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Theme



i = 0
j = 50
notes = []

while i < 100
  for x in 25..70
    notes << (i * j * x % 17) + 18
  end
  i += 1
end

print notes

My practice







https://vimeo.com/171653087
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Mixed Reality Lab
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‘User Centred Design’

• What are your initial reactions?

• Have you used similar apps previously?

• What were the most satisfying aspects?

• What possible changes might you like?

• How important was the interactivity?

• In what context would you imagine using the app?

• Would it work as a meditative aid?

• How would you describe the app to friends?

13 participants - 9 observed, all interviewed



Affirmations
“… the drone actually helps you kind of relax and stop thinking 
about fiddling and being in control. That’s probably the cause of 
most the stress and anxiety in our life, trying to be in control”                 
                                                                       - Glen

“I could actually spend a long time playing around with this. It’s very 
absorbing”    - Amy

“I could sit for a long time”  - Ximena

“Well things that are billed as being sort of ambient and soothing I 
tend to be suspicious of, but this, this was both. I mean, within 
about ten seconds I wanted to stare at it forever.”                                     
                                              - Jocylin



Desires
“I’d have liked to have seen a little bit more happen with the 
gestures...to be able to add just a little bit more randomness to the 
visuals, and just see them kind of swirl around a little bit more”             
                                                                - Glen

Monica would like to be able to not always see lines, but perhaps 
circles, and to be able to change the colour.

“Another type of sound?...maybe a delayed something…. I got 
quite lost in the experience to begin with, but maybe to keep me 
there, just one more sound”                                                            
                                                - Amy



Insights
“She begins by shaking and rotating the device; she watches the 
graphics ‘upside down’, but I don’t say anything. She is clearly 
absorbed by the app and spends a lot of time touching in a variety 
of ways (swiping, dragging, pinching, tapping, multiple fingers).”       
                                                - Interviewer’s notes

“almost like seeing close up images of skin” - Katharine

“If I’m sitting on the bus...I don’t like to close myself off...this could 
be a nice thing where I’m not shutting myself out from the world, 
but I’m not just zoning out, I’m actually doing something enjoyable.”            
                                                  - Jocylin



Insights
Monica says that it is not a game, because it is not about winning at 
something. She wouldn’t use it for meditation because in meditation 
she needs stillness, whereas with the app she needs concentration. 
Instead she would use it to take a break, similar to taking ‘a 
cigarette break’, which she says fits my concept of it being 
contemplative.



Tensions
• Aesthetics vs Meditation

• Poiesis vs Requirements Elicitation

• Artist vs Users

• Art vs Commerce

• Interactivity vs Stillness

• 2D vs 3D

• Flowing vs Coding


