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Introduction of Machine Dreams  / Ợˌ⅝                                                        

 

ỵἘ₆ὢ ̭♫̧ᵃ♆ᾋ & ᾑ  ‬קּ

   

͖˾ʷ λѡ π (Machine Dreams)  

- ͙́₮ Ỹᶘ⁄ ҍ  ◑ӈ ᾎʻ̓ ╔ ₉ὥ╥ ʺѫἛ 

 

Ś͖ ˾ʷ λѡ πś (Machine Dreams)  ╕ ̐ ♅ ₆ὢ̐ Ɑ♅ ̐  ở╧›Ἁ ּקѡ ⁴̬₫ ừừᴌ╖ 

Ḓ ╓ᴘ,  ⁴Ợ̐♩╖  ⱭӅ Ѹ‗  ỵἘ₆ὢ(Generative Art) □ Ӧ╖ ʾừ ᶏ  ͖˾₫ 

ỵᶕ› Ҋ  ◌Ӆ ᾋʸ̐ ║ ₆ὢ╢ ʷѨἘ╖ ῳṏѡ ♆ᾋ/ᾑ  .ѮѸ█ ‬קּ

 

 

"͙́ʺ ξѤ σ"(Machine Dreams)╘  ⁷ụ╪Ϯ ὡ ♠ ▫ҿ  ᾎᾅ ╙ ╪↔ ⁴ ₉ὥ ▬ ╙ 

ⱳ ϿѤ ỸἛ₉ὥ (Generative Art)⁄ ҍ  ἵˌ Ѥ ̰Ⱡ̪ᵆ♣ᾎ ḓ ὥᾔ   .ѱѻ░ תּ

 ♣ᾎ⁄ἌѤ ₆ὢ □̐ ̐ ♅ ὢ⁴̬ ở╧›Ἁ ḳ„ּקѡ ּק♅╩ ừừ̐ Я╧ᵎ  ỵἘ₆ὢ╖ 

̆, ᾔ ἌѤ ╪ ♣ᾎʺ ҅ῷϿ̆▫ Ѥ ỸἛ₉ὥ ♣ḙ⁄ ˢ⁄ תּ  ѻ‚  ҅ᴝө╙ ‡Ͽ̆▫ 

ѱѻ. 

 

"͙́ʺ ξѤ σ"╘ ̰ϿΩ⁄Ἄ ḛ  ҿַ⁷̯ ˻ ʺ▬ ╬א∟ө╥ ѻ‚  ỸἛ₉ὥ ▬ ө╙ ▫ᵙ⁄Ἄ 

ᵣϮṒ̆, ὢ ᾑ ║ỵἘ₆ὢ, ᶴ  ╖‬קּ , ͋ᵖ̃ ║ ̧├╢ ʷѨἘ› Ҋ  Ụ ṓ Ὕ ▐ѡ 

╢ḅ▐ѡ ͖ ʺ Ӊ ˦░ѱѻ. 
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ỵἘ₆ὢ ̭♫̧ᵃ♆ᾋ & ᾑ  ‬קּ

"͖˾ʷ λѡ π"(Machine Dreams)   

- ͖˾₫ ỵᶕ› Ҋ  ◌Ӆ ᾋʸ̐ ║ ₆ὢ╢ ʷѨἘ 
 

 [͖ ■╢ Ṇ]  

 

ỸἛ₉ὥ(Generative Art)╘  ⁷ụ╪Ϯ ͎₮ ┬Ợ  ὡ ♠/͙́♠ ▫ҿ  ̓♬╙  ▬ ╙ 

▬ Ѥ ₉ὥ╙ ᵦ ѱѻ.  ᵰ ⁄ ҍ  ͤ╘ ╪ ₮, ὡ ♠ Ợ̆, ₉ὥ♠ ˁʻ,  ╪ᴝ, 

͎ᵙ̆ ▫⁷̓ ⁄ ҍ  ╪  Ӯ ⁴ױ ᶷ̓ ּתᾏ╥ ╔ ╙  ▬ ╪ ₰ἛӇѤ ╪ױ  ỸἛ₉ὥ╘ 

ᶴ  ◑ʺѫ  Ựᴛ⇔ ∟╥ ḈӰ‡₉ὥ╙ ʺѫ ˭ ѱѻ. 

 

2009Ц 6∩ Ἄ∂╥ 'ᾅ ╪ᾅ CAN'̓ 'Ὡᾒҍ ♬Ṓ̓ ̕ Media Space' ӎ ̐⁄Ἄ Ζ ⁸ᵙѤ 

̰Ⱡ̪ᵆ♣ᾎ ḓ ᾔ ױ╪ ╘"ξѤ σ ʺ͙́"  תּ  ỸἛ₉ὥ╙ ▀ḙ╬ө⁄˭ ἵˌ ̆, ͎₮ ⁷̕ӈ 

͙ ▫ᴝө╙ ‡ϿṒ̆҅ ױ⁴ ₄ᾋѱѻ. ♣ᾎ⁄ἌѤ ͙Ⱶ╥ ₉ὥʺ, ̓ ▫, ▫ Ӯ╥ ̯Ṫ╙ 

Е‡ἐ '⁷̯▫(researcher)╪▫ ₉ὥʺ(artist)'╬ Ựᴛ⇔ ┬ ╥ ▬ʺө╪ ἐṒ╪Ѥ ѻ‚  ỸἛ₉ὥ 

▬ ө╙ ᵣϮṒᾒ ὡ ▓ᾋѱѻ. ֞  ᾔ '  ╙ תּ  ᵰ ᵑ ḕגṒѤ Ựᴛ⇔ ᾎʻ', '⁷̯ᴛἌ╥ 

₉ὥ', '₉ὥ̓ ̓ ╥ ╔ ̪┴' Ӯ ˭ Ἕ ʺּת ╪‒͙ᵑ ᾔҵ▓˭ ϮыѤ ▫ᵙᵑ ᵡᴐ ₄ᾋѱѻ. 

 

21Ἕ͙⁄ ♪‡өᶔἌ ḈӰ‡ ˿╘ ẖᵎ˭ ֿב ̆ ♬Ṓʺ ♠ӇᶔἌ, ▫⁷ ˿ ᵣ ╪Ϯ ṓ◌  ̆תּ

▓ᾋѱѻ. ╪Ḵ ♣ᾎѤ Ựᴛ⇔ ḈӰ‡ʺ ₡ѥϳ ‡֒˭ ↕ᵙ╥ ╬ᾏ̓ ˿╙ ṉ ᾎ Ѥּת⁄ ̕ ⁴ 

ỸἛ₉ὥ╙ ᵰˌᴛ ̕זˍө⁄˭ ѻʺ˂ѱѻ. ѱ , ḽᵎ͎Ἶ, өᴧּנᴛ ╪‡ּתѤ ҍ ̓ җṬ‡, ֿב , 

בֿ ,♣┬ ḛỸ ╖ᴛ ╪‡ּתѤ Ỹᶹ ⁄Ἄ Ṓ⁴ּתӭ, ╬ʼ̓ ͙́ ͎ᵙ̆ Ỹᶘ⁄ ҍ ױ╪   Ựᴛ⇔ 

ᾎἐ╘ ╪Ḵ ♣ᾎᵑ ᵣө‡ϿѤ ַא⅝  ᶷ♠ ҍʺ Ӈ‴ᾋѱѻ.  

 

"͙́ʺ ξѤ σ"╘ ╬ʼ̓ ͙́ᵑ ҍᵞ♠/͕́♠╖ᴛ ḕגṒҚ ᾎʻ⁄Ἄ Ḻ‡Ϯ, ͙́♠ Ỹᶘ╖ᴛ ╬ʼ╙ 

Ἅ ╖ᴛᾬ ҍᵞ╙ ╔ ╖ᴛ, ͕́╙ ҿӮ╖ᴛ ♣ Ѥ ◑ӈ ᾎἐ⁄ ҍ  ̯ ѱѻ. ╪ױ  ̯Ѥ 

ҍ ₉ὥ╪ ₡Ẅⱡ ₉ὥ⁄Ἄ ᾎᾅ ╥ל─  ♣ ₉ὥᴛ ╥ל─  Ӈ̆, ֞  ₉ὥ╪ ́̕₮ ̓♬ 

♣ ᾔ╖ᴛאַ ӇѤ ˦╙ ₉̆ ᶒ, Ựᴛ⇔ ╔ ₉ὥ╥ ◑╙ ʺⱨ₤ ˦╖ᴛ ͙ҍ ѱѻ. 

 

(͒. ♣ṎỪ & ּת ᴴ) 

 



 

 
All rights reserved by 
The Korea Interdisciplinary Arts Network 
www.koian.org 

The Korea Interdisciplinary Arts Network 

˿́ᵑ ᶴѤ ᶷ ₉ὥᴛ ⱳ ᴛ⇔ ἝỮ ᵣө͙ 

 

[ ♆ᾋ ] 

- ͙        ʼ : 2009. 06. 16 ( ) Ÿ 2009. 07. 02 (ᶜ), ₡♣ 10:00 ~ ₡  18:00 (ᾅ ╪ᾅ CAN ▀ ̕) 

- ◑        ἵ : ᾅ ╪ᾅ CAN (Ⱡ1♣ᾎ◑), Ὡᾒҍ ♬Ṓ̓ ̕ ḈӰ‡ ᾅ ╪ᾅ (Ⱡ2♣ᾎ◑) 

- ₡ ѹᵙἤἪ : 2009. 06. 16 ( ) 18:00 ~ 21:00, ᾅ ╪ᾅ CAN 

 

ʚ ♆ᾋ ⁭ □ʷ (  6ˌ̰ 20ᶘ) 

- Alain Bittler (France) 

- Bruno Nadeau (Canada) 

- David Hall (UK/S. Korea) 

- Graham Wakefield (UK/USA) 

- Kyle McDonald (USA) 

- Lance J. Putnam (USA) 

- Luke Noonan (USA) 

- Shawn Lawson (USA) 

- Wesley Smith & Limia Shunia (USA)  

- William Craig (USA/S. Korea) 

- Yutaka Makino (Japan/USA) 

- ₡˿ὡ 

 אַ◓╪ -

תּ╪ -  

- ╪  

- ╪  & ♣₅◓ 

- ♬ᶷ⁸ 

- ὡ  

- Ἓҍ 

 

[ ̭♫ ὢ ᾑ  [ ‬קּ

- ͙    ʼ : 2009. 06. 20 ( ) 13:00 ~ 17 :00 

- ◑    ἵ : Ὡᾒҍ ♬Ṓ̓ ̕ 102  ҍˆ╥ᾒ 

- ᵙ ἤ Ἢ : 2009. 06. 20 ( ) 13:00 ~ 13:30 , Ὡᾒҍ ♬Ṓ̓ ̕ ḈӰ‡ ᾅ ╪ᾅ 

 

ʚ ד♫  

̰Ⱡ ὥᾔ Ỹᶘ⁄ ҍ ₮͙́ -  תּ  ◑ӈ ᾎʻ╖ᴛ 10Ц Ӛ╥ ╔ ₉ὥ╙ ḕגṒ͙ 

 

ʚ ˉ⅔ 

ṕ ᾔ ̓ ₉ὥ̓ ╘ תּ ╥ ˿́ᵑ ЕϮӥѤ ̰ϿΩ ▬ʺ ˻ ⁷̯∟̓ ╪ᴝʺ, ̪┴▫ө╪ Ζ ᶛ⁴ 

̰Ⱡ♣ᾎ "͙́ʺ ξѤ σ"╪ ҅ῷϿ̆▫ Ѥ ỸἛ₉ὥ╥ ˿́♠ ╥Ḉ₮, ᶷ╔  ̪┴╥ ⅝Ἓ⁄ 

ҍ  Ζ б╥ ṒѤ ▫ᵙ╪ѻ. ╪ᵑ  ͙́₮ ╬ʼ╙ ḕגṒѤ Ựᴛ⇔ ᾎʻ╙ ̯ ̆, җ Ϯῷʺ 

͙́₮ Ỹᶘ ˌШ╥ ◑╖ᴛ ʺѫ  ╔ ₉ὥ╥ ╥╥ᵑ ᶛự ̆▫ ѻ. 
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ʚ ᴘ͋ן 

ἠἪ 1 - ⱳᶹᴛἌ╥ , ⱳ▫ᴛἌ╥  (Computer-Created, Computer-Creator) 

  ḛ ▫ : ♬ᶷ⁸, Wesley Smith, ◑◓ , Lance J. Putnam 

ἠἪ 2 - ὥ⁷̯ᴛἌ╥ ₉ὥ, ₉ὥᴛἌ╥ ὥ⁷̯ (Art as Research, Research as Art) 

  ḛ ▫ : Yutaka Makino , ╪∟̈, Graham Wakefield, ♣ṎỪ 

ἠἪ 3 - ₉ὥ ̓ ╥ ╔ ̪┴ (Education in Art and Science)  

  ḛ ▫ : ᾔ ∙, David Hall, ͋͟♬, ּת ᴴ 

 

[ ͖  ] 

- ♆ṋủ ( ͙ ) 

KoIAN ҍ ╪Ợ / ♣ᾎ͙ ▫ / ќ⅞ Rensselaer ̑ ̓ҍ  ♣▫₉ὥ ̓ ḖỢ⁷̯∟ - http://www.bsjeon.net  

קּ - ᴱ (̑ҿ͙ ) 

  KoIAN ♣ᾎ͙ ◑ / ụ ḕḕג ᵙ ѱῷ לᵞҍ ̪(UCSB), MAT, TransLab ḖỢ⁷̯∟ - http://haru.name  

 

ד ]  ] 

- The Korea Interdisciplinary Arts Network (KoIAN/ ╪Ό) - www.koian.org 

 

 [ ̒ד ]

- The Korea Interdisciplinary Arts Network (KoIAN/ ╪Ό)  

- University of California, Santa Barbara (UCSB) - Media Arts and Technology Graduate Program  

- (Ợ) ̰Ⱡᾎʻ₉ὥ̪ᵆ   

- Ὡᾒҍ ̪ IT ҍ  ͒ᴛḶ ḈӰ‡ Ṩ 

 

[ ∙/  ]   

- Ἄ∂ Ṋᾎ 

- ̰ᶷ ₉ὥ─∟  

- Ἄ∂ᶷ ◓Ѿ  

- University of California, Santa Barbara (UCSB) - Media Arts and Technology Graduate Program  

- (Ợ) ̰Ⱡᾎʻ₉ὥ̪ᵆ   

- Ὡᾒҍ ̪ BK21 Ӱּת ₅Ữụ ̑ҿỢ‰Ѿ 

- ̰₅ỮḈӰ‡  

 

[ Contact  ] 

≥ở╧  : http://www.koian.org/machi ne_dreams 

ᶴ     ╢ : koian@koian.org  / plan@koian.org    

http://www.bsjeon.net/
http://haru.name/
http://www.koian.org/
http://www.koian.org/machine_dreams
mailto:koian@koian.org
mailto:plan@koian.org
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 Artworks & Artists of Machine Dreams  / ♣ᾎ▬  ḓ ▬ʺἵˌ                                   

 

□ʷᶕ : Alain BITTLER (France) 

□ ᶕ : Movement Serie (2008 number 41, 2009 number 2 and 14)  

- 3d generated still printed on art paper  

 

□ Ἇᶕ : 

I use 3d programs to make 3d generated still. My work is about ō Movement  Ŏ and how we can 

viewing it and understanding it. I imagine it exist a prope r mouvement extended in time that have 

it's own live or aera of influence that we can't view with our common sense, the mouvement is 

becoming a concept more than a reality. I've done those extended mouvement with the idea of 

making a painting. I want a wel l balanced composition with strong expression. My objective was to 

overpass the common cold rendering of 3d programs and show that with new medias we can 

express feeling such as traditionnal painter. But i am searching an artistic expression or style that is 

specific of 3d programs. I make painting with one colour (monochromatic) or two colours, because i 

found my work is more expressive with this limitation of colour and it fits well with my personnal 

sensibility. 

ō řMachine DreamsŚ will introduce novel approach of time and space in complex systems and will 

demonstrate emergence as a new dimension of creativity  Ŏ Questionning our own approach of time 

and space is the core of the artwork serie 'Movement' treated in a conceptual way, that's why i 

think my app roach fits well in this exhibition, it shows that our own sense are limited with a time 

basis perception, but there is other ways of perception or conception with time and mouvement. 

But we can see 'Mouvement' like an act or a solid trajectory or like an e xtension in time and space 

of a time basis approach. New technologies can show this approach in 3d stills now and in the 

future we can see animation with this concept.  

 

□ʷ♩ṏ :  

I was born in Strasbourg, France 1974. I study science at Lycee Kleber and science physics at 

university Louis Pasteur,Strasbourg 1997, after i've done a master in applied art at university Marc 

Bloch,Strasbourg 2002. I start using 3d programs in 1 993 and i study it like an autodidact, i become 

a professional artist in 1999. I start exhibiting my artwork in 2003 with a solo exhibition of digital 

art print at Airport of Paris, after i have participated three times at Siggraph, two times at Japan 

Media Art Festival (Tokyo Museum of Photography),at Asian Digital Art Awards(Fukuoka Museum of 
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Asian Art) and two times at Electronic Alive, university of Tampa.   

 

http://www. bittleralain .com 

 

 

http://www.bittleralain.com/
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□ʷᶕ : Bruno Nadeau  (Canada) 

□ ᶕ : Origin/Anurous  

- Processing, Font (Haettenschweiler) 

 

 

 

□ Ἇᶕ :  

Origin/Anurous is a short dynamic text written with complex computational type. In general,  

typefaces are meticulously sculpted by the hands of typographers with the intention (or  

assumption) that the glyphs they create will rest, statically, in print or on screen. The notion  of a 

static type is embedded in the technology underlying the process of digital type design,  facilitating 

certain uses but limiting oth ers. One of the most interesting aspect of working  with digital type, as 

some researchers have presented beautifully in the last decades, is the  capacity to define and 

transform the most basic elements that form digital glyphs.  

 

Two distinct approaches for m the basis of computational typographic experimentation. On  the one 

hand, artists and researchers can work from the ground up, redefining the  letterform with 

properties that provide a level of control adapted to specific design  situations. On the other ha nd, 

text written with complex digital type can exploit certain  characteristic of common typographic 

technology to create interesting and unusual effects.  

 

Origin/Anurous , an example of the latter, extracts the outline of a font, but frees itself from  the 

common rasterizer used to render vector -based glyphs, top to bottom, line by line, onto  the screen. 

Instead, the text is revealed by controlling the graphical traces and the positive  and negative 

spaces generated by several dynamic particles. The result eme rges from the  interplay between 

algorithms controlling the movement and graphical properties of the  particles, and a writing -design 

process that seeks to exploit and fine -tune the qualities  produced by the code.  

 

Origin/Anurous is part of a larger research /creation program involving a sustained inquiry  

into how creative text -based work is being transformed within digital media. The project is  centrally 
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concerned with conceptual development articulating an analysis of how writing in  programmable 

media extend s the rich history of theoretical, conceptual and creative  engagement with the 

materiality of text to understand the expressive consequences as  language expanded from oral 

transmission to the printed page, and from there to the digital  environment; with ar tistic content, 

specifically the creation of new forms of language -based expression and their relationship to larger 

societal structures of communication; and with  technical innovation, specifically the researching of 

new font formats and related  compositi on tools that are digitally native, integrating interactivity, 

variability, computation  and network connectivity in ways that font formats designed for print 

culture cannot.  

 

□ʷ♩ṏ :  

Bruno Nadeau is a computation artist with a special interest for technologies to thinker with,  

unusual interactive interfaces, and digital typography. His interactive artwork has been  shown in 

new media art galleries like Oboro in Montr®al and the Beall Center for Arts and  Technology in 

Irvine. His publications have been presented as part of international  conferences such as Digital 

Arts and Culture (DAC) and Tangible and Embedded Interactions(TEI). Bruno received a M.S. in 

Information and Computer Sciences with a concentration in  Arts, Computation and Engineering 

(ACE) from UC Irvine, and holds a B.Sc. in Computer  Science with a major in Computation Arts 

from Concordia University in Montr®al. 

 

http://www.bru nonadeau.com 

 

http://www.brunonadeau.com/
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□ʷᶕ : David Hall  (USA/S.Korea) 

□ ᶕ : Terrorism -Oil -Telecommunications   

- Realtime Projection   

 

 

 

□ Ἇᶕ :  

The work is about the generative systems and algorithms of modern networks and 

telecommunications. These three factors are primary in fluencers of our present and future condition, 

politically and technologically. Terrorism ( human, political - the mobile transcoder remote bomb 

device ) oil ( organic, elemental ŕ the generative algoryth of flow ) and Telecommunication ( science, 

the unive rse as a mathematical construct ŕ the interaction with the mobile telecommunication 

network. The collision and interaction of these three elements literally " generates " the installation.  

 

You the viewer can partly influence the machine in direction by k ick starting the generative process.  

 

□ʷ♩ṏ :  

Since graduation from the RCA ( Royal Collage of Art ) in 1989 David Hall has worked primerily as 

a production designer and Artist. He has worked on feature films as a production designer and 

with the BBC and o ther UK broadcast companies. He has also exhibited work in London, 

Manchester and Seoul south Korea.  
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http:// www.opiumblue.blogspot.com  

http://www.opiumblue.blogspot.com/
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□ʷᶕ : Graham Wakefield (UK/USA) 

□ ᶕ : Makeshift  

- Generative Computa tion (Real-Time, Audio-Visual) 

 

 

 

□ Ἇᶕ :  

By asking the question of the engagement of the composer with computation from a more open -

ended philosophical standpoint, it is possible to go beyond conventional notions of instrument, 

tool, studio, entertaiment -machine and so on, and begin to conceive computation as a medium 

itself; as much a material as an environment. Generative computation in particular calls for open -

ended world of emergent capacity, but also necessarily a material with inherent constraint o r grain.  

 

In my current work I am drawing upon graph theories of evolving networks and flows, in part 

inspired by the complex systematic networks responsible for our own biological development. The 

discrete nature of a mathematical graph is at the root of computation itself, from grammars to 

data-flow to neural networks, and yet also permit a pre -linguistic approach to creative becoming. 

An evolving graph is one in which, at a series of time steps, connections and nodes are added and 

removed, shifting gradu ally through a topological space of possibilities. The manner in which the 

DNA is expressed to determine developmental and metabolic behavior in all species is determined 

by a similar graph, the genetic regulatory network. From a remarkably small alphabet,  placed within 

a world of complex dynamics, incredibly fascinating forms are produced. In my work, the force that 

drives these dynamics comes from within the system (feedback) and from outside (such as human 

participants.) 
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Computation is already ubiquitou s in our lives, but our engagement with it on a daily basis need 

not be only in a utilitarian mode of efficiency and ease, but also a creative mode of poesis or 

resistance. My role as composer is to engender this possibility for others to explore.  

 

□ʷἲˉ  :  

Graham Wakefield is currently exploring  the creation of digital music and art through the 

computational embodiment of emergent complexity, systems biology and bio -inspired philosophy. 

He is currently a Ph.D. student of Media Arts and Technology at  the University of California Santa 

Barbara, where he previously attained an Master of Science. He graduated with a Master in Music 

(Composition) from Goldsmiths College, University of London and with a Bachelors in Philosophy 

from the University of Warwic k. His is currently employed by Cycling '74 as a software developer 

for Max/MSP and also currently works as a graduate researcher for the Allosphere (a spherical 

immersive environment in the California NanoSystems Institute) where he is codeveloping the 

cross-platform, open -source multimedia framework LuaAV and also producing interactive immersive 

environments of art/science research. Graham's many compositions and installations have been 

performed, presented or exhibited at international events including I CMC and ISEA, and he has a 

number of publications in international conference proceedings and journals of computer science.  

 

http:// www.grahamwakefield.net  

 

http://www.grahamwakefield.net/
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□ʷᶕ : Kyle McDonald (USA) 

□ ᶕ : pppd  

- Processing code 

 

  

  

 

□ Ἇᶕ :  

pppd is a highly formalized audiovisual composition built around the esoteric programming 

language P'' ("p prime prime"). During each brief scene a random sequence of P'' code is gene rated 

and run, while the memory it uses is visualized and sonified. pppd is an artistic re -imagining of the 

otherwise academic field of computability theory. It functions simultaneously as an investigation of 

complex behavior emerging from formally simple systems, and as a playful exploration of 

computational dreams.  

P'' can be written using six characters: +, -, <, >, [ and ]. Memory is written one cell at a time using 

a single pointer to memory. + and ŕ are used to increment and decrement the value of the  current 

cell, while < and > are used to move the pointer left and right. [ and ] generates a loop that 

executes so long as the current memory location is not equal to 0. This language is ŗTuring 

completeŘ, which means that you can compute anything with it that could ever be computed, and 

pppd can dream of anything a computer might ever dream.  

 

□ʷ♩ṏ :  

Kyle McDonald works with sounds and codes, exploring themes of translation, epistemology, 

interdependence, noise, and non -noise. With a background in philosophy and computer science, he 

integrates intricate algorithmic frameworks with elegant reali zations and a do -it-yourself mentality. 

He is currently focused on developing alternative computational interfaces and noisy instruments, 

including and appearance -based portrait browsing system, a real time 3D scanner, and minimalist 

noise synthesizers. 

http://rpi.edu/~mcdonk/  


