Interactive Art and Media Design
Grossmont College; Fall 2014
T/TH 12:30 - 3:20 Building 20 - Rm 105
Instructor: Curtis Bracher
Email: teach@curtisbracher.info - please use this email for ALL out of classroom
communication. Always include Art 172 in the subject line.
Office Hours: After Class, by Appointment.

Course Description
This interdisciplinary course is an introduction to Interactive Media as the digital integration
of art, video, graphics, sound, and music for design and production in art, communications,
entertainment, science, engineering, architectural and industrial applications. Through the
integration of historical studies, theory and practice, students will address issues central to
interactivity in art-making and design.
Students will engage in projects that incorporate a variety of digital media and emerging
technology strategies. This course includes an overview of simple 2D graphics and motion/
animation, digital still-image processing, digital sound generation, and the production steps
involved in live, immersive interactive multimedia.

The class will include some study and practice of content creation tools such as HTML/CSS,
Photoshop, Illustrator, After Effects, Processing, and the Arduino Computer Language. It is
important to understand that this is not a class for any specific computer program or tool.
Tutelage with these programs will be brief and limited to the project at hand. It is expected that
you will dive deeper into these tools after this introduction. Other digital programs used in
Interactive and Immersive Environments will be discussed within each section.
Emphasis throughout the class is placed on the interactive, collaborative, and responsive
creative process: Idea generation, prototyping, testing and completion of interactive media
works.
An important part of understanding contemporary media is a mastery and refinement of
perceptive, expressive and critical-thinking skills. The class will thus incorporate a theory
research and writing component, in addition to hands-on tutorials, demonstrations, lectures,
discussions and critiques. The final project will include collaboration within a professional design
team context.

Learning Objectives
The student will:
1. Demonstrate knowledge of the multifaceted communication between
people and technology and its applications in Contemporary Art and Design.
2. Through the integration of historical studies, theory and practice, students will address
issues central to Interactivity in art-making and design.
2. Evaluate interfaces for usability
3. Apply the Principles of Design to simple time-based interactive, visual and
audio experiences. Analyze/Understand the requirements of a given problem.
Develop an acceptable design solution.
4. Learn appropriate laboratory procedures to author basic interactive
experiences.
5. Analyze interactive works using the vocabulary of the elements and principles of
design to analyze contemporary practice in interactive design and art making including
lens based, time-based, on screen, sound and physical computing and immersive
environments within the contexts of art, business and marketing, design, gaming,
interactivity, physical space as well as the forum of the web.

Methods of Instruction and Evaluation
There are a variety of methods and events planned for the instruction of this class. The list
includes, but is not limited to: Lectures, Presentations, Demonstrations, Technological and
Creative Exercises, Research - both live and involving the Web (Google is a Verb), Individual
Instruction, Collaborative Projects, Group Critiques and Discussions, Outside-of-Class
Assignments,
As this is an Art class and, in striving for objectivity and fairness, I will use many methods of
evaluating Student Performance.
(1)
(2)
(3)
(4)
(5)
(6)
(7)

Ongoing assessment of student’s learning through group discussions.
Group critiques and evaluation of individual projects.
Individual conferences.
Objective written examinations.
Evaluation of outside-of-class assignments.
Ongoing Evaluation of in-class Participation
Evaluation of Final Project.

Important Dates and School Policies
Important Dates

Last day to add/drop class: Aug 29. Labor Day: Sept 1. Last day to drop class with a “W”: Nov.
7. Veterans Day: Nov. 11. Thanksgiving Break: Nov.27-28th. Dec 4th, Last day of classes. Class
Final: Dec 9th. Grades Due: Dec 18th.

Academic Honesty Policy

Students will be expected to adhere to standards of academic honesty and integrity, as outlined
in the Student Academic Honesty Policy. All written work and oral presentation assignments
must be original work. All ideas/material that are borrowed from other sources must have
appropriate references to the original sources. Any quoted material should give credit to the
source and be punctuated with quotation marks.

Students are responsible for honest completion of their work including examinations. There
will be no tolerance for infractions. The instructor reserves the right to discipline any student
for academic dishonesty, in accordance with the general rules and regulations of the College.
Disciplinary action may include the lowering of grades and/or the assignment of a failing
grade for an exam, assignment, or the class as a whole.
Incidents of Academic Dishonesty will be reported to the Department Chair and, possibly, the
Dean of Students. Sanctions at the College level may include suspension or expulsion from the
College.

Disabilities Statement - ADA
Accommodations for Students with Disabilities: Students with disabilities who may need
accommodations in this class are encouraged to notify the instructor and contact Disabled
Students Programs and Services (DSP&S) early in the semester so that reasonable
accommodations may be implemented as soon
as possible. Students may contact DSP&S in person in room 58K in the modular village or by
phone at (619) 644-7112 or (619) 644-7119 (TTY for deaf).
DSP&S is located in the modular village room 58K.

Classroom Behavior

As this is a participatory class, please keep a considerate attitude throughout the semester.
Consider the classroom a safe space, worthy of your respect.
Disruptive behavior includes (but is not limited to): making/receiving cell phone calls, leaving
and returning for reasons other than an emergency, repeated tardiness, sleeping, argumentative
attitudes, doing other homework or any other extraneous activity in class.
Despite their importance to our daily lives, please limit your cell phones or other electronic
devices – e.g. Ipads - usage to class-based activities.
You will be asked to leave, and thus considered absent, if you ignore these basic considerations.
Disruptive behavior will be defined and dealt with in terms of the policies of Grossmont College.

Mac Lab 20-105 — General Classroom Rules:
• No food or drinks in the classroom. If a beverage contains a top then you may place it
on the floor near your computer
• Students must supply all of their own file storage devices
• Absolutely no external software
• Copying software from the school computers is illegal and will not be tolerated
• No listening to personal music during class until instructed you can do so
(Head phones at that time need to be used)
• Access to the internet for personal use during class time is prohibited
• Wacom tablets and pens have to be checked out at the front desk with ID
• Cell phones should be turned off in the classroom
• Before printing in color, students must make a black and white printout and then get
instructor approval before proceeding
• Students should make a folder with their name on it inside the Thawspace/Drive/Last
Name folder at their work station. This folder should be used to store your work during
class time. It is probable that files in this folder will be erased or altered outside of class
time.

Class Participation
A student’s participation, in the form of consistent attendance, contributions to class
discussions and completion of course assignments, is required and essential to a
successful learning experience.
Attendance is required in all Grossmont classes. In each class, attendance is tied to specific
learning outcomes as well as to course grades. Any absence will affect your ability to complete
coursework successfully. Students critique and evaluate each other’s work in class and it is
essential for your progress and learning experience to be present to do so.
Non-attendance (considered non-participation) will result in a lower grade. Scheduled tests,
the mid-term and or the Final are weighted as two absences. I will take attendance at the end
of every class with a sign-in sheet.
Lack of Attendance, considered as non-participation, results in:
Three absences lowers final grade one grade.
Four absences lowers final grade two grades.
Five absences lowers final grade three grades.
Six absences lowers grade automatically to an F.
You are considered absent if:
You miss class, habitually arrive late, or leave early.
You are not working during class.

It is crucial that you attend each class meeting at its scheduled starting time and be ready to
work. Habitual tardiness and/or absence will detrimentally affect your learning and progress
in the course.
In most cases, lecture and project materials will be delivered at the start of class. It is
very important that you are there on time, and ready, so that you know what is expected from
each project or idea covered. Lecture material will not be repeated.

Lecture material will not be repeated, neither in class nor by email.

In-Class Participation
Students are required to participate in class projects. These projects are designed to help
facilitate students understanding and appreciation of the various techniques and processes of
interactive design. This is not busy work. If you put forth the effort and complete the project,
you will do well.
Students are required to stay and work for the duration of the class time. If you finish an
assignment early, use the remaining time to improve your skills coding or designing on the
computer. Arriving late and/or leaving early will count as missed time for participation. Students
who do not participate will have as many as 10 points deducted per class.

Class Assignments on Blackboard
Handouts and other materials will be available on the class Blackboard page.
You are enrolled in a Blackboard account after the first day of class. This schedule and the
assignments might be changed as the course progresses. Additional readings or assignments
might be added. It is your responsibility to check Blackboard regularly for these additions
and changes.

Late Assignments
Late assignments are never accepted at full credit. You must turn in a fully completed
assignment to receive partial credit. Make-up assignments for excused absences (severe
emergency, notified in advance) will be on a case-by-case basis but will not be available for the
scheduled tests, critiques, midterm and final.

Office Hours
As class time is for developing your current projects, please schedule an office hour visit if
you have any questions about class participation.

Grading
Grades will be determined by participation, understanding/exploration of concepts,
creativity and completion of assignments.
Assignment of the grade breaks down as follows:
10%
10%
15%
55%
10 %

Tests and Quizzes on reading material - 120 points
Mid-Term Research Paper - 120 points
Class Participation (Includes Attendance) - 150 points
Class Projects -500 points
Final Presentation - 120 points

These tests/projects are necessary for the establishment of the visual / critical vocabulary that is
needed in order to communicate ideas effectively in class, in assigned papers, and in the art
world at large.

Required Text
There is no required text.

As you will be required to buy an Arduino Sensor kit, there is no required text.

Required Reading

There is no required text. However, each assignment will be accompanied by a number of articles
and books suggestions, some of which will be required reading. All required readings will be
noted and posted on on-line thru Blackboard and/or delivered in-class. Additional readings will
be added as the course progresses.

SUGGESTED Reading List:
Partial, and by no means complete, reading list to get you thinking Interactively:
Wardrip-Fruin, Noah and Nick Montfort, ed. (2003). The New Media Reader. The MIT Press
Chion, Michel. Audio-Vision. Sound on Screen. Columbia U Press, NY. 1990
Stern, Nathaniel. Interactive Art and Embodiment. Glyphi Ltd Press. UK. 2013
Kwastek, Katja. Aesthetics of Interaction in Digital Art. MIT Press, Cambridge. 2013
Vannevar Bush, “As We May Think”
Theodore Nelson, “A File Structure for the Complex, the Changing, and the Indeterminate,”
“Six Selections by the Oulipo”
Marshall McLuhan, The Medium Is the Message,
Raymond Williams, Technology and the Society,
Gilles Deleuze and Felix Guattari, A Thousand Plateaus,
Lynne Hershman, “The Fantasy Beyond Control”
Lev Manovich, The Language of New MediaHistory, Theory, Technology and Art Theory Topics
Hayles, How We Became Posthuman
Roy Ascott Telematic Embrace: Visionary Theories of Art, Technology, and Consciousness (Ed.) Edward A.
Shanken. Berkeley: University of California Press. 2003
Sarah Cook, Verina Gfader, Beryl Graham & Axel Lapp, A Brief History of Working with New Media Art Conversations with Artists, Berlin: The Green Box, 2010.
Oliver Grau (Ed.) MediaArtHistories. Cambridge, Massachusetts: The MIT Press/Leonardo Books. 2007
Mondloch, Kate. Screens: Viewing Media Installation Art. Minneapolis: University of Minnesota Press, 2010
Bolter and Grosin, Remediation: Understanding New Media
Don Dellilo Americana, Cosmopolis, The Day Room, End Zone, Libra, Mao II, The Names, Ratner’s Star, The
Running Dog, Underworld, White Noise, Valparaiso
History, Theory, Technology and Art Theory Topics covered:
Digital Media Culture.
History of Cinema/Video/Digital
Digital as meaning Process/ Works
Human/Computer Interface Theory
Artificial Intelligence
Artist and Technology as Relationship
Motivations for Interactivity
Interactivity as Epistemological - Play theories, Collaboration Theories
Breathing Buildings - Interactive Architecture
HyperText, Narrative Fiction theories

Required Materials
Arduino Sensor Kit
You will be required (no exceptions) to buy a Starter Pack Arduino Sensor Kit
(~$60-$80) to complete the fourth and final project. You have until Nov. 7th to save for this
class expense. The kit is available from a variety of places but as with everything else, you get
what you pay for regardless of the hype. Cheaper is NOT better. Cheap is usually missing/have
wrong parts, might not include the proper micro-controller and or just plain won’t work. Knockoffs will not be accepted.

Good: Adafruit ARDX - UNO R3 Experimentation Kit
Best: The Arduino Starter Kit (Official Kit from Arduino)

Sketchbook
This sketchbook can take many forms, including webspace (an example would be Pinterest Secret Boards) The requirement is simply that you have a place to develop and store your
visual ideas.

Digital Camera with Video Capabilities
At minimum, this can be Smart Phone if it has at least a 8 MP camera.

Large Flash Drive - 8 or 16 GB minimum
Graphic files can be large, so this time, bigger is better.

CLASS OVERVIEW
Four Projects based on various concepts of Interactive Media Design
Each project includes a number of appropriate exercises, conceptual mapping and production
based skill building. Testing will be based on vocabulary, concept expansion and applicationlanguage development.

Data Visualization - Augmented Reality
Design timeline as a Responsive Web Page . Turn Static Visual into
Interactive Web Graphic.

Interface Design- Wearable Experiences
Design a Wearable/Personal Interface - Mock-up

Research Paper - User Interface Design
Research your material, usage and design. Turn in assignment as
Kickstarter Campaign

Interactive Projections - Responsive
Video
Script, Shoot, Edit and Project a Reactive Video into Small Scaled Space.
Build Tableau Vivant

Sensoriums - Interactive Immersive
Experiences - Sensor Control
Interactive Immersive Environments - Sensor Control Basics

Culture Jamming - Political and Social
Collaboration in Interactive Media
Build a collaborative “situation” - Culture Jamming - Interaction in social/
political space

project 1

1

Data Visualization - Responsive Web
Design

project 1

Data Visualization
Interactivity as Relation.
Seeing Relationship Experience Interaction as Abstract Pattern

part 1

Design an Interactive Artist Timeline for the
Tate Modern
Design Visual Relationship between artists and time
Relationship between Objects and Space.
Visualization or Seeing Abstractly, Symbolically, Conceptual
HyperText - Choice as Perception
Big Data Knows where you are….Control/Privacy/Moral
Research - Moving around on Timeline - Models for Time and Space
Sense-Making- Developing Complex Patterns of Information

Illustrator Basics - Shape Building - Trace Window - Layering
Photoshop Basics - Selection with Content Aware - Adjustment Layers

part 2

Design timeline as a Responsive Web Page . Turn
Static Visual into Interactive Web Graphic.
UX Professional possibilities
Discuss Design Principles - Scale, Rhythm, Unity, Visual Weight, Value.
Gestalt Principles such as Continuance and Closure
HTML5/CSS3 Basics
CSS3 Interactive Animations
Walk thru - HTML App Development as a PhoneGap Build (Adobe)

Augmented Reality Discussion.
Blended Space. 2D vs 3D Perception. Virtual vs. Real. Augmented vs.
Virtual Reality. Browser Model as framing context, experience.

project 2

2

Interface Design- Wearable Experiences
Augmented Reality
Designing with Dynamic Content

part 1

Design a Wearable/Personal Interface - Mock-up
Personal/Social/Cultural Space as Interactive Experience
User interface Design Considerations
Nanotechnologies - Body as Interactive Site
Browser Model - Dynamic Content
User Research - UI Professional possibilities
Collaboration as Experience
Navigational Theory
Culture Jamming as Political Interaction, both place AND Meaning
Social Art Tactics Download trial of SketchUp 3D modeling - http://www.sketchup.com
Sketch-Up 3D model Mock-up
Photoshop - Illustrator - Digital Mock-up

http://www.geekology.co.za/smart-‐tattoos-‐next-‐step-‐wearable-‐technology/

part 2

Research Paper - User Interface Design
Research and discuss on the current topics and considerations (e.g. physics, technology,
psychology and sociology) behind your wearable user interface. Turn in your paper as a
KickStarter page. Make the case convincing that investors should invest in your
idea.

project 3

3

Interactive Projections - Responsive
Video
Projecting the 2D Visual into the 3D World. Reactive Video Projection into Scaled
Space.

part 1

Script, Shoot, Edit and Project a Reactive Video into
Small Scaled Space. Build Tableau Vivant
Breaking the Frame - 2D into 3D
2D vs 3D Perception – Form, Movement, Space, Time, Scale. POV
Interactivity/Movement/Reaction as Symbology
Virtual Reality: Interactive Perceptions Object and Environment
Tableau Vivant - Model Scale Design for Interactive Projection
Visual Forces, Positive-Negative Space, Shape,
Scale as Comparison, Contrast and Meaning
Audio/Visual Contract

Premier/After Effects Video Editing Basics.
Green Screen/Chroma Keying. Compositing
Photoshop 3D Image manipulation - Interaction
between objects. Selection - Adjustment Layer
Blending - Basic 3D Control Tilt Shift
Photography

Projection Mapping - Quartz Composer

Ella	
  Boyd	
  -‐	
  Re=lection,	
  Refraction	
  -‐	
  http://elaboyd.com/?p=371

part 1

Video Mapping. Script, Shoot and Edit a Reactive Video
Projection into Large Scaled Space.

Architectural video mapping – Video projections on building and architecture.
Object Video Mapping – Video mapping projections on geometric forms.
Cubes, pyramids, prisms, spheres, cars, masks and face, trees, curved forms objects.
Interior projection mapping – the indoor 3d video mapping on walls of the venue. Could be in
panorama (360 grad).
Full Dome projections – video mapping projections on every surfaces inside the venue. Walls,
floor, ceiling. Main time the full dome projections are using for domes (spherical venues,
dome, oblong etc.)

AM-CB video mapping performance - http://projection-mapping.org/inspiration/

Mad-Mapper Demo. Download Mad Mapper Trial Version.

project 4

4

Sensoriums - Interactive Immersive
Experiences - Sensor Control

Culture Sensorium/ Inter-Relational Architectural Spaces
Designing Space, Experience rather than Form
Interactive Architecture - Sensoriums
History of Installation, Site-Specific Art and Performance
Multi - Sensory inputs - Seeing Yourself Sensing
Perspective as Immersion

Arduino/Processing Learning the Visual Computer Language for Arduino - Sensor Control. This section of
exercises would include programming and micro-processor control for sensory interaction.

Sensory Input
The Power of Sound and Silence. Sound as Emotional and Mental Space. Color as
Emotional Movement. Spatial Transformations. Art is implied. Contextual- the space
surrounding the object, Much like music in that it is not the note but the space in
between notes, art begins as a movement from object to surrounding mental,
emotional, physical space and back to object

Perspective as Immersion
The introduction of perspective in Drawing/Painting took a first step toward immersion by
creating a sense of depth that integrated the spectator into the pictorial space.
The creation of a 3D effect falls under a more general category that Steuer (81) calls
"depth of information." This depth is a function of the resolution of the display, i.e. of the
amount of data encoded in the transmission channel. As the other main source of
immersion Steuer mentions the "breadth of information," a category defined as "the
number of sensory dimensions simultaneously presented." Breadth of information is
achieved through the collaboration of multiple media: image, sound, olfactory sign als,
as well as though the use of technical devices allowing tactile sensations. VR is not so
much a medium in itself, as a technology for the synthesis of all media.
Virtual Reality: Immersion and Interactivity
While "computer generated" accounts for the virtual character of the data, "immersive"
and "interactive" explain what makes the computer-assisted experience an experience of
reality. To apprehend a world as real is to feel surrounded by it, to be able to interact
physically with it, and to have the power to modify this environment. The conjunction of
immersion and interactivity leads to an effect known as telepresence:
Telepresence is the extent to which one feels present in the mediated environment,
rather than in the immediate physical environment. . . . This [mediated environment] can
be either a temporally or spatially distant real environment . . . or an animated but
nonexistent virtual world synthesized by a computer. (Steuer 76)
Far from being restricted to VR, the features of immersion and interactivity can be
regarded as the cornerstones of a general theory of representation and communication.

http://aaron-‐sherwood.com/works/=irewall/	
  	
  	
  
Mike	
  Alison

project 5

5

Culture Jamming - Political and Social
Collaboration in Interactive Media

Build a collaborative “situation” - Culture
Jamming - Interaction in social/political space
Social as Interactive
Collaboration as Epistemological Experience
Inter-Relation/Cloud/Data-Sourcing/ Generative Art /Internet Interactions
Social Art Tactics
“interactive arts are those projects that evolve out of political, social, or
personal events using ...performance, installations, sculpture, audio, video, or, whatever
means necessary that have yet to be invented.”
Big Data Knows where you are….Control/Privacy/Moral
HyperText - Choice
Graffiti vs Art - Expression Motives

Reading/Discussion

Ai	
  Wei	
  -‐	
  https://en.wikipedia.org/wiki/Ai_Weiwei
Helguera, Pablo. Education for Socially Engaged Art Jorge Pinto Books Inc.
2011
O'Brien, Damien S. and Fitzgerald, Brian F. Mashups, Remixes and
Copyright Law.
Internet Law Bulletin 9(2) 2006 :ppgs. 17-19
CopyLeft - http://www.abc.net.au/catapult/indepth/s1645533.htm
http://www.ivanhoffman.com/vara.html - Rights for Visual Artists
http://www.ninch.org/copyright/2003/nyc.report.html - Digital Publishing:
Intellectual
Property Rights in the Electronic Environment
http://freeculture.org
Lessig, Lawrence: Free Culture: How Big Media Uses Technology and the
Law to Lock
Down Culture and Control Creativity, 2005
http://arttechlaw.com/word-of-the-week-copyleft - Art Tech Law - CopyLeft
http://ubuweb.com
Kenneth Goldsmith: "UbuWeb Wants to be Free"
http://www.djspooky.com/
Location/Dislocation
Interactive Audio/Visual Sound Installation
Perry, Weenie. I've Got Conceptual Art In My Identity Politics: Adrian Piper
Videos.
Afterimage, Nov, 2000
Sherry Turtle, Life on the Screen: Identity in the Age of the Internet. Simon &
Schuster, 1995
Cotter, Holland. "Lorna Simpson: Exploring Identity as a Problematic Condition". The New
York Times, 2007-03-02
Miwon, Kwon, "Bloody Valentines: Afterimages by Ana Mendieta". In: Catherine de Zegher
(ed.), Inside the Visible. The Institute of Contemporary Art, Boston & MIT Press

Bishop, Claire. “The Social Turn: Collaboration and Its Discontents” Artforum, February 2006,
178-83.
Bishop, Claire. Artificial Hells: Participatory Art and the Politics of Spectatorship. London: Verso,
2012.
Thompson, Nato and Gregory Sholette, eds. The Interventionists: Users' Manual for the Creative
Disruption of Everyday Life. Cambridge: The MIT Press, 2004.
Kester, Grant. Conversation Pieces: Community and Communication in Modern Art. Los Angeles:
University of California Press, 2004.
Hickey, Amber, ed. A Guidebook of Alternative Nows. Los Angeles:Journal of Aesthetics and
Protest, 2012.
Holmes, Brian. Escape the Overcode: Activist Art in the Control Society. Eindhoven: Van
Abbemuseum, 2009.
Jackson, Shannon. Social Works: Performing Art, Supporting Publics. New York: Routledge, 2011.

