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EDPX 3320/4320: Interactive Art,  
Fall 2018, TTh 1-3:30PM  
course website: <http://www.du.edu/~tweaver2/edpx3320> 
Instructor, Timothy Weaver,  <tweaver2@du.edu> o-303.871.3279 
University of Denver, Emergent Digital Practices 
Shwayder Art Building, rm #213, 
office hrs: TTh, 8 – 9 AM (24 hrs advance e-mail confirm) 
 
c o u r s e  o v e r v i e w 
Catalog Description: This course expands the concepts, aesthetics, and techniques critical to the exploration 
and authoring of interactive art. It will explore human computer interactions; user/audience interface 
design/development; interactive logic, author-audience dialogue; meta data/multimedia asset acquisition 
and authoring environments. While utilizing student skills in numerous media forms, the class will focus on 
sensing, interactive scripting techniques and emerging forms of digital narrative. Emphasis will be on the 
development of interactive media deployment and distributions ranging from screen media to physical 
environments. Prerequisite: EDPX 3310 or EDPX 3450, or permission of the instructor. 

 
Session description: Aesthetic and technical reinforcement of this conceptual base will explore human 
computer interactions; user/audience interface design and development; interactive logic, author-audience 
dialogue; meta data/multimedia asset acquisition and authoring environments; development and integration; 
patch processing: interactive scripting techniques and interactive sonic/video environments. We will be 
surveying a spectrum of realized and developing interactive media deployment and distribution ranging from 
screen media > to environments > to DIY > to individual interactions > to spatial narrative to emerging forms. 
The emphasis in this course is on experimentation and making your work distinctive. 
 
Technology used in this course will include a range of rapid interface prototyping/visualization, patch   
processing (w/ Cycling 74’s Max 7), open source software/hardware (Arduino), electronics and circuitry 
prototyping, sensor development, circuit bending, digital imaging/audio acquisition software and data networks. 
 
c o u r s e  o b j e c t i v e s 
: : t h e o r y : : 
Þ Introduce and expand the theoretical concepts that form the foundations of interactive art including 
media developments and equivalents/translations from multidisciplinary art forms and art history; 
: : c o n t e x t : : 
 Þ Build insight into the psychological and cultural/social contexts that define interactive media access and 
interpretation and lay the foundation for the evolution of future forms; 
: : t e c h n i q u e : : 
Þ Establish a confident base of digital tools and technique for the realization of works that exemplify and 
expand the theoretical base and language of interactive new media; 
Þ       Perpetuate the knowledge train of these tools and techniques to root experimentation, artistic process 
and intuition in the realized works; 
Þ       Propagate the community and social interactions to escalate the reputation of the artist and artist 
collective;  
: : c r i t i c a l  d i a l o g u e : : 
Þ Build an evolving vocabulary and language for the enablement of critical dialogue and analysis  of 
interactive  works,  expansion  of new media  theory  and exchange of ideas and criticism; 
Þ Charge this environment with an atmosphere that challenges the duality of art and non-art; 
Þ Foster a collective diversity of criticism that promotes experimentation, research and affirmation of new 
creative thought, identity, and possibilities; 
: : n e t w o r k : : 
Þ Develop an inclusive group environment for the questioning, discussion, and exploration of the potential 
directions and fate of contemporary new media artists  and their work for the near future; 
Þ Cultivate a symbiotic knowledge-based relationship among class participants   which  includes internal 
mentoring, results sharing, bottom-up input, group/social/collective intelligence and collaborative 
materialization of work; 
Þ Initiate a collaborative and cooperative network among class participants for future creative endeavors 
outside the academic institution; 
: : r e s o u r c e : : 
Þ Provide utilitarian resources as survival tools for the continuation of future art making endeavors from 
this group network: and, 
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Þ Establish a process for identification, description, search and recovery for technical problem solving, 
exploration, assistance, collaboration and resolution resources that adds to the collective/networked 
knowledge base. 
 
c o u r s e  p o l i c i e s 
In order to meet course objectives the following requirements  are critical to the attainment of an inclusive 
environment that is supportive to all participants: 
 
class  & critique attendance 
Attendance is mandatory. 3 unexcused class absences constitutes the drop of 1 letter grade (2 lates=1  
absence).  An unexcused absence from any critique or any  portion  of  a  critique (all critiques will likely span 
more that one session) will constitute the drop of 1 letter grade.  An unexcused absence from the final critique 
will result in a failure (F) for the quarter. 
 
participation 
Active and supportive participation in all project critiques, discussions, and presentations will be expected from 
all group members. 
 
quality of work 
All creative work under consideration for critique or discussion under this course should be of a 
completed/finished quality that warrants the attention and respect of your cohorts. No excuses, or explanations. 
 
grading 
Work will  be  graded  on  the  basis  of  fulfillment  of  course  requirements  combined  with  an assessment  
of assigned  work.  This assessment will be weighed in terms  of degree  of effort, creativity, and individual 
growth through the session.  Grades will be assigned according to the University Policy as follows: 
A           superior/excellent 
B           good/better than average 
C           competent/average 
D           minimum passing 
F           failing 
 
 
p r o j e c t s  |  implementation of objectives 
 
course support materials 
As support to individual projects the following will be maintained and sustained for reference throughout the 
session and referred to in 1 on 1 sessions with the instructor (20% of grade): 
 
1) Media blogs/online sketchbooks/personal hardcopy sketchbooks will be maintained and sustained by each 
course participant and should compile all rough project sketches, writings, storyboards, architectures and 
related materials to the works in progress and finished works. The blog sites will be viewed, and class 
responses will be ongoing throughout the quarter. Blogs can be set up thru any of the available online blog 
application providers or personal ISPs. Wordpress or thru http://www.wordpress.com is preferred. Video 
support maybe setup thru http://www.youtube.com or http://www.vimeo.com.  A personal hardbound 
sketchbook will complement the online content for 1-on-1 project discussions. 
 
m a j o r   p r o j e c t s 
The materialization of course objectives will be accomplished in a staged manner to reach the final goal of the 
implementation of a professional-grade final project for inclusion in individual portfolios and of the professional 
caliber for public exhibition, publication and/or submission to global digital media venues. 
 
Projects preliminary to the final will be experimental connections on your path to the realization of the full-scale 
final project.  These preliminary projects may also be relied  on  as  meta  data elements for the development 
and assembly of final work and yield supporting documentation  of the underlying process involved in realizing 
the distribution of the final project. 
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Project breakdown is as follows: 
Project 1 – Interactivity & abstraction toolkit/library (20% of grade). This project is an exercise in 
surveying, abstracting and architecting complex interactivities into a usable personal toolkit/library.  For the 
first half of the course you will be assigned software sketches and abstract interactivities and supporting 
software subpatches.  Adding to your tookit/library will be individual assigned functional patches from the work 
up of theory and interactions from the first half of the quarter. You will enter documentation of each sketch 
interaction/abstraction/demo subpatch in your blog to report on assignments. Documentation should include 
reference to the range of contexts, dimensionality, and components of the interactivity which characterize the 
interaction(s). Emphasis here is on software sketching from real world observations to functioning interactions 
to build up personal and shared creative resources. An artist’s statement that addresses the toolkit’s specific 
context or access will accompany the documentation of the work.  
 
Project 2– Conducting interactions (25% of grade). Project 1 library will be extended for the prototyping 
of an interactive space/device/controller which you will conduct. The device will be creative work via the 
performance of an original work of live cinema/audio/video/choreographed interaction. An artist’s statement 
that addresses the work’s specific context or access will accompany the documentation of the work. 
 
Final Project – Spatial interactivity (35% of grade). The final project will build upon your previous 
investigations for the quarter into spatial sensing, interaction, and narrativity. The interactive architecture and 
technology of this work should incorporate audience interaction into a finished spatially deployed interactive 
multimedia work. Final submission of this project should include documentation and a statement that 
addresses the work’s specific context or access.  
 
All final deliverables and documentation for the quarter will be posted on your class mediablog. Patch/software 
documentation will be downloadable from links posted on the mediablog. 
 
texts & readings 
assigned readings 
Required reading viewings and audio listening assignments will be made available via on-line sources from the 
course website links. Please refer to the schedule page from the class website for these assignments. 
reference texts 
The following texts are suggested sources for expanded reference, discussion and consultation: 
theory and aesthetics 
Sensorium: Embodied Experience, Technology, and Contemporary Art, Jones, 2006, MIT Press 
The Prosthetic Impulse:  From a Posthuman Present to a Biocultural  Future, Smith and Morra, 
2007, MIT Press 
 
technique/reduction-to-praxis: sound and electronics 
Handmade Electronic Music, The Art of Hardware Hacking, Nicolas Collins, 2009, Routledge  
Microsound, Curtis Roads, 2004, MIT Press 
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CLASS SCHEDULE – EDPX 3320/4320, Fall 2018  
{NOTE: class schedule subject to adjustments} 

week 1-A (9/11) 
intro 

Course Introduction 
Instructor | student introductions 
appliances | prosthesis | sensoria | abstraction | agency | network 
 
 

week 1-B (9/13) 
think/make 

:: Orientations | Definitions | Tools | Process 
abstractions & interactivities 
structures, agency and dimensions  
meta-media, compositing apps and tools 
techniques, deployment & maintanence 
 
Project 1 assignment: Project 1: Interactivity & abstractions toolkit/library 
Project 2 assignment: Project 2: Conducting interactions 
   

week 2-A (9/18) 
think/make 

:: Media ecologies 
mapping & architectures 
Interfaces, interactions and semiotics/ecologies 
patchprocess sketching (assigned) 
tangible and non-tangible Interfaces 
 

week 2-B (9/20) 
make 

:: Interactive Art – history of genre  
interactive art venues & works 
history: analog <<to>> software art << to >> IoT 
interactive architectures 

week 3-A (9/25) 
think 

Visiting Artist – Kristin Stransky-Mallinger 
Interfaces & wearables 

week 3-B (9/27) 
make 

Open studio for interactivity observations,  
software sketching and abstractions  

week 4-A (10/2) 
think/make 

Sensing – resistance to capacitive 
Arduino to MAX to Arduino 
Spatial interactions 
Device inputs & outputs 

week 4-B (10/4) 
make 

Configurations 
dialogue, narrativity, narratology 
media timelines vs. nodal/non-linear interactions 

week 5-A (10/9) 
think/make 

More Interactive inputs & devices 
Cameras 
Voice interactivity 
Spatial narrativity & spatialization 
Immersion 
 

week 5-B (10/11) make Data interactions 
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CLASS SCHEDULE – EDPX 3320/4320, Fall 2018  
{NOTE: class schedule subject to adjustments} 

week 6-A  
(10/16) 
think/make 

Project 1 online project review  
 
advanced structures and intelligent actions 
 

week 6-B  
(10/18) 
make 

Project 1 online project review  
Open source options 
studio work day 

week 7-A  
(10/23) 
crit 

 
:: Conducting interactions 

week 7-B  
(10/25) 
crit 

:: Conducting interactions 

week 8-A  
(10/30) 
make 

studio work day 

week 8-B  
(11/1) 
make 

studio work Day 

week 9-A  
(11/6) 
make 

studio work day 

week 9-B  
(11/8) 
make 

 
studio work day 

week 10-A  
(11/13) 
final critique 

 
Final Project Presentation/Critique 
Spatial interactivity 

week 10-B  
(11/15) 
final critique 

 
Final Project Presentation/Critique 
Spatial interactivity 

Final Deliverables 
Final exam period 
Thursday, 11/20 1 - 
2:50PM 
 

Final Project files will be documented and downloadable from your mediablog 
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:: s y l l a b u s  a g r e e m e n t  | edpx 3320/4320 
I have read the syllabus for Interactive Art, EDPX 3320/4320 thoroughly. My questions and concerns have 
been addressed at this time. I understand the content of the course and what is expected of me. 
 
 
name  DU student #   
 
e-mail   
 
 
signature   date   


