
References

Adobe. (2004). Director MX 2004: Adobe.

Adobe. (2005). Flash Professional 8: Adobe.

Amabile, T. M. (1983). The social psychology of creativity. New York: 
Springer-Verlag.

Amabile, T. M. (1987). The motivation to be creative. In S. Isaksen 
(Ed.), Frontiers in creativity research: beyond the basics. Bu!alo, 
NY: Bearly.

Amabile, T. M. (1996). Creativity in Context: Update to the social 
psychology of creativity: Westview Press.

Amabile, T. M., Patterson, C., Mueller, J., Wojcik, T., Odomirok, P., 
Marsh, M., et al. (2001). Academic-Practitioner Collaboration 
in Management Research: A Case of Cross-Profession 
Collaboration. Academy of Management Journal, 44(2), 
418-431.

Andersen, A. (2002). On Software Design and the Missing 
Revolution. 2003

Anonymous. (c. 2005). Never-ending fall.

Babchuk, W. A. (1996). Glaser or Strauss? Grounded Theory and Adult 
Education. Paper presented at the Midwest Research-To-
Practice Conference in Adult, Continuing and Community 
Education, Michigan State University, East Lansing, 
Michigan.

R e f e r e n c e s

p.524



Baecker, R., DiGiano, C., & Marcus, A. (1997). Software Visualization 
for Debugging. Communications of the ACM, 40(4).

Baker-Sennett, J., & Ceci, S. (1996). Clue-e"ciency and insight: 
Unveiling the mystery of inductive leaps. Journal of Creative 
Behaviour, 30, 153-172.

Balaban, M., Barzilay, E., & Elhadad, M. (2002). Abstraction as a 
Means for End-User Computing in Creative Applications. 
IEEE Transactions on Systems, Man, and Cybernetics, 32(6), 
640-653.

Baldwin, N. (1988). Man Ray: American Artist. New York: Clarkson 
Potter.

Barron, F., & Harrington, D. M. (1981). Creativity, Intelligence and 
Personality. Annual Review of Psychology, 32, 439-476.

Barron, R. (1988). Putting Creativity to Work. In R. J. Sternberg 
(Ed.), The nature of creativity (pp. 76-98): Cambridge 
University Press.

Beck, K. (1999). Extreme Programming Explained: Embrace Change: 
Addison-Wesley Publishing Company.

Boden, M. A. (2004). The Creative Mind: Myths and Mechanisms 
(Second Edition ed.). London: Routledge.

Boden, M. A. (Ed.). (1994). Dimensions of Creativity. Cambridge, MA, 
USA: Massachusetts Institute of Technology.

Candy, L., & Edmonds, E. A. (2002). Explorations in Art and Technology: 
Springer.

Candy, L., & Hor i, K. (2003). The digital muse: HCI in support of 
creativity: "creativity and cognition" comes of age: towards a 
new discipline. ACM Interactions, 10(4), 44-54.

Candy, L., & Kelly, A. (2000a). COSTART Project: Case Report No. 1. 
Loughborough, UK: Loughborough University.

Candy, L., & Kelly, A. (2000b). COSTART Project: Case Report No. 2. 
Loughborough, UK: Loughborough University.

R e f e r e n c e s

p.525



Candy, L., & Kelly, A. (2000c). COSTART Project: Case Report No. 3. 
Loughborough, UK: Loughborough University.

Candy, L., & Kelly, A. (2000d). COSTART Project: Case Report No. 4. 
Loughborough, UK: Loughborough University.

Candy, L., & Kelly, A. (2000e). COSTART Project: Case Report No. 5. 
Loughborough, UK: Loughborough University.

Candy, L., & Kelly, A. (2000f). COSTART Project: Case Report No. 6. 
Loughborough, UK: Loughborough University.

Candy, L., & Kelly, A. (2000g). COSTART Project: Case Report No. 7. 
Loughborough, UK: Loughborough University.

Chun, W. H. K. (2005). On Software, or the Persistence of Visual 
Knowledge. Grey Room, 18(Winter 2005).

Cohen, H. (1999). Colouring Without Seeing: a Problem in Machine 
Creativity. available from the author.

Collins, M. A., & Amabile, T. M. (1999). Motivation and Creativity. In 
R. J. Sternberg (Ed.), Handbook of Creativity (pp. 297-312). 
Cambridge: Cambridge University Press.

Cornock, S., & Edmonds, E. (1973). The Creative Process Where The 
Artist Is Ampli#ed Or Superseded By The Computer. 
Leonardo(6), 11-16.

Costagliola, G., Delucia, A., Orefece, S., & Polese, G. (2002). A 
Classi#cation Framework to Support the Design of Visual 
Languages. Journal of Visual Languages and Computation, 13, 
573-600.

Couger, D. (1996). Creativity and Innovation in Information Systems 
Organizations. Danvers, MA: Boyd and Fraser.

Craft, B., & Cairns, P. (2005). Beyond Guidelines: What Can We Learn 
from the Visual Information Seeking Mantra? Paper presented at 
the IV05, London, UK.

Creative Industries Economic Estimates Statistical Bulletin (2005), 
Department of Culture, Media and Sports, UK [Electronic 

R e f e r e n c e s

p.526



(2005). Version] accessed at  http://www.culture.gov.uk/
NR/r donlyres/8B1842A1-71D0-464C-9CCA-
CD1C52A4D4E1/0/
CIEconomicEstimatesREVISED24OCT.pdf.

Crotty, M. (1998). The foundations of social research : meaning and 
perspective in the research process. St Leonards, N.S.W.: Allen & 
Unwin.

Csikszentmihalyi, M. (1999a). Creativity: Flow and the Psychology of 
Discovery and Invention. New York: HarperCollins Publishers.

Csikszentmihalyi, M. (1999b). Implications of a Systems Perspective 
for the Study of Creativity. In R. J. Sternberg (Ed.), Handbook 
of Creativity (pp. 313-337). Cambridge: Cambridge University 
Press.

Davies, C. (Artist). (1995). Osmose [virtual reality headset and 
motion-sensing vest]. 

Desain, P., & Honing, H. (1993). The Mins of Max. Computer Music 
Journal, 17(2), 3-11.

Dijkstra, E. W. (c1997). The Next Fifty Years.

Domingue, J., & Mulholland, P. (1997). Fostering debugging 
communities on the Web. Communications of the ACM, 40(4).

Dourish, P. (2001). Where The Action Is: The Foundations of Embodied 
Interaction: MIT Press.

Dreyfus, H. L. (2001). On The Internet: Thinking in Action. New York: 
Routledge.

Droste, M., Hahn, P., Hintz, K., Mees, B., Weber, K., Wolsdor!, C., et 
al. (c. 2000). The "Light-Space modulator" by L‡szl— 
Moholy-Nagy.  http://www .bauhaus.de/english/
bauhaus1919/kunst/kunst_modulator.htm. Retrieved 28 
October, 2005

Edmonds, E., Candy, L., Fell, M., Knott, R., Pauletto, S., & Weakley, 
A. (2003). Developing Interactive Art Using Visual Programming. 
Paper presented at the HCI International 2003, Crete, 
Greece.

R e f e r e n c e s

p.527



Edmonds, E., Candy, L., Fell, M., Pauletto, S., & Weakley, A. (2005). 
The Studio as Laboratory: Combining Creative Practice and 
Digital Technology Research. International Journal of Human 
Computer Studies, 63(4), 452-481.

Edmonds, E., & Muller, L. (2006). On Creative Engagement. Visual 
Communications, 5.

Edmonds, E. A., Everitt, D., Macaulay, M., & Turner, G. (2004). On 
Physiological Computing with an Application in Interactive 
Art. Interacting with Computers, 16(5), 897-915.

Ehn, P. (1988). Work-Oriented Design of Computer Artifacts. Stockholm: 
Arbetslivscentrum.

Eisenstadt, M. (1997). "My hairiest bug" war stories. Communications 
of the ACM, 40(4).

Elrad, T., Filman, R. E., & Bader, A. (2001). Aspect-oriented 
programming: Introduction. Communications of the ACM, 44
(10), 28-32.

Everitt, D. (2002). The Artist as Digital Explorer. In L. Candy & E. A. 
Edmonds (Eds.), Explorations in Art and Technology. London: 
Springer.

Everitt, D., & Turner, G. (Artist). (1999). cubeLife [Internet-Resident 
Artwork]. 

Everitt, D., Turner, G., Quantrill, M., & Robson, J. (2002). Arts and 
Disability Interfaces: new technology, disabled artists and audiences: 
The Arts Council of England.

Feist, G. J. (1999). The In$uence of Personality on Artistic and 
Scienti#c Creativity. In R. J. Sternberg (Ed.), Handbook of 
Creativity (pp. 273-296). Cambridge: Cambridge University 
Press.

Fels, S. (Artist). (1999). Iamascope [Multimedia Installation]. 

Fischer, G. (2001). Communities of Interest: Learning through the 
Interaction of Multiple Knowledge Systems. Paper presented at 
the IRIS'24, Norway.

R e f e r e n c e s

p.528



Fischer, G. (2002). Beyond 'Couch Potatoes': From Consumers to 
Designers and Active Contributors. FirstMonday, 7(12).

Fischer, G. (2005a). Challenges for Future Research Activities and 
Projects focused on "Software Tools and Socio-Techical 
Environments to Enhance Creativity". In B. Shneiderman, G. 
Fischer, M. Czerwinski, B. Myers & M. Resnick (Eds.), 
Creativity Support Tools: A workshop sponsored by the National 
Science Foundation.

Fischer, G. (2005b). Creativity and Distributed Intelligence. In B. 
Shneiderman, G. Fischer, M. Czerwinski, B. Myers & M. 
Resnick (Eds.), Creativity Support Tools: A workshop sponsored by 
the National Science Foundation.

Fischer, G., Giaccardi, E., Ye, Y., Sutcli!e, A. G., & Mehandjiev, N. 
(2004). Meta-Design: A Manifesto for End-User 
Development. Communications of the ACM, 47(9), 33-37.

Fischer, G., & Ostwald, J. (2003). Knowledge Communication in 
Design Communities. In R. Bromme, F. Hesse & H. Spada 
(Eds.), Barriers and Biases in Computer-Mediated Knowledge 
Communication (pp. 1-32): Kluwer Academic Publishers.

Flanagan, M., & Perlin, K. (2004). Endpapers: collaboration, process and 
code. Paper presented at the ISEA2004, Helsinki, Tallin.

Florida, R. (2002). The RIse of the Creative Class and How It's 
Transforming Work, Leisure, Community and Everyday Life. New 
York, US: Basic Books.

Foddy, W. H. (1992). Constructing questions for interviews and 
questionnaires : theory and practice in social research. Cambridge, 
England ; Melbourne: Cambridge University Press.

Fraser, D. (1999). QSR NUD*IST Vivo: Reference Guide. Melbourne: 
Qualitative Solutions and Research Pty.

Frenkel, K. (1994). A Conversation with Alan. Interactions(April 1994).

Fry, C. (1997). Programming on an Already Full Brain. 
Communications of the ACM, 40(4).

R e f e r e n c e s

p.529



Gardner, H. (1993). Seven creators of the modern era. In J. Brockman 
(Ed.), Creativity (pp. 28-47). New York: Simon & Schuster.

Gaver, W. W., Beaver, J., & Benford, S. (2003). Ambiguity as a Resource 
for Design. Paper presented at the ACM Conference on 
Human Factors in Computing Systems, Ft. Lauderdale, 
Florida, USA.

Giaccardi, E., & Fischer, G. (2005). Creativity and Evolution: A 
metadesign perspective. Paper presented at the European 
Academy of Design (EAD-6) Conference, Bremen, Germany.

Glaser, B. G. (1992). Basics of Grounded Theory Analysis: Sociology 
Press.

Glaser, B. G. (1998). Doing grounded theory : issues and discussions. Mill 
Valley, Calif.: Sociology Press.

Glaser, B. G., & Strauss, A. L. (1967). The Discovery of Grounded Theory: 
strategies for qualitative research. Hawthorne, N.Y: Aldine 
Publishing Company.

Glaser, R., & Chi, M. T. H. (1988). The Nature of Expertise.

Good, J. (1999). VPLs and Novice Program Comprehension: How do 
Di!erent Languages Compare? Paper presented at the IEEE 
Symposium on Visual Languages VL '99.

Graham, P. (2002). Revenge of the Nerds [Electronic Version].  
http://www .paulgraham.com/icad.html. Retrieved 24 
November 2005.

Graham, P. (2003). Fortran I.   http://www .paulgraham.com/
history.html. Retrieved 24 February, 2004

Gruber, H. E. (1989). The Evolving Systems approach to creative 
work. In D. B. Wallace & H. E. Gruber (Eds.), Creative People 
at Work: Twelve Cognitive Case Studies (pp. 3-24). New York: 
Oxford University Press.

Guildford, J. P. (1950). Creativity. American Psychologist, 5, 444-454.

R e f e r e n c e s

p.530



Guindon, R., & Curtis, B. (1988). Control of cognitive processes 
during software design: What tools are needed. CHI'88: 
Conference Proceedings: Special Issue of the ACM/SIGCHI 
Bulletin, 263-268.

Guindon, R., Krasner, H., & Curtis, B. (1987). Cognitive Processes in 
Software Design. Paper presented at the 2nd IFIP Conference 
on Human Computer Interaction--INTERACT'87, North 
Holland.

Heemskerk, J., & Paesmans, D. (Artist). (2005). jodi.org [Website]. 

Heidegger, M. (1962). Being and Time: Blackwell.

Hewett, T., Czerwinski, M., Terry, M., Nunamaker, J., Candy, L., 
Kules, B., et al. (2005). Creativity Support Tool Evaluation 
Methods and Metrics. In B. Shneiderman, G. Fischer, M. 
Czerwinski, B. Myers & M. Resnick (Eds.), Creativity Support 
Tools: A workshop sponsored by the National Science Foundation.

Hewett, T. (2002). An Observer's Re$ections: The Artist Considered 
as Expert. In L. Candy & E. A. Edmonds (Eds.), Explorations in 
Art and Technology. London: Springer.

Holstein, J. A., & Miller, G. (1993). Reconsidering social constructionism : 
debates in social problems theory. New York: Aldine de Gruyter.

Hššk, K., Sengers, P., & Andersson, G. (2003). Sense and Sensibility: 
Evaluation and Interactive Art. CHI Letters, 5(1), 241-248.

Ingalls, D., Kaehler, T., Maloney, J., Wallace, S., & Kay, A. (1997). Back 
to the Future: The Story of Squeak, A Practical Smalltalk Written in 
Itself. Paper presented at the OOPSLA'97 Conference, 
Atlanta, Georgia.

Ingalls, D. H. H. (1981). Design Principles Behind Smalltalk. BYTE 
Magazine,, August 1981.

Isaksen, S. G., & Tre"nger, D. J. (1985). Creative Problem Solving: The 
Basic Course. Bu!alo, NY, USA: Bearly Ltd.

Isaksen, S. G., & Tre"nger, D. J. (2004). Celebrating 50 years of 
re$ective practice: Versions of creative problem solving. 
Journal of Creative Behaviour, 38(2), 75-101.

R e f e r e n c e s

p.531



Jarry, A. (1980). Exploits and Opinions of Dr Faustroll, 
'Pataphysician: a Neo-Scienti#c Novel. In R. Shattuck & S. 
W. Taylor (Eds.), Selected Works of Alfred Jarry. London: Eyre 
Methuen Ltd.

Jausovec, N., & Bakracevic, K. (1995). What can heart rate tell us 
about the creative process? Creativity Research Journal, 8, 
11-24.

Jennings, P., & Giaccardi, E. (2005). Creativity Support Tools for and 
by the New Media Arts Community. In B. Shneiderman, G. 
Fischer, M. Czerwinski, B. A. Myers & M. Resnick (Eds.), 
Creativity Support Tools (pp. 37-52).

John-Steiner, V. (2000). Creative Collaboration: Oxford University 
Press.

Kan, M. M. (2002). Grounded Theory Methodology: A process map 
(private communication).

Kahn, K. (1996). ToonTalkªÑAn Animated Programming 
Environment for Children. Journal of Visual Languages and 
Computation, 7(2).

Kautz, K. (2004). The Enactment of Methodology - The Case of 
Developing a Multimedia Information System. Paper presented at 
the International Conference of Information Systems, 
Washington DC, USA.

Kautz, K., Hansen, B., & Jacobsen, D. (2004). The Utilization of 
Information Systems Development Methodologies in 
Practice. Journal of Information Technology Cases and Applications, 
6(4).

Kay, A. (1993). The Early History of Smalltalk. ACM SIGPLAN 
Notices, 28(3), 69-95.

Kay, A., & Goldberg, A. (1977). Personal Dynamic Media. Computer, 
10(3), 31-41.

Khut, G. P., & Muller, L. (2005). Evolving Creative Practice: A Re"ection 
on Working with Audience Experience in Cardiomorphologies. 
Paper presented at the Vital Signs: Creative Practice & New 
Media Now, Melbourne, Australia.

R e f e r e n c e s

p.532



Khut, G. (2006). Development and Evaluation of Participant-Centred 
Biofeedback Artworks. University of Western Sydney, Sydney, 
Australia.

Knuth, D. E. (1984). Literate Programming. The Computer Journal, 27
(2), 97-111.

Larkin, M. (2004). Conceptual issues in psychology (lecture notes). 
Department of Psychology, De Montfort University.

Levin, G., Ward, A., lia, & meta. (2001). 4x4 Generative Design: Beyond 
Photoshop: Friends Of Ed.

Levitt, T. (2002/1963). Creativity is Not Enough. Harvard Business 
Review special issue on The Innovative Enterprise(August 2002), 
137-145.

Lieberman, H. (1995). The Visual Language of Experts in Graphic 
Design. Paper presented at the IEEE Symposium on Visual 
Languages, Darmstadt, Germany.

Lieberman, H. (1997). The Debugging Scandal and What to Do 
About It. Communications of the ACM, 40(4).

Lieberman, H. (2001a). Interfaces that Give and Take Advice. In J. 
Carroll (Ed.), Human-Computer Interaction for the New 
Millenium (pp. 475-485): ACM Press/Addison-Wesley.

Lieberman, H. (2001b). Your Wish is My Command: Programming By 
Example: Morgan Kaufmann.

Lieberman, H., & Fry, C. (1997). ZStep 95, A Reversible, Animated 
Source Code Stepper. In J. Stasko, J. Domingue, M. Brown & 
B. Price (Eds.), Software Visualization: Programming as a 
Multimedia Experience. Cambridge, MA,: MIT Press.

Liu, H., & Lieberman, H. (2005). Programmatic Semantics for Natural 
Language Interfaces. Paper presented at the ACM Conference 
on Human Factors in Computing Systems, CHI 2005, 
Portland, OR, USA.

Loseke, D. R. (1999). Thinking about social problems : an introduction to 
constructionist perspectives. New York: Aldine de Gruyter.

R e f e r e n c e s

p.533



Lubart, T. I. (1990). Creativity and Cross-Cultural Variation. 
International Journal of Psychology, 25(1), 39-59.

Lubart, T. I. (1999). Creativity Across Cultures. In R. J. Sternberg 
(Ed.), Handbook of Creativity (pp. 339-350). Cambridge: 
Cambridge University Press.

Lubart, T. I., & Sternberg, R. J. (1995). An investment approach to 
creativity: theory and data. In S. M. Smith, T. B. Ward & R. A. 
Finke (Eds.), The creative cognition approach (pp. 269-302). 
Cambridge, MA: MIT Press.

MacLean, A., Carter, K., Lšvstrand, L., & Moran, T. (1990). User-
Tailorable Systems: Pressing the Issues with Buttons. Paper 
presented at the CHI '90 Proceedings.

Maduro, R. (1976). Artistic Creativity in a Brahmin painter community. 
Unpublished Research Monograph 14, Center for South and 
Southeast Asia Studies, University of California, Berkeley.

Maeda, J. (1999). Design By Numbers: MIT Press.

Maeda, J., & Burns, R. (2004). Creative code. London: Thames & 
Hudson.

Mamykina, L., Candy, L., & Edmonds, E. (2002). Collaborative 
Creativity. Communications of the ACM, 45(10), 96-99.

Masayasu, I. (2005). HTML/XHTML:  W3C.

Mateas, M. (2005). Procedural Literacy: Educating the New Media 
Practitioner. On The Horizon. Special Issue. Future of Games, 
Simulations and Interactive Media in Learning Contexts, 13(1).

Mathes, A. (2004). FolksonomiesÑCooperative Classi#cation and 
Communication Through Shared Metadata. Graduate School 
of Library and Information Science, University of Illinois 
Urbana-Champaign.

Mayer, R. E. (1999). Fifty Years of Creativity Research. In R. J. 
Sternberg (Ed.), Handbook of Creativity (pp. 449-460). 
Cambridge: Cambridge University Press.

R e f e r e n c e s

p.534



McCarthy, J. (1981). History of LISP. In R. Wexelblat (Ed.), History of 
Programming Languages: Academic Press.

McCormack, J. (Artist). (1994). Wild. An Interactive Computer 
Installation 

McKenzie, M. (1994). The Amazing Grace Hopper. Paper presented at 
the Grace Hopper Celebration of Women in Computing 
Conference 1994.

McLuhan, M. (1964). Understanding media : the extensions of man. New 
York: McGraw-Hill.

Moher, T. G. (1988). PROVIDE: A Process Visualization and 
Debugging Environment. IEEE Transactions on Software 
Engineering, SE-14(6), 849-857.

Muller, L. (2004). The public face of online interaction. Realtime Arts.

Muller, L. (2005). Transforming Mirrors: Understanding the audience 
experience of interactive art. Sydney, Australia: University of 
Technology, Sydney.

Muller, L., & Edmonds, E. (2006). Living Laboratories: Making and 
Curating Interactive Art. Paper presented at the SIGGRAPH, 
Boston.

Muller, L., Turner, G., Khut, G., & Edmonds, E. (2006). Creating 
A!ective Visualisations for a Physiologically Interactive Artwork. 
Paper presented at the IV06, London, UK.

Murray, B., Candy, L., & Edmonds, E. (1996). User Centred Complex 
System Design: Combining Strategy, Methods and Front End 
Technology. In Critical Issues in User Interface Systems 
Engineering (pp. 169-188). London, UK: Springer-Verlag.

Myers, B. A. (1990). Taxonomies of Visual Programming and Program 
Visualization. Visual Languages and Computing, 1(1), 97-123.

Myers, B. (c1999). Usability Issues in Programming Languages. from 
http://www .cs.cmu.edu/~NatProg/langeval.html

R e f e r e n c e s

p.535



Nardi, B. (1993). A Small Matter of Programming. Cambridge, MA: 
MIT Press.

NCH Swift Sound. (2004). Express Scribe.

Negroponte, N. P. (1995). Being Digital. New York: Alfred A. Knopf.

Neumark, N. (2001). E/motional Machines: Ésprit de Corps. Paper 
presented at the A!ecti ve Encounters: rethinking 
embodiment in feminist media studies, Turku.

Neumark, N., & Miranda, M. (2003). Institute for the Study of 
Perpetual Emotion.  http://turb ulence.org/studios/rumor/
emotion/. Retrieved 18 July, 2004

Nickerson, R. S. (1999). Enhancing Creativity. In R. J. Sternberg 
(Ed.), Handbook of Creativity (pp. 392-431). Cambridge: 
Cambridge University Press.

Nightingale, D., & Crobmie, J. (Eds.). (1999). Social Constructionist 
Psychology: a critical analysis of theory and practice. Buckingham, 
UK: Open University Press.

Norman, D. A., & Draper, S. W. (Eds.). (1986). User-Centered System 
Design, New Perspectives on Human–Computer Interaction. 
Hillsdale, NJ: Lawrence Erlbaum Assoc Inc.

O'Brien, R. (1998). Um exame da abordagem metodol—gica da 
pesquisa a•‹o [An Overview of the Methodological 
Approach of Action Research]. In R. Richardson (Ed.), Teoria 
e Prática da Pesquisa Ação [Theory and Practice of Action 
Research]. Jo‹o Pessoa, Brazil.

Oliver, J., Chatterton, C., Blundell, A., & Cannon, R. (Artist). (1998). 
acmipark [Vir tual Environment]. 

Osborn, A. F. (1953). Applied Imagination. New York: Scribner's.

Palumbo, D. B. (1990). Programming language/problem-solving 
research: A review of relevant issues. Review of Educational 
Research, 60(1), 65-89.

R e f e r e n c e s

p.536



Papert, S. (1980). Mindstorms: Children, Computers and Powerful Ideas. 
New York: Basic Books.

Papert, S., & Harel, I. (Eds.). (1993). Constructionism. Norwood, NJ: 
Ablex Publishing Corporation.

Parnes, S. J. (1967). Creative Behaviour Guidebook. New York, NY, 
USA: Charles Scribner's Sons.

Paul, C. (2002). CODeDOC exhibition. http://www .whitney.org/
artport/commissions/codedoc/

Picard, R. (1997). Does HAL Cry Digital Tears? Emotions and 
Computers. In D. Stork (Ed.), HAL's Legacy: 2001's Computer 
as Dream and Reality (pp. 279-304). Cambridge: MIT Press.

Pinckard, J. (2003). game girl advance: The Destiny of Games.    
http://www .gamegirladvance.com/archives/2003/03/04/
the_destiny_of_games.html. Retrieved 8 December, 2004

Porteous, M., Kirakowski, J., & Corbett, M. (1993). SUMI User 
Handbook. Cork, Ireland: Human Factors Research Group, 
University College Cork.

Potter, J. (1996). Representing reality : discourse, rhetoric and social 
construction. London ; Thousand Oaks, CA: Sage.

Proctor, T., Tan, K. H., & Fuse, K. (2004). Cracking the Incremental 
Paradigm of Japanese Creativity. Creativity and Innovation 
Management, 13(4), 207-215.

Puckette, M. (1996). Pure data: Another integrated computer music 
environment. Paper presented at the Second Intercollege 
Computer Music Concerts, Tachikawa, Japan.

Puckette, M. (2002). Max at Seventeen. Computer Music Journal, 26(4), 
31-43.

Ramachandran, V. S., & Hubbard, E. (2003). Hearing Colors, Tasting 
Shapes. Scienti#c American, 288(5), 42-49.

R e f e r e n c e s

p.537



Ramachandran, V. S., & Hubbard, E. M. (2001a). Psychophysical 
investigations in to the neural basis of synaesthesia. Proceedings 
of the Royal Society, 268, 979-983.

Ramachandran, V. S., & Hubbard, E. M. (2001b). Synaesthesia--a 
window into perception, thought and language. Journal of 
Consciousness Studies, 8, 3-34.

Reas, C. (2004). Programming Media. Paper presented at the 
PixelRaiders 2 Conference, She"eld, UK.

Reas, C., & Puckette, M. (2004). Panel: Who owns our (software) culture? 
Paper presented at ISEA2004, Helsinki, Tallinn.

Repenning, A., & Perrone, C. (2000). Programming by Analogous 
Examples. Communications of the ACM, 43(3), 90-97.

Resnick, L. B., Levine, J. M., & Teasley, S. D. (1991). Perspectives on 
Socially Shared Cognition. Washington, DC: American 
Psychological Association.

Resnick, M., Myers, B. A., Nakakoji, K., Shneiderman, B., Pausch, 
R., Selker, T., et al. (2005). Design Principles for Tools to 
Support Creative Thinking. In B. Shneiderman, G. Fischer, 
M. Czerwinski, B. Myers & M. Resnick (Eds.), Creativity 
Support Tools: A workshop sponsored by the National Science 
Foundation.

Rettig, M. (2003). Interaction Design History in a teeny little 
nutshell http://www.marcrettig.com/writings/
rettig.interactionDesignHistory.2.03.pdf.

Ricadela, A. (2002). Retooling The Programmers. Information Week, 
Nov 18, 2002.

Richards, K. (2005). Let the Body Navigate: An interview with 
George Khut. RealTime, 66.

Rittenbruch, M. M., Gregor, Ward, N.l, Mans#eld, T., Bartenstein, D. 
(2002). Extreme Participation - Moving Extreme Programming 
Towards Participatory Design. Paper presented at the Seventh 
Biennial Participatory Design Conference, Malmš, Sweden.

R e f e r e n c e s

p.538



Rokeby, D. (1996). Transforming Mirrors: Subjectivity and Control in 
Interactive Media. In S. Penny (Ed.), Critical Issues in Interactive 
Media: SUNY press.

Rokeby, D. (1998). The Construction of Experience: Interface as 
Content. In C. Dodsworth (Ed.), Digital Illusion: Entertaining 
the Future with High Technology: Addison-Wesley.

Runco, M. A., & Sakamoto, S. O. (1999). Experimental Studies of 
Creativity. In R. J. Sternberg (Ed.), Handbook of Creativity (pp. 
62-92). Cambridge: Cambridge University Press.

Sanford, L. (1997). ENIAC Programmers, Women In Technology 
International http://www.witi.com/center/witimuseum/
hallo!ame/1997/eniac.shtml. 2003

Sankaran, N. (1995). Looking Back At ENIAC: Computers Hit Half-
Century Mark. The Scientist, 9, 3.

Schšn, D. A. (1983). The Re$ective Practitioner: How Professionals 
Think In Action. New York: Basic Books.

Shanfelder, B. (2005). Audio Recorder (Version 2.2).

Shaw, J., & Pledger, D. (Artist). (2004). Eavesdrop [Interactive Cinema 
Installation]. 

Shneiderman, B. (1980). Software Psychology: Human Factors in 
Computer and Information Systems. Cambridge, Mass.: 
Winthrop.

Shneiderman, B. (2002a). Creativity Support Tools: Establishing a 
framework of activities for creative work. Communications of 
the ACM, 45(10), 116-120.

Shneiderman, B. (2002b). Leonardo's Laptop.

Shneiderman, B., Fischer, G., Czerwinski, M., Myers, B., & Resnick, 
M. (2005). Creativity Support Tools: A workshop sponsored by the 
National Science Foundation.

Shneiderman, B., Mayer, R., McKay, D., & Heller, P. (1977). 
Experimental Investigations of the Utility of Detailed 

R e f e r e n c e s

p.539



Flowcharts in Programming. Communications of the ACM, 20
(6), 373-381.

Silver, H. R. (1981). Calculating Risks: The socioeconomic 
foundations of aesthetic innovation in an Ashanti carving 
community. Ethnology, 20(2), 101-114.

Smith, K. (2004). From transmission to multiplicity: interactive art 
installations as a site for research. Paper presented at the ACM 
international conference on Multimedia, New York, NY, 
USA.

Smith, R. B., Wolczko, M., & Ungar, D. (1997). From Kansas to Oz: 
collaborative debugging when a shared world breaks. 
Communications of the ACM, 40(4).

Stephenson, N. (1999). In the Beginning was the Command Line. 
http://www .cryptonomicon.com/beginning.html.  

Sternberg, R. J. (1999). Handbook of Creativity. Cambridge, UK: 
Cambridge University Press.

Sternberg, R. J., & Lubart, T. I. (1995). Defying the Crowd: Cultivating 
Creativity in a Culture of Conformity. New York: Free Press.

Strauss, A. L., & Corbin, J. (1998). Basics of qualitative research: 
Techniques and procedures for developing grounded theory (2nd 
ed.). Thousand Oaks, CA: SAGE Publications Ltd.

Suchman, L. (1987). Plans and Situated Actions: The problem of human/
machine communication: Cambridge University Press.

Suchman, L. (2002). Replicants and Irreductions: A!ecti ve 
encounters at the interface. European Association for the Study of 
Science and Technology (EASST).

Suchman, L. (2003). Embodied Agencies at the Interface.

Sun Microsystems. (2005). Java 2 Platform, Standard Edition (J2SE): 
Sun Microsystems.

Suthers, D. (2003). Technology A!or dances for Intersubjective 
Learning, and How They May Be Exploited. In R. Bromme, 

R e f e r e n c e s

p.540



F. Hesse & H. Spada (Eds.), Barriers and Biases in Computer-
Mediated Knowledge Communication (pp. 1-32): Kluwer 
Academic Publishers.

Terry, M. (2005). Set-Based User Interaction. Unpublished Ph.D. 
Thesis, Georgia Institute of Technology, Georgia.

Terry, M., & Mynatt, E. D. (2002). Recognizing Creative Needs in User 
Interface Design. Paper presented at the Creativity and 
Cognition Conference 2002, Loughborough, UK.

Thomas, C., & Bevan, N. (Eds.). (1995). Usability Context Analyisi: A 
Practical Guide. Middlesex, UK: National Physical Laboratory.

Torrance, E. P. (1987). Recent trends in teaching children and adults 
to think creatively. In S. G. Isaksen (Ed.), Frontiers of creativity 
research: Beyond the basigs (pp. 204-215). Bu!alo, NY, USA: 
Bearly Ltd.

Treadwell, A. Virtual Transcendence: An exploration of the 'mystical' 
experience professed by those having experienced certain virtual 
reality environments., Oxford Brookes, Oxford, UK.

Turing, A. M. (1937). On Computable Numbers with an Application 
to the Entscheidungsproblem. Proc. London Math. Soc., 42, 
230-265.

Turkle, S. (1984). The Second Self: Computers and the Human Spirit. 
London, UK: Granada Publishing Ltd.

Turner, G. (2002). cubeLife: the evolution of an Internet-resident artwork. 
Unpublished Master's Thesis, Loughborough University, 
Loughborough, UK.

Turner, G., & Edmonds, E. A. (2003). Towards a Supportive Technological 
Environment for Digital Art. Paper presented at the OzCHI 
2003: New directions in interaction, information 
environments, media and technology, Brisbane, Australia.

Turner, G., Neumark, N., Miranda, M., & Weakley, A. (2004). 
Uncanny Interaction: A Digital Medium for Networked E.motion. 
Paper presented at the Interaction: Systems, Practice and 
Theory, Sydney, Australia.

R e f e r e n c e s

p.541



Ullman, D. G., Dietterich, T. G., & Stau!er, L. (1988). A Model of the 
Mechanical Design Process Based on Empirical Data. AI 
EDAM, 2(1), 33-52.

von Hippel, E. (2002). Horizontal innovation networks - by and for 
users. MIT Sloan School of Management 

von Neumann, J. (1945). First Draft Report on the EDVAC. IEEE 
Annals of the History of Computing, 15(4), 27-75.

Ward, A. (Artist). (2002). AutoIllustrator [Computer Application]. 

Ward, T. B., Smith, S. M., & Finke, R. A. (1999). Creative Cognition. 
In R. J. Sternberg (Ed.), Handbook of Creativity (pp. 189-212). 
Cambridge: Cambridge University Press.

Weakley, A., Johnston, A., Edmonds, E., & Turner, G. (2005, August 
11, 2005). Creative Collaboration: Communication Translation and 
Generation in the Development of a Computer-Based Artwork. 
Paper presented at the HCI International, Las Vegas.

Wehner, L., Csikszentmihalyi, M., & Magyari-Beck, I. (1991). 
Current Approaches used in Studying Creativity: An 
exploratory investigation. Creativity Research Journal, 4(3), 
261-271.

Weisberg, R. W. (1999). Creativity and Knowledge: A Challenge to 
Theories. In R. J. Sternberg (Ed.), Handbook of Creativity (pp. 
226-250). Cambridge: Cambridge University Press.

Weisberg, R. W., & Alba, J. W. (1981). An examination of the alleged 
role of #xation in the solution of several insight problems. 
Journal of Experimental Psychology: General, 110, 169-192.

Williams, W. M., & Yang, L. T. (1999). Organizational Creativity. In 
R. J. Sternberg (Ed.), Handbook of Creativity (pp. 373-391). 
Cambridge: Cambridge University Press.

Wilson, R. A., & Keil, F. C. (Eds.). (2001). The MIT Encyclopedia of the 
Cognitive Sciences: MIT Press.

Wilson, S. (2002). Information Arts: Intersections of Art, Science and 
Technology. Cambridge, Massachusetts: The MIT Press.

R e f e r e n c e s

p.542



Winograd, T. (1995). Heidegger and the Design of Computer 
Systems. In A. Feenberg & A. Hannay (Eds.), Technology and 
the Politics of Knowledge: Indiana University Press.

R e f e r e n c e s

p.543


