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Introduction

Thisappendix containsthe Document Coding Report and the N ode
Coding Report generatedby NVivo software, andcollatedby handThe
documents coded were the COSTART 2 project documentation. Of
primary interes were transcripts of interviewswith the artigsand tech-
nologigsinvolved, but < included are notesfrom the artigsand tech-
nologistsand transapts of meetings.

Each document was coded by assigning one or more @odesQo passages
in the document. N odes are here treated the same as grounded theory®
@odesDAN example of a node/ code is@rtist-need to change-

TechnolagyO.

The Document Coding Report containsdl of the codes (48 in totd) in
al of the documentsthat were coded (13 in totd), arranged in dpha
beticd order by document name. The N ode Coding Report containsal
of the nodes (14 in totd) which had 3 or more passages coded with that
node aranged i number of passages (highest)ir
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Green text with an underline indicatestha a@emoGnote) is attached.
The memo, made a the time of coding, isdiglayed after the passage.
Pink text hasmore than one code attached--the darker the pink, the
more codes arattached.
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Document Cading Report

Document: AA [artist] Detailed Proposal
Created: 26/11/2004 - 16:17:11
Modified:  06/12/2004 - 17:14:26

Node 1 of 48 Artist-need to change-Technology
Passage 1 of 1

32: NATO, for instance, can control a 3D solid's scale and position by altering scund pa
rameters with its brother package Max. Unfortunatelyf@Aan't modify a solid's geome

try over time, which is quite important in my vision. It is possible though to modify #s tex
ture, which can be an interesting contribution to an object's visual appearance. FHowever

several correspondences can be automatized.
33:

34: With Director 8.5, on the contrarig's possible to modify an object's geometry in real
time, but there is no direct connection with a sodsda consequence, correspondences

must be created by hand.
35:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 2 of 48 Problem Solving: analysis vs synthesis
Passage 1 of 1

42: There are authors who prefer an approach that is completely free but also quite arbi
trary, and others who on the contrary prefer to follow precise rules.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 3 of 48 Problem Solving-compromise
Passage 1 of 2.

32: NATO, for instance, can control a 3D solid's scale and position by altering scund pa
rameters with its brother package Max. Unfortunatelyf@Aan't modify a solid's geome

try over time, which is quite important in my vision. It is possible though to modify is tex
ture, which can be an interesting contribution to an object's visual appearance. FHowever
several correspondences can be automatized.

33:

34: With Director 8.5, on the contrariy's possible to modify an object's geometry in real
time, but there is no direct connection with a soésda consequence, correspondences

must be created by hand.
35:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

42: There are authors who prefer an approach that is completely free but also quite arbi
trary, and others who on the contrary prefer to follow precise rétealways only the re

sults are important, as they tell us if a certain approach actually[@orkdbelieve that a

way in the middle is the best solution.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[1] Memo: Which by nature implies an iterative approach
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No other nodes in this set code this document.

Document: AA [artist] interview
Created: 26/11/2004 - 16:17:32
Modified: ~ 06/12/2004 - 17:42:08

Node 1 of 48 Artist-conception-Programmer
Passage 1 of 2.

46: | don®feel IOm working with strict Computer Scientists. So | found not onbyuSF andAW [tech
nologists] kind but also ready to help me so really good

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

84: frankly speaking | prefer how it is now so that she would be more involved with the interaction coding

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 2 of 48 Artist-need to change-Technology
Passage 1 of 1

132: L What about the limits, constraints that youOve had to fight against particularly?

133: A Absolutely yes the main limit has always been Max and Jitter are up and coming which is hav
ing the software capable of dealing with both ???

134: L Programming languages, that doéswidry you at all

135: A Well IOm not a programmei®m not a composer IOm not any of those things and fitdan®

any specific ??? which is the way I like it. | used to program in C but | t\aemdinly good at C program

ming. Of course C is powerful, veryfiefent but it® also source for problems if you want to avoid headaches

it@ better you don@Qse it, and especially if you ??? that machines change, processors charayaightO

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 3 of 48Artist-not-Programmer
Passage 1 of 3

84: frankly speaking | prefer how it is now so that she would be more involved with the interaction coding

Passage 2 of 3

134: L Programming languages, that doésvidry you at all

135: A Well IOm not a programme®m not a composer IOm not any of those things and fitdanO
any specific ??? which is the way I like it. | used to program in C but | theetdinly good at C
programming. Of course C is powerful, verfi@ént but it® also source for problems if you want to
avoid headaches stbetter you don@se it, and especially if you ??7? that machines change, proces

Passage 3 of 3

137: 10m still not a programmer but | can do things with Lingo and that@ enough.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 4 of 48Artist-seeking help
Passage 1 of 1
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46: | don®feel IOmM working with strict Computer Scientists. So | found not onbyuSF andAW [tech
nologists] kind but also ready to help me so really good

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 5 of 48Artist-shared language-Programmer
Passage 1 of 1

69: L and you were working with SRho also because she has a classical musical training, but also
her music technology and physics, do you find you talk the same language
70: A yes, especially with computer music

71:
NNNNNNNRNNNNNNRNKNNNNRNKNNNNRNKNNNNNNKRNS
Node 6 of 48Artist-trust-Programmer
Passage 1 of 1
53: L So would you say you have reasonable confidence in their expertise, what theyOre telling you
54: A Yeah
55:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 7 of 48Programmer-active interpreter-Artist
Passage 1 of 1

47: L Are they also trying to tell you things that thaye they trying to influence you in anywayve
you an opinion of what should be done
48: A Yeah, SRand als®AW an also MF [technologists].

49: L How do you react to that when they say | think it should be done like this....

50: A I think about it, | want to take my time but | usually think that if somebody says something they
have a good reason to say it, so that ?? helps if you do that. So | listen, try to, of course if | disagree

51: L So the sort of things, were they aesthetic or artistic issues or purely technical

52: A More technical issues

53:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 8 of 48PE-realtime
Passage 1 of 1

110: A ButIOm a bit sorry IOm not going to use Cinema 4D, becausalifpowerful. But ighot
meant for real time sttf

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 9 of 48Problem Solving: analysis vs synthesis
Passage 1 of 1

142: | developed some software in the 8868d applied it to the work | was doing in English Language and

| found | had to discover the basis of English grammar and 10d learnt itferendi$tyle, an English educa

tion, | did a little it of grammarWhen | had to teach a computer English grammar then | had to learn ???7? it
also had this éct of making me more aware of ??? the structures of the language. Oh course | knew them,

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: AW [technologist]- interview by LC [observer]
Created: 26/11/2004 - 16:15:16
Modified:  06/12/2004 - 16:43:46
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Node 1 of 48 PE-conveyance of structure-O
Passage 1 of 1

121: LC As anone max IOve seen max, ok this is interesting 10d like to pursue this a bit more. 10ve
watched max being operated on by Mark and the immediate impression you get is that it may be graphically
nice moving things around very easily but certainly | havgoiCany sense of how you understand the struc

ture the way the programme has been designed.
122:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 2 of 48Programming Environment-conveyance of structure-Programmer
Passage 1 of 1

124: if youOre trying to design something youQre trying to understand the problem which | suppose feeling
comes into it a bit but 80 Ove never seem to be able to get anywhere unless | really understmgoMggtO

on, unless |, 10d feel happy if | could write it out and say this is my theory and this is the song that IOm going
to do.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 3 of 48Programmer-active interpreter-Artist
Passage 1 of 1

250: Well | suggested that we had this sensor which could detect movement rather than, which is very good
at detecting movement but it wagb@ry good at detecting position. So | was suggesting that maybe we

could use that as, and make a drawing of movement rather than a drawing of positions, which | thought was &
that kind of suggestion a joining in kind of suggestion rather than a kind of technical suggestion.

251: LC There®a subtle dference.

252: AW Yeah... But it was also a behind the scenes technical suggestion because | knew | could do that
and | was beginning to realise | coultdd®the other thing so a bit sneaky!

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 4 of 48Programmer-workaround for limitation-C
Passage 1 of 1

116: We havert@nanaged to do the initialising of the softboard yet so we have to do that with the PC and
then unplug it and plug it into a Mac...

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 5 of 48Programming-experimentation
Passage 1 of 1

131: So what you can do with Max is do a little bit here and a little bit there, try and see try and see...
132: AW Yeah and try and see while it is actually working. Now IOl just turn this up a bit and see what it
does. | think if youOre very good at using ??? itOd be alright but IOm not that good at using it.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 6 of 48Programming-innovation
Passage 1 of 1

172: when you find out something new trsatie exciting bit of doing product development, and you see
something and think gosh nobodies thought of that before, or something or not quite in that way

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 7 of 48Problem Solving: analysis vs synthesis
Passage 1 of 1
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124: | want to have a clear idea of exactly what it is | want to do because otherwise youndenéand
the problem and science seems to be about understanding the problem. But it is, on the other hand there are
some advantages to fiddling like that.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 8 of 48sketching same medium as product
Passage 1 of 1

110: And so when | used to make physical prototypes, | used to make them from cardboard or something
and make them look really rough so that everybody could say well obviosshyitdbing to be made of
cardboard but that@howing it | haven®uite managed to translate that into digital things because the thing
on the screen looks finished, it always looks square and it alwaygaoks
NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[2] Memo: Sketching is the same medium as the real thing. This is problematic be-

cause people think it's more finished than it actually is

Node 9 of 48 Technology-inspires-Artist-or-Technology-affects-A
Passage 1 of 2

119: LC What do you think of Max as a graphical programming language?

120: AW | think it@ good but | don@ think it, there are some problems with it. One is that your eacour
aged to fiddle which | dohfike very much. | think it seems to me so unlikely that youOd ever arrive
at something, well first of all it seems to be unlikely that youOll ever arrive at something good by just
fiddling around it sort of and | felt | was encouraged to look at it.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

172: when you find out something new thsatfe exciting bit of doing product development, and you see

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 10 of 48Visual Programming Environment-convey structure
Passage 1 of 1

121: | haventyot any sense of how you understand the structure the way the programme has been de

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: GC [artist] Date Record Transcription

Created: 26/11/2004 - 16:16:41

Modified:  06/12/2004 - 16:46:56

Description: COSTART-2 RESIDENCIES : Standard Record Sheet- Date Record

Node 1 of 48 Artist-paranoia-C
Passage 1 of 1

508: Had paranoia this morning about breaking the HD and losing everything
(woke up pre coming here thinking that | should have duplicated everything onto
my home G4 but didn!t get time to do it.- get concerned that | can!t distinguish be-
tween paranoia (technophobic) or intuition.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 2 of 48 Problem Solving-compromise
Passage 1 of 1
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239: 1. Have realistic images and pretend genetics

240: 2. Have realistic genetics but pretend images.
241:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: GC [artist] tracks in progress

Created: 26/11/2004 - 16:17:16

Modified:  08/12/2004 - 17:53:45

Description: COSTART-2 RESIDENCIES : Standard Record Sheet- Date Record

Node 1 of 48 Artist-expectations-Artistic Environment
Passage 1 of 2

46: 10Ove worked out an isolation, a diagram of how many image Ples will be needed to ac
tually make this work and g@ lot. 10m a lot more conbdent that the piece is actually pos
sible now

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

47: How many images do you think you are going to be dealing with during this..

48: G! 22 to the power of 2[i]

49: [laughter]

50. G! Probably not during this but if we get one or two working then the rest is me, if
we got one or two working then we know the pathways | think the rest is really possible.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[1] Memo: Regardless of the accuracy of this calculation, the artist doesn't see that
this renders the proposed method impossible with current technology (2221 = 1.5 x 10728, or 150
billion billion gigabytes, assuming 100k per image)

Node 2 of 48 Artist-not-Programmer
Passage 1 of 2

46: 10Ove worked out an isolation, a diagram of how many image Ples will be needed to ac
tually make this work and g@ lot. 10m a lot more conbdent that the piece is actually pos
sible now

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

47: How many images do you think you are going to be dealing with during this..

48: G! 22 to the power of 2[i]

49: [laughter]

50. G! Probably not during this but if we get one or two working then the rest is me, if
we got one or two working then we know the pathways | think the rest is really possible.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[1] Memo: Regardless of the accuracy of this calculation, the artist doesn't see that
this renders the proposed method impossible with current technology (2221 = 1.5 x 10728, or 150
billion billion gigabytes, assuming 100k per image)

No other nodes in this set code this document.
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Document: JO [artist] transcription

Created: 26/11/2004 - 16:17:51

Modified: ~ 08/12/2004 - 15:57:19

Description: COSTART-2 RESIDENCIES : Standard Record Sheet- Date Record

Node 1 of 48 Technology-inspires-Artist-or-Technology-affects-A
Passage 1 of 1

330: | am very very grateful to [technologist] for this and for the time he has just spent
moving camera and lights aund in Max and putting the modelled form ionfr of the 2D

graphs (pitch & dynamics) which gave the information for the shape.
331:

332: This is an example of thequess aeating the aesthetic. | have been totally surprised
by the out come of thequess.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: MF [artist] interview with LC [observer]
Created: 26/11/2004 - 16:17:56
Modified:  08/12/2004 - 15:12:49

Node 1 of 48 Audience-interest-Art-or-Technology
Passage 1 of 1

71: some people want to know what the technology is doing, some peopledaiiGou donactually
show if youOre not aware of what the technology is doing its kind of only half interesting in a way

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 2 of 48Programmer-experimentation
Passage 1 of 1

36: So for me thers@ very diferent ways of using computers ther#® messing around and seeing what
happens and then thesefother stage which is like IOve found this thing and now IOm just going to go to it
again, do you know what | mean?

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 3 of 48Programming-Convey Structure
Passage 1 of 1

108: | got a computer and every night at 3 or something | got a 3D model package for it and there was an
aeroplane as a 3D model and were a series of parameters you could mess around with and some of them to
tally mangled up thls aeroplane into some weird thing and | thabght Your not just dragging pomts and

NNNNNNNRNNNNNNRNNNNNNRNKNNNNRNKNNNNNNKRNS

Node 4 of 48Programming-experimentation
Passage 1 of 1

99: LC When youQOre actually structuring the algorithm how do you do it?

100: MF Well I look at what objects can do in Max and, for example a simple thing take a string of
numbers and imagine the first ones there and the last ones there and you can rotate the list and shift
them all along a bit. So | thought well th;mOeaIIy nice way of just moving musical patterns for

wards and backwards in time. So tha®imple thing, thatdhe kind of stifl started with.
101:
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NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 5 of 48Problem Solving analysis
Passage 1 of 1

108: what | do is look at that mathematical relationship and try and fit it into an algorithm so that then 1Ove

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 6 of 48Problem Solving: analysis vs synthesis
Passage 1 of 1

36: So for me there@ very diferent ways of using computers theré® messing around and seeing what
happens and then these@other stage which is like IOve found this thing and now 1Om just going to go to it
again, do you know what | mean?

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: PG J[artist] interview
Created: 26/11/2004 - 16:17:38
Modified:  09/12/2004 - 15:02:44

Node 1 of 48 Artist-don't trust-C
Passage 1 of 1

98: L Is that a system ??? would you want to use it yourself. B B

99: P No no | would send somebody to do it, | work ?? better ??? t don@lly | don©like computers
100: L Ok so tha&quite an important attitude really

101: P | don®actually like fiddling with computers | find it frustrating, theyOre always crashing

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 2 of 48Computer-too rigid or structured
Passage 1 of 1

78: P | don®know | tell you what | did find was that everything became so structured it was like

79: L you mean the actual way it was being represented,

80: P Yes the system of the logic of the ??? and it was getting into a straight jacket pattern and once

youOre into it | found that you caréally get out of it. ??? So in many ways | rejected it | dialdiazre to

??? flexioility
NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: SM [artist] - SP's [technologist] Notes
Created: 26/11/2004 - 16:15:50
Modified:  06/12/2004 - 16:46:11

Node 1 of 48 Artist-conception-Programming
Passage 1 of 2

11: SM hasntyot yet a very clear idea of the logic to use to pick up the stories.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2
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13: SMis not really aware of difbculties of programming problems that can arise while
programming that cannot be anticipated before. | have explained that only a simple versior
of the entire project can be done in 3 days. SM agrees with me and we start working just
on the beginning of the program.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 2 of 48 Artist-not-Programmer
Passage 1 of 1

11: SM hasniQot yet a very clear idea of the logic to use to pick up the stories.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 3 of 48 Technologist-conveyance of logic-Artist
Passage 1 of 1

19: Next step to simulate the logic for picking up the stories.
20: Itis needed to create a diagram
21: | feel that 1 day is not enough to make the Row chart and the programming.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: SM [artist] Interview transcript
Created: 26/11/2004 - 16:15:51

Modified:  06/12/2004 - 16:46:40

Description: COSTART 2 Project: Interview 20/03/02 10.00am :

Node 1 of 48 Artist-conception-Programming
Passage 1 of 3

137: Hum... (pause) my understanding of computer programming is tebit® according to specifica
tions and a bricklayer puts their own flair into laying bricks and for example there are many ways of laying
bricks so that they look a particularway

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 3

141: 1think (not having any idea) computer programming is like 1d2¢rs..
142: LC Like layers?
143: SM yes it®just like layers that kind of feed in to each other maybe its...
144: LC But for you it®a world of mystery basically
145: SM Oh yeah I think.
NNNNNNNRNNNNNNRNNNNNNRNNNNNNRNKNNNNNNKNS

[2] Memo: Mamykina/Candy's collaboration models. One is convetional architech/
engineer. What are equivalent metaphors for other styles of collaboration?

Passage 3 of 3

175: Last time that is, | have changed the way in which | speak to people and think about, like 1Qve tried to
make my own thinking as close to the thinking of computer scientists as | can so that people understand wha
IOm talking about.

Node 2 of 48 Artist-expectations-Artistic Environment
Passage 1 of 1
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146: That®an interesting issue there tsinOIf it& a world of mystery for you does it mean you have ex
pectations of it that are unrealistic or perhaps... not unrealistic but at Iéiasttdidr you to actually know
whether something that you want done can be achieved?

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 3 of 48 Artist-need to change-Technology
Passage 1 of 1

24: Soyou couldn@ctually manipulate the image to your satisfaction? ~
25: SM No that®right not at all. | think that thatthe frustrating, in fact that@een the frustration
throughout my whole art practise

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 4 of 48 Artist-not-Programmer
Passage 1 of 4

129: 1 dondwant to, dortQvant to be a computer scientist.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 4

133: | mean an architect doe$w the brick laying do theyou know it would be stupid in fact for an ar
chitect to build their own houses because their skill is in design, ansl aha#€y important and useful skill,
without it the houses wouldnéxig1] t
NNNNNNNRNNNNNNRNNNNNNRNNNNNNRNKNNNNNNRNS
[1]  Memo: But that is partly because the design and the bricks are different media.
With computer systems, they're the same.

Passage 3 of 4

182: Soit® a sort of trying to concentrate on how to make it work, how to implement it, is a level of the
making, the realisation. you tend to get into the woods | guess...

183: SM Yes

184: LC ...thenyou need some way of drawing back and asking, getting back into the conceptual think
ing what it®all about, what the motivationis. .

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 4 of 4

185: | just donwant to learn how mobile phones work, | dorbe, like | dont@ive a Orag@rseO just

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 5 of 48 Artist-seeking help
Passage 1 of 1

31: | always ask questions whenever | get anyone to help me | just try to learn as much, but | really think
the best way to learn especially with computers andistjifst to do it yourself, just to keep at it and go Ol

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 6 of 48 Artist-trust-Programmer
Passage 1 of 1

147: |am in a sense really very much relying on having to trust those people but | am happy to trust them

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 7 of 48 Artist-willing to learn
Passage 1 of 1
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253:  No, well IOve never directly asked anybody but | find that the whole process actually of dealing with
** totally frustrating because [SysAdmin] is not interested and I think he has his own logic whichtdibesn®
into mine, so | donhink he really cares about trying to tell you either how it works,smathis job.

254: LC 10m justinterested in why it matters to know as long as... the application...

255: SM Because... then | ddanf@ed help, cause | hate asking for help and so if I...

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 8 of 48 C-obscure to-Artist
Passage 1 of 3

253:  No, well IOve never directly asked anybody but | find that the whole process actually of dealing with
*** totally frustrating because [SysAdmin] is not interested and I think he has his own logic whichtdivbesnO
into mine, so | dont@hink he really cares about trying to tell you either how it works,smathis job.

254: LC 10Om just interested in why it matters to know as long as... the application...

255: SM Because... then | danf@ed help, cause | hate asking for help and so if I...

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 3

257: This program needs these things, does that equa¥#sat So ita bit like looking at, you knqw
there®a triangle there and a triangle here and they both matchsygeiit®to match but | donéow what
the triangle is and thate frustrating thing forme.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 3

277: like if you don€know what youOve got you damé® it can you

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 9 of 48 Programmer-active interpreter-Artist
Passage 1 of 1

147: But | am at their mercy a lot and IOm aware of that too because | know that theyOve gonesOrlght SMC
coming here and she want to do this project, the best and easiest way of doing this projésbisHegdve
kind of grabbed an arm each and then been down blar path, and | know that there must be so many other bla
that couldOve, | couldOve gone down which wdlildu®been as easy or as satisfying or as successful

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 10 of 48 Programmer-inspiration-Artist
Passage 1 of 1

147: Butlam at their mercy a lot and I0m aware of that too because | know that theyOve goneright SMC
coming here and she want to do this project, the best and easiest way of doing this proj€sbisHapOve
kind of grabbed an arm each and then been down blar path, and | know that there must be so many other bla

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 11 of 48 Programmer-interpret a priori-A
Passage 1 of 1

214: how would you rate their understanding of whai€eded and your needs?
215: SM Quite high. Once again it could just be my impression, so it might not be.reality

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 12 of 48 Programmer-practiced
Passage 1 of 1

187: learning about the studlthough | kind of feel sad because | know that IGjefiomost of it because

that® inevitable too your brain stores $tilfat® important and if your not using it everyday or every week or
every month there@ chance you are going todet it
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NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 13 of 48 Programmer-second-guessing intentions-Artist
Passage 1 of 1

147: But | am at their mercy a lot and IOm aware of that too because | know that theyOve goneright SMC
coming here and she want to do this project, the best and easiest way of doing this projésbisheipOve
kind of grabbed an arm each and then been down blar path, and | know that there must be so many other bla
that couldOve, | couldOve gone down which wdlldu®been as easy or as satisfying or as successful

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 14 of 48 Programmer-understanding-Artist
Passage 1 of 1

214: how would you rate their understanding of whatéeded and your needs?
215: SM Quite high. Once again it could just be my impression, so it might not be.reality

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 15 of 48 Programming-too specific for-Art
Passage 1 of 3

175: all of a sudden | have some artists around me and | just it was like a warm bath you know just like
being able to talk, Mike is absolutely fantastic and I really enjoy it but | hesi®ed how much 1Od missed

just talking about things in a kind of conceptual broad... Oarty fartyO sense rather than you know all of a sud
den my project had just become a series of lines whereas in lines and whilst | appreciate that it meant a lot to
beable to have... .

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 3

181: 1gotso bogged down in all the science part of it, | think | woke up one morning and went Ols this

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 3

182: Soit®a sort of trying to concentrate on how to make it work, how to implement it, is a level of the
making, the realisation. you tend to get into the woods | guess...
183: SM Yes

184: LC ...thenyou need some way of drawing back and asking, getting back into the conceptual think
ing what it®all about, what the motivation is.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 16 of 48 Problem Solving-interesting approach
Passage 1 of 1

31: Ialways ask questions whenever | get anyone to help me | just try to learn as much, but I really think
the best way to learn especially with computers andlistjst to do it yourself, just to keep at it and go Ol

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 17 of 48 SA-undermines--Artist
Passage 1 of 2

275: SM It@ not, you go and have a look at the ManGhe lab, [LC Well if | couldn®find it said at
same timg there are no applications on the desk top. _

276: LC Well that®because presumably nobadp@t them there.

277: SM  Well no because | keep putting them there and they keep getting put back and Istaib&itO
control. It® about saying well if you talk to Mark he(~)ll~say OO bétfer to have everything cleanO, but
that® a load of bollocks, like if you darknow what youOve got you damse it can you.
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NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

286: What weOre talking about is théfetiénce between control over your own machine and control of
what®in the lab

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 18 of 48 Technology-inspires-Artist-or-Technology-affects-A
Passage 1 of 1

62: So you moved from mobile centred to PBéntred at that point.
63: SM  Yeah..
64: LC So then the focus of your attention changed.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: TechnologistsOneeting 24-10-02 LC [observer]

Created: 26/11/2004 - 16:15:19

Modified: ~ 06/12/2004 - 16:44:13

Description: Technical Meeting 24.10.02: Review of Technical Issues Post COSTART 2 resi-
dencies

Node 1 of 48 Artist-breaking boundaries-Technology
Passage 1 of 1

188: Sothose things that might be problems to do with using tools actually became features of the work.
189: AW Right whereas with other projects artists said | want to do, what ever it is, and then you say well

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 2 of 48Programmer-active interpreter-Artist
Passage 1 of 9

134: You were an agent changing his perspective in the way he wanted to do things

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 9

135: how much did you influence the artist, not just in a response mode but you kind of took on their project and did what you
thought they wanted but when you got into iffisigntly and you felt you wanted to take some initiative, those are quite important as
pects of the work. So youOre not just a passive heipgou like you could take a technician role and just respond to need or you take a
technologis&initiation role, an artistic perspectiveAnd that seemed to me certainlyA® case you were doing that.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 9

189: | want to do, what ever it is, and then you say well ok youOve got these things.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 4 of 9

194: sometimes | give a technical reason for not doing something, but later | realisug®| didndke
what they wanted todo

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 5 of 9

197: Yes it®possible and no #@ot possible. )
198: SP Andyou know also that if you sayst@ossible then &@ll down to you to

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 6 of 9
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206: _ | knew the kind of look she was aftéknew that whole kind of type of work

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 7 of 9

210: | kind of felt quite worried that | was showing him all sorts offstiuéit he didridxnow about and
that® influencing, changing the way he was thinking about this project. But Itveasa@hat was the right
thing forme todo. e

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 8 of 9

211: Yeah therekind of a responsibility there becauseyém in chage of the toy shop ...

Passage 9 of 9

224: 1 if you know where someone is coming from and so you can sort of predict a bit more what he would
like

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 3 of 48Programmer-concieves as passive interprete
Passage 1 of 1

210: | kind of felt at least initially that | was there to do just what they asked

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 4 of 48Programmer-engagement-Artist
Passage 1 of 6

235: engagement

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 6

237: perhaps youOre being paid to write program rather than caring about the work, the result theh you don
feel so engaged as a person, youem@t to own it. .

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 6

238: | know how to do it this waythat®the easiest way | do it that Wal .
NNNNNNNRNNNNNNNRNNNNNNRNNNNNNRNNNNNNNNRNS
[2] Memo: | wonder what artists' reactions to different types of programmers would
be? Active, passive, passive-aggressive

Passage 4 of 6

242: even if | didn€care that much | would still try and do it in the best way you could do it and go back to
things and rewrite it

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 5 of 6

321: you do the best you can busigdrt of flat, whereas if youOre involved with the artist in particular or the challenge
intellectually then you be more inventive, creating more solyijns

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[6] Memo: involvement in the technical challenge vs. involvement in the artistic chal-
lenge... which is referred to here? Find out different perceptions from interviews.
Passage 6 of 6

327. artistic verses technological engagement

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
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Node 5 of 48Programmer-inspiration-Artist
Passage 1 of 3

131: I think the most important thing was the fact he changed his mind completely during the week mainly because of the interaction
with other people I did try to show him all the alternatives and | think maybe he was someone who was talking about, for@ample
thing and things like that and | started thinking about using noise...

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 3

134: you were acting as the catalyst as a sense

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 3

194: sometimes | give a technical reason for not doing something, but later | reslsig®| didndke
what they wanted to do

Node 6 of 48Programmer-interpret a posteriori-A
Passage 1 of 1

206: With K@ it was a bit more ditult because | couldhéally identify what tradition she was coming

from. This is where she wants to go. It was like initially | just wanted to get a sense of where she was com
ing from as an artist. Not so | could say well thatfdng, or you should do thisit so we could establish

that mutual agreement on the look and the feel of the thing

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 7 of 48Programmer-interpret a priori-A
Passage 1 of 1

206: | knew the kind of look she was aftéknew that whole kind of type of work

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 8 of 48Programmer-passive-aggressive interpreter-
Passage 1 of 2

224: 1 think the fact if you really dohfike what someone wants to do but you have to collaborate just to
make it, thereGa human thing to think | ddnéant to be. Maybe &@ bit strong way to say it but you know
| don©Owant to be associated with something | déke? =~

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

231: we canQeally do that

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 9 of 48Programmer-professionalism
Passage 1 of 2

242: even if | didn€care that much | would still try and do it in the best way you could do it and go back to
things and rewrite it

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

321: you do the best you can busigort of flat, whereas if youOre involved with the artist in particular or the challenge
intellectually then you be more inventive, creating more solyjns

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[6] Memo: involvement in the technical challenge vs. involvement in the artistic chal-
lenge... which is referred to here? Find out different perceptions from interviews.

Node 10 of 48 Programmer-second-guessing intentions-Artist
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Passage 1 of 1

224: 1 if you know where someone is coming from and so you can sort of predict a bit more what he would
like

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 11 of 48Programmer-seeking help
Passage 1 of 1

166: Well I got a lot of help dfthe mailing list, because 10d say how do | do this and then see what it said, try this and then, so there
was a lot of...

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 12 of 48Problem Solving: analysis vs synthesis
Passage 1 of 1

189: | want to do, what ever it is, and then you say well ok youOve got these things.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 13 of 48Problem Solving~ understanding the problem
Passage 1 of 1

180: but the thing was thinking about how to solve it rather than simply coding that solution

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 14 of 48Problem Solving-interesting approach
Passage 1 of 2

188: those things that might be problems to do with using tools actually became features of the work

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

321: you do the best you can busigort of flat, whereas if youOre involved with the artist in particular or the challenge
intellectually then you be more inventive, creating more soldns
NNNNNNNNNNNNNNNNNNNNRNNNNNNNNRNNNNNNNNKN
[6] Memo: involvement in the technical challenge vs. involvement in the artistic chal-

lenge... which is referred to here? Find out different perceptions from interviews.

Node 15 of 48 sketching same medium as product
Passage 1 of 1

256: 10ve got to draw a sculpture, IOve got to design a scukptaiéOm thinking well whatéhe point of doing that

surely the best way to make a sculpture, to design it is actually to get theoatuiaking it with and see what you can
do with it.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 16 of 48Technology-inspires-Artist-or-Technology-affects-A
Passage 1 of 4

131: 1did try to show him all the alternatives and | think maybe he was someone who was talking about, for¥:&athiplg and

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 4

188: _those things that might be problems to do with using tools actually became features of the work

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 4
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194: sometimes | give a technical reason for not doing something, but later | realisug®| didndke
what they wanted todo

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 4 of 4

210: | kind of felt quite worried that | was showing him all sorts offstiut he didridxnow about and
that® influencing, changing the way he was thinking about this project. But ltvsasa@hat was the right
thing for me to do.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Node 17 of 48Visual Programming Environment-convey structure
Passage 1 of 4

324: when | do some Max work | like it to end up whers itéry very neat, so si@ery tidy very aganisedso you can
see exactly what g@oif7] g

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 4

358: YTQ thing | never went back and restructured it in a way that made it obvious what it was doing

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 4

369: _Structure reallythe structure is a problem.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 4 of 4

370: So like with [Artist] we did it and then before the exhibition | had to go through and did it again so it

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document: YT [artist] - macaroni synthesis ~part~
Created: 26/11/2004 - 16:19:10
Modified:  06/12/2004 - 17:08:55

Node 1 of 48 Artist-need to change-Technology
Passage 1 of 1

6: If Technology couldrn@evelop as | wanted, | have to change technology itself

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.

Document:  YT's [artist] work by Kort
Created: 26/11/2004 - 16:19:22
Modified: ~ 06/12/2004 - 16:16:14
Description:
FROM LOOS MUSIC FESTIVAL CATALOG (p.p.36-39)

Node 1 of 48 Artist-need to change-Technology
Passage 1 of 1

259: | researched the way to override the eguoirecting system

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
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Node 2 of 48 homogeneity of bits
Passage 1 of 1

281: .itis atypical post modern phenomena in a sense that everything exists in front of us is like

a computer data, so
282: you can use it any time and all is non hierchical

Node 3 of 48 Technology-inspires-Artist-or-Technology-affects-A
Passage 1 of 1

287: it depends how people get totally new idea through new technology and widen the way of
thinking by it

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

No other nodes in this set code this document.
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Node Cading Report

Node: Programmer-active interpreter-Artist
Created: 29/11/2004 - 15:00:42

Modified:  06/12/2004 - 17:25:05

Document 1 of 13 AA [artist] interview

Passage 1 of 1

47: L Are they also trying to tell you things that thaye they trying to influence you in anywayve
you an opinion of what should be done
48: A Yeah, SRand als®AW an also MF [technologists].

49: L How do you react to that when they say | think it should be done like this....

50: A I think about it, | want to take my time but | usually think that if somebody says something they
have a good reason to say it, so that ?? helps if you do that. So | listen, try to, of course if | disagree

51: L So the sort of things, were they aesthetic or artistic issues or purely technical

52: A More technical issues

53:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 2 of 13 AW [technologist] - interview by LC [observer]
Passage 1 of 1

250: Well | suggested that we had this sensor which could detect movement rather than, which is very good
at detecting movement but it wagD@ry good at detecting position. So | was suggesting that maybe we

could use that as, and make a drawing of movement rather than a drawing of positions, which | thought was ¢
that kind of suggestion a joining in kind of suggestion rather than a kind of technical suggestion.

251: LC There®a subtle dference.

252: AW Yeah... But it was also a behind the scenes technical suggestion because | knew | could do that

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 3 of 13SM [artist] Interview transcript
Passage 1 of 1

147: Butlam at their mercy a lot and I0m aware of that too because | know that theyOve goneLright SMC
coming here and she want to do this project, the best and easiest way of doing this projé€sbisHapOve

Document 4 of 13 Technologist meeting 24-10-02 LC [observer]
Passage 1 of 9

134: You were an agent changing his perspective in the way he wanted to do things

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 9

135: how much did you influence the artist, not just in a response mode but you kind of took on their project and did what you
thought they wanted but when you got into iffisigntly and you felt you wanted to take some initiative, those are quite important as

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 9

189: | want to do, what ever it is, and then you say well ok youOve got these things.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 4 of 9
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194: sometimes | give a technical reason for not doing something, but later | realisug®| didndke
what they wanted todo

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 5 of 9

197: Yes it®possible and no #@ot possible.
198: _SP__And you know also that if you saystfossible then &@ll down to you to

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 6 of 9

206: | knew the kind of look she was aftéknew that whole kind of type of work

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 7 of 9

210: | kind of felt quite worried that | was showing him all sorts offsttudit he didrt@xnow about and
that® influencing, changing the way he was thinking about this project. But lvsasahat was the right
thing formetodo.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 8 of 9

211: Yeah therelkind of a responsibility there becauss yt@u in chage of the toy shop ...

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 9 of 9

224: 1 if you know where someone is coming from and so you can sort of predict a bit more what he would
like

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Artist-expectations-Artistic Environment
Created:  30/11/2004 - 17:14:41

Modified: ~ 08/12/2004 - 17:53:17

Document 1 of 13 GC [artist] tracks in progress

Passage 1 of 2

46: 1Ove worked out an isolation, a diagram of how many image Ples will be needed to ac
tually make this work and g@ lot. 10m a lot more conbdent that the piece is actually pos
sible now

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

47: How many images do you think you are going to be dealing with during this..

48: G! 22 to the power of 2[i]

49: [laughter]

50. G! Probably not during this but if we get one or two working then the rest is me, if
we got one or two working then we know the pathways | think the rest is really possible.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[1]  Memo: Regardless of the accuracy of this calculation, the artist doesn't see that
this renders the proposed method impossible with current technology (2221 = 1.5 x 10728, or 150
billion billion gigabytes, assuming 100k per image)

Document 2 of 13 SM [artist] Interview transcript
Passage 1 of 1
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146: That®an interesting issue there tsinOIf it& a world of mystery for you does it mean you have ex
pectations of it that are unrealistic or perhaps... not unrealistic but at Iéiasttdidr you to actually know
whether something that you want done can be achieved?

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: C-obscure to-Artist

Created: 02/12/2004 - 18:32:04

Modified: ~ 06/12/2004 - 16:09:07

Document 1 of 13 SM [artist] Interview transcript
Passage 1 of 3

253:  No, well IOve never directly asked anybody but I find that the whole process actually of dealing with
*** totally frustrating because [SysAdmin] is not interested and I think he has his own logic whichtdibesnO
into mine, so | don@hink he really cares about trying to tell you either how it works,smathis job.

254: LC 10m justinterested in why it matters to know as long as... the application...

255: SM Because... then | danf@ed help, cause | hate asking for help and so if I...

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 3

257: This program needs these things, does that equa¥#sat So ita bit like looking at, you knqw
there®a triangle there and a triangle here and they both matchsygeiit®to match but | donéow what
the triangle is and thate frustrating thing forme.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 3

277: like if you don€know what youOve got you damé® it can you

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Programming-too specific for-Art
Created: 30/11/2004 - 17:34:45

Modified:  06/12/2004 - 16:24:44

Document 1 of 13 SM [artist] Interview transcript
Passage 1 of 3

175: all of a sudden | have some artists around me and | just it was like a warm bath you know just like
being able to talk, Mike is absolutely fantastic and | really enjoy it but | heetlded how much 10d missed

just talking about things in a kind of conceptual broad... Oarty fartyO sense rather than you know all of a sud
den my project had just become a series of lines whereas in lines and whilst | appreciate that it meant a lot to
beableto have.. .

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 3

181: 1 got so bogged down in all the science part of it, | think | woke up one morning and went Ols this
NNNNNNNNNNNNNNRNNNNNNRNNNNNNRNKNNNNNNRNS
Passage 3 of 3

182: So it® a sort of trying to concentrate on how to make it work, how to implement it, is a level of the
making, the realisation. you tend to get into the woods | guess...

183: SM Yes

184: LC ...then you need some way of drawing back and asking, getting back into the conceptual think
ing what it®all about, what the motivation is.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
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This Node codes no other documents in this set.

Node: Problem Solving-compromise
Created: 06/12/2004 - 15:42:58

Modified:  06/12/2004 - 17:12:25

Document 1 of 13 AA Detailed Proposal

Passage 1 of 2

32: NATO, for instance, can control a 3D solid's scale and position by altering scund pa
rameters with its brother package Max. Unfortunatelyf@A&an't modify a solid's geome

try over time, which is quite important in my vision. It is possible though to modify #s tex
ture, which can be an interesting contribution to an object's visual appearance. FHowever
several correspondences can be automatized.

33:

34: With Director 8.5, on the contrarig's possible to modify an object's geometry in real
time, but there is no direct connection with a sodsda consequence, correspondences

must be created by hand.
35:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

42: There are authors who prefer an approach that is completely free but also quite arbi
trary, and others who on the contrary prefer to follow precise réakeslways only the re

sults are important, as they tell us if a certain approach actually[wjorkdbelieve that a

way in the middle is the best solution.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[1]  Memo: Which by nature implies an iterative approach

Document 2 of 13 GC [artist] Date Record Transcription
Passage 1 of 1

239: 1. Have realistic images and pretend genetics

240: 2. Have realistic genetics but pretend images.
241:

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Problem Solving-interesting approach
Created: 29/11/2004 - 16:11:19

Modified: ~ 06/12/2004 - 16:26:56

Document 1 of 13 SM [artist] Interview transcript

Passage 1 of 1

31: | always ask questions whenever | get anyone to help me | just try to learn as much, but | really think
the best way to learn especially with computers andlistjst to do it yourself, just to keep at it and go Ol

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 2 of 13 Technologist meeting 24-10-02 LC [observer]
Passage 1 of 2

188: those things that might be problems to do with using tools actually became features of the work
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NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

321: you do the best you can busigort of flat, whereas if youOre involved with the artist in particular or the challenge
intellectually then you be more inventive, creating more solyjns

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[6] Memo: involvement in the technical challenge vs. involvement in the artistic chal-
lenge... which is referred to here? Find out different perceptions from interviews.

This Node codes no other documents in this set.

Node: Artist-not-Programmer
Created: 30/11/2004 - 17:05:02
Modified: ~ 08/12/2004 - 17:53:19
Document 1 of 13 AA [artist] interview
Passage 1 of 3

84: frankly speaking I prefer how it is now so that she would be more involved with the interaction coding
" RINRRRRRRNNNRNRRRRRRINNNNRNRNRRRRRNNNRRRRR
Passage 2 of 3

134: L Programming languages, that doésvigdry you at all

135: A Well IOm not a programme®m not a composer IOm not any of those things and fitdanO
any specific ??? which is the way I like it. | used to program in C but | theetdinly good at C
programming. Of course C is powerful, verfi@ént but it® also source for problems if you want to
avoid headachesstﬁetter you don@se it, and espeC|aIIy if you ??7? that machines change proces

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 3

137: 1Om still not a programmer but | can do things with Lingo and that@ enough.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 2 of 13
Passage 1 of 2

46: 1Ove worked out an isolation, a diagram of how many image Ples will be needed to ac
tually make this work and g@ lot. 10m a lot more conbdent that the piece is actually pos
sible now

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

47: How many images do you think you are going to be dealing with during this..

48: G! 22 to the power of 2[i]

49: [laughter]

50. G! Probably not during this but if we get one or two working then the rest is me, if
we got one or two working then we know the pathways | think the rest is really possible.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[1] Memo: Regardless of the accuracy of this calculation, the artist doesn't see that
this renders the proposed method impossible with current technology (22”21 = 1.5 x 10728, or 150
billion billion gigabytes, assuming 100k per image)

Document 3 of 13 SM [artist] - SP® [technologist] Notes
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Passage 1 of 1

11: SM hasniQyot yet a very clear idea of the logic to use to pick up the stories.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 4 of 13 SM [artist] Interview transcript
Passage 1 of 4

129: | don®want to, dortQvant to be a computer scientist.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 4

133: | mean an architect doesmd the brick laying do theyou know it would be stupid in fact for an ar

chitect to build their own houses because their skill is in design, angl aha#€y important and useful skill,
without it the houses wouldr€if1] t = o
NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
[1] Memo: But that is partly because the design and the bricks are different media.
With computer systems, they're the same.

Passage 3 of 4

182: So it®a sort of trying to concentrate on how to make it work, how to implement it, is a level of the
making, the realisation. you tend to get into the woods | guess...
183: SM Yes

184: LC ...thenyou need some way of drawing back and asking, getting back into the conceptual think
NNNNNNNRNNNNNNRNKNNNNRNKNNNNRNKNNNNNNRNS
Passage 4 of 4

185: 1 just donfwant to learn how mobile phones work, | darede, like | dort@ive a Ora@rseO just
make it do it®thing

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Technology-inspires-Artist-or-Technology-affects-A
Created: 26/11/2004 - 17:32:34

Modified: ~ 08/12/2004 - 15:57:19

Document 1 of 13 AW [technologist] - interview by LC [observer]

Passage 1 of 2

119: LC What do you think of Max as a graphical programming language?

120: AW | think itG good but | donQ think it, there are some problems with it. One is that your encour
aged to fiddle which | dohfike very much. | think it seems to me so unlikely that youOd ever arrive
at something, well first of all it seems to be unlikely that youOll ever arrive at something good by just

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

172: when you find out something new trsatie exciting bit of doing product development, and you see
something and think gosh nobodies thought of that before, or something or not quite in that way

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 2 of 13 JO [artist] Transcription
Passage 1 of 1
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330: | am very very grateful to M [technologist] for this and for the time he has just spent
moving camera and lights aund in Max and putting the modelled form ionfr of the 2D
graphs (pitch & dynamics) which gave the information for the shape.

331:

332: This is an example of thequess aeating the aesthetic. | have been totally surprised
by the out come of thequess.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 3 of 13 SM [artist] Interview transcript
Passage 1 of 1

62: So you moved from mobile centred to PBéntred at that point.

63: SM  Yeah..
64: LC So then the focus of your attention changed.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 4 of 13 Technologist meeting 24-10-02 LC [observer]
Passage 1 of 4

131: 1did try to show him all the alternatives and | think maybe he was someone who was talking about, for¥:@athiplg and

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 4

188: those things that might be problems to do with using tools actually became features of the work

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 4

194: sometimes | give a technical reason for not doing something, but later | realisug®| didndke
what they wanted todo

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 4 of 4

210: | kind of felt quite worried that | was showing him all sorts offstiudt he didridknow about and
that® influencing, changing the way he was thinking about this project. But ltvsasa@hat was the right
thing for me to do.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 5 of 13 YT's [artist] work by Kort
Passage 1 of 1

287: it depends how people get totally new idea through new technology and widen the way of
thinking by it

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Programmer-engagement-Artist
Created: 29/11/2004 - 17:11:49

Modified: ~ 15/12/2004 - 13:19:36

Document 1 of 13 Technologist meeting 24-10-02 LC [observer]
Passage 1 of 6

235: engagement

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 6
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237: perhaps youOre being paid to write program rather than caring about the work, the result theth you don
feel so engaged as a person, youtleabttoownit.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 6

238: | know how to do it this waythat®the easiest way | do it that Waj .
NNNNNNNRNNNNNNRNKNNNNRNNNNNNRNKNNNNNNRNS
[2] Memo: | wonder what artists' reactions to different types of programmers would
be? Active, passive, passive-aggressive

Passage 4 of 6

242: even if | didnBcare that much | would still try and do it in the best way you could do it and go back to
things and rewrite it

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 5 of 6

321: you do the best you can busiort of flat, whereas if youOre involved with the artist in particular or the challenge
intellectually then you be more inventive, creating more solUidns

NNNNNNRNNRNNNNNNRNNNRNNRNNNNNRNNRNNRNNRNNR
[6] Memo: involvement in the technical challenge vs. involvement in the artistic chal-
lenge... which is referred to here? Find out different perceptions from interviews.

Passage 6 of 6

327: artistic verses technological engagement

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Artist-conception-Programming
Created: 30/11/2004 - 17:10:24

Modified:  06/12/2004 - 15:58:18

Document 1 of 13 SM [artist]- SP® [technologist] Notes
Passage 1 of 2

11: SM hasniQyot yet a very clear idea of the logic to use to pick up the stories.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 2

13: SMis not really aware of difbculties of programming problems that can arise while
programming that cannot be anticipated before. | have explained that only a simple versior
of the entire project can be done in 3 days. SM agrees with me and we start working just
on the beginning of the program.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 2 of 13 SM [artist] Interview transcript
Passage 1 of 3

137: Hum... (pause) my understanding of computer programming is tebit® according to specifica
tions and a bricklayer puts their own flair into laying bricks and for example there are many ways of laying
bricks so that they look a particularway =~~~

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 3

141: 1think (not having any idea) computer programming is like 1d2¢rs..
142: LC Like layers?
143: SM vyes it®just like layers that kind of feed in to each other maybe its...
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144: LC But for you it®a world of mystery basically
145: SM Oh yeah | think.
NNNNNNNRNNNNNNNRNNNNNNRNNNNNNRNKNNNNNNRNS
[2] Memo: Mamykina/Candy's collaboration models. One is convetional architech/
engineer. What are equivalent metaphors for other styles of collaboration?

Passage 3 of 3

175: Last time that is, | have changed the way in which | speak to people and think about, like IQve tried to
make my own thinking as close to the thinking of computer scientists as | can so that people understand wha
I0m talking about.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Artist-need to change-Technology
Created: 26/11/2004 - 17:54:56

Modified:  06/12/2004 - 17:37:29

Document 1 of 13 AA [artist] Detailed Proposal

Passage 1 of 1

32: NATO, for instance, can control a 3D solid's scale and position by altering scund pa
rameters with its brother package Max. Unfortunatelyf@Aan't modify a solid's geome

try over time, which is quite important in my vision. It is possible though to modify is tex
ture, which can be an interesting contribution to an object's visual appearance. However

several correspondences can be automatized.
33:
34: With Director 8.5, on the contrariy’'s possible to modify an object's geometry in real

time, but there is no direct connection with a sodsda consequence, correspondences
must be created by hand.

35:
NNNNNNNNNNNRNNNNNNNNRNNNNNNNNRNRNNNNNARN
Document 2 of 13 AA [artist] interview
Passage 1 of 1
132: What about the limits, constraints that youOve had to fight against particularly?

L
133: A Absolutely yes the main limit has always been Max and Jitter are up and coming which is hav
ing the software capable of dealing with both ???
134: L Programming languages, that doéswmidry you at all
135: A Well IOm not a programmeiOm not a composer IO0m not any of those things and fitdanO
any specific ??? which is the way I like it. 1 used to but | wasw@inly good at C programming. Of
course C is powerful, veryfafient but it® also source for problems if you want to avoid headaclksdeitor
you donfuse it, and especially if you ??? that machines change, processors charaeightinare if you
want to ??7And | ????? very much Lingo ???? high level languages because they make things so easy to do
and so thasvery important for testing, experimenting, so even though

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 3 of 13 SM [artist] Interview transcript
Passage 1 of 1

24: So you couldrt@ctually manipulate the image to your satisfaction?
25: SM  No that®right not at all. | think that thatéhe frustrating, in fact thatBeen the frustration
throughout my whole art practise

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
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Document 4 of 13 YT [artist] - macaroni synthesis ~part~
Passage 1 of 1

6: If Technology couldi@evelop as | wanted, | have to change technology itself

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 5 of 13 YT's [artist] work by Kort
Passage 1 of 1

259: | researched the way to override the egoirecting system

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Problem Solving: analysis vs synthesis
Created: 29/11/2004 - 12:56:40

Modified:  08/12/2004 - 15:12:38

Document 1 of 13 AA [artist] Detailed Proposal

Passage 1 of 1

42: There are authors who prefer an approach that is completely free but also quite arbi
trary, and others who on the contrary prefer to follow precise rules.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 2 of 13 AA [artist] interview
Passage 1 of 1

142: | developed some software in the 8@6d applied it to the work | was doing in English Language and

| found | had to discover the basis of English grammar and 10d learnt itferendi$tyle, an English educa

tion, | did a little it of grammarWhen | had to teach a computer English grammar then | had to learn ???7? it
also had this éct of making me more aware of ??? the structures of the language. Oh course | knew them,
but | didn©know them enough to describe them.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 3 of 13 AW [technologist] - interview by LC [observer]
Passage 1 of 1

124: | want to have a clear idea of exactly what it is | want to do because otherwise younden&and
the problem and science seems to be about understanding the problem. But it is, on the other hand there are

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 4 of 13MF [technologist] interview with LC [observer]
Passage 1 of 1

36: So for me there@ very diferent ways of using computers theré® messing argund and seeing what
happens and then thesexDother stage which is like 10ve found this thing and now IOm just going to go to it

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 5 of 13 Technologist meeting 24-10-02 LC [observer]
Passage 1 of 1

189: | want to do, what ever it is, and then you say well ok youOve got these things.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.
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Node: Visual Programming Environment-convey structure
Created: 29/11/2004 - 12:52:53

Modified: ~ 06/12/2004 - 16:21:17

Document 1 of 13 AW [technologist] - interview by LC [observer]

Passage 1 of 1

121: | haventyyot any sense of how you understand the structure the way the programme has been de

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 2 of 13 Technologist meeting 24-10-02 LC [observer]
Passage 1 of 4

324: when | do some Max work | like it to end up whers it€ry very neat, so s@ery tidy very aganisedso you can
see exactly what §@oif7] g

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 4

358: YTOs thing | YTever went back and restructured it in a way that made it obvious what it was do
ing

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 4

369:  Structure reallythe structure is a problem.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 4 of 4

370: So like with [Artist] we did it and then before the exhibition | had to go through and did it again so it
was actually crystal clear what was happening andsthat®ecessary its just something | do.

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other documents in this set.

Node: Programmer-inspiration-Artist
Created: 29/11/2004 - 14:49:06

Modified: ~ 06/12/2004 - 16:28:33

Document 1 of 13 SM Jartist] Interview transcript
Passage 1 of 1

147: But | am at their mercy a lot and I0m aware of that too because | know that theyOve goneright SMC
coming here and she want to do this project, the best and easiest way of doing this projésbisHegOve
kind of grabbed an arm each and then been down blar path, and | know that there must be so many other bla

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

Document 2 of 13 Technologist meeting 24-10-02 LC [observer]
Passage 1 of 3

131: I think the most important thing was the fact he changed his mind completely during the week mainly because of the interaction
with other people I did try to show him all the alternatives and | think maybe he was someone who was talking about, fore@ample
thing and things like that and | started thinking about using noise... _

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 2 of 3

134: you were acting as the catalyst as a sense

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN
Passage 3 of 3
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194: sometimes | give a technical reason for not doing something, but later | realisug®| didndke
what they wanted to do

NNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNNN

This Node codes no other
documents in this set.
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Categoriesresulting from COSTART 2 coding

New codes & ingreen

ARTIST TECHNOLOGIST

Responding to suggestions Suggesting

- asks for mar info - like/dislike

- agees/disages - aesthetic/distic vstechnical / pragmatic
- easy/had

Relating withTOist

- perceiving complexity ifT@ action

- reluctant to delegate

- valuingOpeople skil(atelligencegoodwill, sensitiity)

- (passie-aggessie)
- commitment leel
- engagement el
- active / passie

Leaning fom TOist

- wanting to leam to code

- leaming TOy om TOist@xpetise
- leaming fom collaboration

Relating withAQist
- requesting Oical undstanding
- wondeiing aloud whether #ist want to lean code

Communicating withAQist

Communicating withTOist - non-threatening

- trust - honesty

Shaing Meaning withT Oist - interrupting

- rules for poblem expession
- trying to adjust thinking to wrk more closely with
programming

Shaing meaning wittAQist
- rules for poblem expession
- shavsAQist the code (or at least the sieptbp opera

- asking questions tion of the code)

Expressing Fblem

- known rules mean solution

- discavering unknawn rules

- in response to unanticipated combinations of condit
- using \ague language

- wanting to de!ne limits within which the computer ca
be random

- others equiting logic

- others equiring speci'city

- others equiling sequentiality

- admiring sequentiality

- desiiing toolkit

- expelimentation

- descibing in tems of e"ect

- expanding bgond original concept

SolvingProblem
- analysis vsynthesis (an@ous to expementation /
theorising)
- Iddling/play vs.problem-solving
- creating sticture
- known rules mean solution
- C needs ules
- di#cult to expressules to C
- gatheing rules fom AQist
- by asking what counts astizal detail
- by supposing combinations of conditions
- requiring logic
- requiting specilcity
- requiting sequentiality
- providing !nished poduct
- descibing in terms of technolgy
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ARTIST TECHNOLOGIST

Relating taTOist Relating toAQist

- being used to hands-on appch - Ode=loping@dist@olo werk

- watchingT Oist wrk - shavsAQigbne levelsO

- feelingOstrangaddut vatchingT Oist wrk - shavsAQist ne possibility

- feeling pedantic - building with unforeseen expansion in mind

- delegatin@interaction coding® .
Teachin@AOist

Working aparfrom TOist - show new stu"
- hands-on - in$uencing
- giving results td@Oist - test eactions

- ansvering questions
Compromising Quality

- inspiring
- Technolgy Limitations
- Resouce Limitations Motivation
. . - money
Relating to Pogramming - ownership
- constrains ideas
- engagement
- programmer $air (pesonal touch)
- aware of di#culties Perceving owvn role
- understanding strcture - Osuppoteam®
- too specilc - professional
- accoding to specilcations .
_ layers Relating toTOy

- CB vittue is patly that it a) foces explicit decisions b)
(thus) eveals options not priously appant

Relating taTOy - Program coe is lile an entne

- perceiving complexity iff Oy

- world of mystey

Relating to othes

- others equesting Oical undstanding .
- relying on otheiff Oists

- being avar of potential

- limiting

- consideing TOy as means to an end

- consideing TOy as aaatie element in itself
- need full contol over system

- rigidness Relating toArt

Domain Knavledge
- specilc technolgy
- real-world conditions

- inspiration ly technolay - a priori / a postefori interpretation
- featues dravn from limits of technolgy
- creates aesthetic
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