prototype of a 3d interface for the web, development of language able to translate specific descriptions into 3d scenes)

presented at the First International Conference on the World Wide Web, 1994

Cellphones, PDAs (personal digital assistants), SMS (Secure Message Systems)

Jaap de Jonge, Speakers Corner

15 metre long interactive LED text display at the Media Centre, Huddersfield, England

Graham Harwood & Matthew Fuller

TextFM
Blast Theory GPS (Global Positioning Systems)

tsumani.net (Singaporean based artist collective)

alpha 3.4, 2002

at Documenta XI, Kassel

Virtual worlds

Leading to Second Life. Second Life is a 3-D virtual world entirely built and owned by its residents. Since opening to the public in 2003, it has grown explosively and today is inhabited by 361,388 people from around the globe.
Nanotechnology

Week seven

Overview

Nanotechnology is a term used to describe two different things.  On one hand it refers to the field of science and technology concerned with working at nanoscale (ie miniaturization of technology).  The other meaning, encompasses the concept or manipulating and rearranging of atoms through employing molecular machine systems or molecular nanotechnology MNT.  The term nano comes from Greek meaning dwarf.

The vision of assembling matter atom by atom has been credited to the Nobel winning physicist Richard Feyman.  Although many quantum physicists who were Feyman’s contemporaries were arriving at similar conclusions, it was Feyman’s 1959 essay There’s plenty of room at the bottom that is considered seminal to the conceptualization of nanotechnology.  It took twenty more years before his ideas were beginning to be realized when in 1981, Heinrich Rocher and Gerd Binning invented STM (Scanning Tunneling Microscope) & in 1984 when Sir Harry Kroto, Richard Smalley and Robert Curl discovered the molecule.  While the skepticism about the possibility of creating and reconfiguring matter at an atomic level has not disappeared, the advances made in this area are increasingly shifting the emphasis to the concerns and controversies of its wide applications ranging from medicine to warfare.   

Scientific research in nanotechnology has pushed the limits of objective observation and its interest in synthesized objects crosses over to the area normally of interest to sculptors.

In 2003 the Los Angeles County Museum of Art held an exhibition titled NANO created by an interdisciplinary team of artists, scientists, and humanists led by Victoria Vesna, James Gimzewski, and Katherine Hayles. The exhibition negotiated the perceptual shift required to comprehend the world at nano-scale.
Victoria Vesna, Justine Cooper, Alexa Smith, Ken Goldberg & Karl Bohringer, Felice Frankel, Kurt Kohl, Charles Ostman, Laino Ranta, 

Primary Reading
Feynman, Richard P. 1959 There's plenty of room at the bottom
Drexler K E 1996 Engines of Creation: The Coming Era of Nanotechnology, Forth Estate, London 

Merkle, R Nanotechnology website
Wald, Carol Working Boundaries on the NANO exhibition & de Souza e Silva, Adriana The Invisible Spaces, Hybrid Reality and Nanotechnology in Hayles, N. Katherine (ed) 2004 NanoCulture: The New Technoscience and its Implications for Literature, Art, and Society, Intellect Books 
More

on nanotechnology and art

Frankel, F 1991 On the Surface of Things, Images of the Extraordinary in Science, Chronicle Books 

Gimzewski, J & Vesna, V The Nanosyndrome: Blurring of fact & fiction in the construction of a new science
Smith, A Editorial Introduction, YLEM, March/April 1997, vol 17:4 

on nanotechnology 

e-dexter.com
Foresight Nanotech institute
Hein, Brad Nanotechnology Site 

Peterson, Christine L. Nanotechnology: From Feyman to the Grand Challenge of Molecular Manufacturing
Pescovitz, David 1999 Be There Now: Teleprescence Art, Flash Art Magazine, Vol. XXXII, #205, March - April 1999, pp. 51-52.

Jie Han, Al Globus, Richard Jaffe & Glenn Deardorff Molecular Dynamics Simulation of Carbon Nanotube Based Gears

Fullerine Gears - a nano-machine was developed with nano-technology by NASA based on this paper.

links to e-books on nanotechnology 

more links
on Voltaire and literary imagining of nano-space

Voltaire 1739 Micromegas

Memory Theatre & Information Space 

Week eight

Overview

The idea of interactivity usually associated with the computer, video games and new technologies has a much longer history. An old mnemonic technique of the memory theatre, which can be dated to Cicero 2 century BC, outlines the basic concept of information space and architecture.  

Memory Theatres were popular since the Roman times through the Middle Ages and further developed by neoplatonists during the Renaissance.  Giulio Camillo’s (1480-1544) Memory Theatre is a well known example of this, even though it was never fully realized.  

Memory Theatres acted as storage spaces of memory or thought, navigated through and explored in the imagination.  They worked on the principle of association of desperate elements to construct a narrative and train the memory.  It was a dream of a total encyclopaedia and a model of spatial arrangement of knowledge, which heavily impacts on the recent approaches to spatial knowledge organization in computing.
Agnes Hegedues, Toni Dove, Judith Barry & Brad Miskell, 

Primary Reading

Dove, Toni 1994 Theater Without Actors: Immersion and Response in Installation, Leonardo, vol. 27, no. 4, p281-287
Matussek, Peter The Renaissance of the Theater of Memory
Method of loci
Malloy, Judy (ed) 2003 Women, Art and Technology, The MIT Press, Cambridge/London, Massachusetts/UK
More

B7 (1) Library, Map, City: Spatial Models of Knowledge
Bredekamp, Horst 1995 The Lure of Antiquity and the Cult of the Machine, M Wiener Publishers, Princeton 

Eco, Umberto 1988 An ars oblivionalis? Forget it!, PMLA 103, p 254-61
Engel, William, E 2001/2002 What’s New in Mnemology, Connotations 11.2-3, p 241 - 61

Giuilo Camillo (1480 – 1544)

Giulio Camillo e il Teatro della Memoria
Maguire, Matthew 1986 The Memory Theatre of Giulio Camillo
Matussek, Peter The End(s) of Intertextuality
Recollecting "The Mysterious Flame of Queen Loana," a novel by Umberto Eco
Yeates, Francis A The Art of Memory, Chicago Uni Press, Chicago

Physical Science and Art

Week nine

Overview

The challenges of conceptualizing space, time and matter, has shifted considerably since the 19th Century.  As the interest of physical science focused on things that can not be observed with the naked eye, because of its scale or velocity, it has become increasingly dependant on instrumentation and theory to verify the reality of the physical world.  It’s importance has declined and it has moved closer to the idea of constructed realities, investigated by cultural theorists.  This has placed it in a closer proximity to contemporary art, which steered right away from the big questions paused by physicists.

Now that the nature of what is seen is questioned in science, as is the way in which scientists construct knowledge, some artists have taken on physical science as the focus of their practice.  There is a shared interest in non linear dynamic systems, chaos, the world of dynamics and unpredictable behavior, as well as complexity, the study of large scale systems. This includes astronomy, cosmology, space science, epistemology, natural phenomena, geology, water, solar energy, materials science, rapid prototyping and GPS.  

Ken Goldberg, Shawn Brixley, Ned Kahn, Peter Richards & George Gonzales, Paul DeMarinis, Stephen Wilson, Michael Brown, Paul Sermon & Andrea Zapper, Sally Weber, Lewis Alquist, Stephen Pevnick, Michael Redolfi, Pamela Davies, Taylor Column, Anthea Tacha, Yuki Sugihara, JoAnn Gillerman & Rob Terry, Ken Goldberg, Randall Packer, Wojciech Matusik & Gregory Kuhn, Walter De Maria,

Gene Cooper, SolArt Global Network, Robert Mulder and Kristi Allik, Arts Catalyst, Norman Tuck, David Durlach, Heather McGill & Stan Axelrod, Bill Parker, Jean-Marc Philippe, Richard Lerman, Ted Krueger, Evelyn Rosenberg, Ronald Warunek, Michael Rees, Eva Wholgemeuth, Tom Longtin, Stewart brand, Pierre Comte, Tom Van Sant; Joe Davies, Arthur Woods, Jean-Marc Philippe & Richard Clar; Arthur Wood, Kitsou Dubois, Michael Heivly, Jean-Marc Philippe, Steven Hartzog, Ian Mott, Masaki Fujihata, Teri Rueb, Andrea Wollensak, Andrea Di Castro; Tom Bonauro, John Randolph & Bruce Tombs; Stephen Schemat
Primary Reading

DeLanda, Manuel Nonorganic Life in Crary, J & Kwinter, S Incorporations
Exploratorium Art & Science Museum Turbulent Landscapes 

Malina, Roger 1998 Real Science and Virtual Science, Ylem Newsletter, no 6, May/June 

More

Capra, Fritjof Tao of Physics (alternative physics)

Comte, P 1987 Leonardo in Orbit: Satellite Art, Leonardo 20:1

Dick, Steven Other Worlds: The Cultural Significance of Extraterrestial Life Debate
Fujihata, M Proposal of Impressing Velocity
IIT Research Institute Introduction to Rapid Prototyping
Kauffman, Stuart
National Academy of Sciences Cosmology Questions
Matrice Technology
Mind into Matter
Penley, C NASA/Trek: Popular Science & Sex in America
Project Taos
Rueb, T Trace: A Memorial Environmental Sound Installation
Schlain, Leonard Art and Physics
Sensitive Chaos, ICC 
Space and the arts, Leonardo, links 

TerraVision
Wollensak, A GPS Project
Woods, A Art & the New Millenium
Woods, A History of Space Art
Cyber Games

Week ten

Overview

Gaming has become a multibillion-dollar industry, superseding the film industry as the top entertainment, and whether or not the debate over its validity as an art form is resolved, it is here to stay. Cyber games come in different genres: strategic, shooters, god games and action/adventure. Earliest examples of games, like the Dungeons and Dragons, were text based.  Spacewar! is generally considered to be the first computer game, developed by Stephen Russell in 1962.  However the first commercially available game was Pong, released by Atari in 1973.  Since the 90s multiplayer games like Doom were introduced.  This change was theoretically driven and happened nearly a decade after the technology of networked home computers was already in place.

The history of the development of gaming runs parallel to that of the development of the computer, and because of the lucrative status cyber game industry enjoys, most advances in the 3d technology comes from there.

Mary Flannagan, Warlpiri Media Design, Toshio Iwai, Stephan Eichhorn, Tjark Ihmels, KP Ludwig John, Michael Touma, Otto Mopps, Webster Lewin, Bill Barminski, Jerry Hesketh, Juttz Kirchgeorg, Youn H Lee, Jaques Servin, Paula Levine, Open Source Media Art Project, Timothee Ingen-Housz, Ben Benjamin John F Simon, Peter Broadwell & Rob Myer, Scott Sona Snibble, Natalie Bookchin, John Klima, Cory Arcangel, jodi, Feng Mengbo; Ann-Marie Schleider, John Leandre & Brody Condon;  
Primary Reading

Graham, Beryl Serious Games exhibition link
Flanagan, Mary The Sky is Falling: Why are Virtual Worlds so Desolate? 

Game Theory 

More

Art of Computer Game Design - Chris Crawford - online book 
Artificial Zine (Denmark)  essays on games 
Bit Forms show
Digital Games Research Association
Digital Performance archive
Gamasutra game development site 

Game Developer's net
Gamelab - independent game developer 

Game Over show
Game Studies Journal
GameOn - UK exhibit on history of computer games  

Henry Lowood course in game design with links  

Holopainen, Jussi & Meyers, Stephan  Neuropsychology and Game Design  

Juul, Jesper Clash between game and narrative 

Kim, Amy Jo Ritual Reality: Social Design for Online Gaming Environments
Mnookin, J Virtual(ly) Law: The Emergence of Law in LambdaMOO
Roberts, Hedley Interactive Game Design Course examples of Director based work & theory

Schneider, Ann Marie  Does Lara Croft Wear Fake Polygons? 

  

 

Bioart/Moist Reality

Week eleven

Overview

Whereas historically Art and Biology conjured up images of detailed artist studies of fauna and flora now artists work directly with living material.

1959 Aromoarama for Behind the Great Wall film, 1960 A scent of Mystery used the Smell-o-vision system, 1981 Odorama scratch and sniff cards for Polyester, were early attempts to integrate smell and entertainment that never really caught on. Recent developments in the areas of bio-technology and chemistry have accelerated an interest in exploring senses other than sight. Developments in biosensors have very wide application, from watches that read blood level to fertility bras. Bio-identification and bio-surveillance or biometrics (verification of identity based on physiology or behaviour of that person) have obvious security and law enforcement applications.  

Science and technology enabled us to observe, transform and manipulate bodily functions.  New body imaging technologies like CAT & PET, MRI opened up new view of the body. Bionics enables creation of new hybrids between human and machine. Although tissue to material interface is still to be overcome, the creation of separate bionic components is a possibility. While this field of research has potentially great medical implications, it is also a field ridden with ethical problems.   Artists practicing in the field of biological and medical research can engage in deconstructive analysis, the analysis of practical and ethical implications as well as in the experimentation of ‘live’ materials.

Stelarc, Christa Sommerer & Laurent Mignonneau, Patricia Piccinini, Oron Catts & Ionat Zurr, Eduardo Kac, Critical Art Ensamble, George Gessert, Oron Catts and Ionat Zurr, Marc Quinn, Heather Ackroyd and Dan Harvey, Suzanne Anker

 HYPERLINK "http://www.c-ebener.de/Byte.html" 
,  Christopher Ebener & Uli Winters, Joe Davis, Jon Tower, David Kremers, Knut Mork, Cultural Terrorist Organization, David Goodsell, John Dunn & Mary Anne Clark, Gail Wight, Gary Schneider, Kevin Clarke, Sonya Rapoport, Gina Czarnecki, Thomas Grunfeld, Simon Robertshaw,  Michael Spano,  Newton Harrison, Richard Lowenberg, Athena Tacha, Ken Rinaldo, Hubert Duprat, Tony Bellaver, Carsten Holler, Marc Bohlen, Leif Brush, Eric Samakh & David Rokeby, Przemyslaw Prusinkiewicz, Demitri Terzopoullos, Louis Bec, 
Peter Weibel, organisor of the 1993 Ars Electronica
Primary Reading

Czeglady, Nina Intimate Perceptions
Langton, Christopher 1989 Artificial Life 
Kac, Eduardo Transgenic Art, originally published in Leonardo Electronic Almanac, Vol 6, No 11, December 1998
More

on bioart & technology

The Arts Catalyst 
Ars Electronica Life Science 1999 & Next Sex 2000

Coakley, J 2004 Welcome to the World of BioArt, the Space ABC Arts Online

Critical Art Ensamble The Coming of Age of the Flesh Machine, in Druckrey, T (ed) 1996 Electonic Culture.  Technology and Visual Representation, Aperture, NY,  pp 390-403

Gessert, George  A History of Art Involving dna
Grau, Oliver 2003 Virtual Art: From Illusion to Immersion, The MIT Press, Cambridge/ Massachusetts, London/England, ch8

BioTech Hobbyist Magazine
Joy, Bill Why The Future Doesnt Need Us 
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