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In the production of digital media, there exists a series 

of translations and transformations that are necessary 

to achieve the delivery of information from its origins 

to the viewer. These processes invariably involve some 

form of encoding and decoding, requiring a mapping of 

data from one structure to another. These translations 

carry a risk of data loss, and transformations often imply 

a change in the meaning of the data. Although pervasive 

methods exist for recording and presenting trans-

lated information, these methods are not perfect (e.g. 

Converting RGB to CMYK, Kandinsky’s color and sound 

theories, oscilloscopes). How can designers discover 

the most appropriate way to translate, transform, or re-

present information with atypical design tools?

It’s these translations and transformations of informa-

tion that I want to explore; observing and gleaning 

inspiration from existing methodologies, while working 

toward new precedents, with the tools and processes of 

design at my disposal. I want to explore and document 

how a designer can control these inherent imper-

fections. I want to uncover situations where these 

translations and transformations succeed, where they 

fail, and how they might be used in new ways. 
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But what matters the most is the information these 

devices usher to our eyes and ears. Because of these 

new devices, interfaces, and interactions, a process of 

mapping is required for us to understand where this 

information goes, what it does, what it says. The capture, 

caching, and re-presentation of data creates streams of 

information—input, storage, and output—that can be 

altered, re-routed, or toyed with, and by doing so, these 

streams can be used to prove a point, tell a story, or 

obscure their original intention.

The tools and mappings which are used to modify or 

transform these data are of particular interest. Tools 

enable us to handle data and give us greater power 

to transform it. They allow us to synthesize disparate 

data to extract greater meaning. Mapping data helps us 

understand how it can be reinterpreted or visualized into 

something new. For example, frequencies from recorded 

sound data can be mapped and re-presented as colors. 

This transformation of sound to color may help a viewer 

better understand the amount of low frequencies vs. 

high frequencies in a particular sound clip.

The analysis and exploration of a wide variety of digital 

media makes designers (and performers) aware of a 

deep user experience ready to be exploited. Perform-

ers are explicitly mentioned because they can make 

possibly the greatest immediate use of these digital 

media explorations. How can these explorations of 

media mapping also apply to traditional design projects? 

Pragmatic questions can also be raised, for example, how 

might these projects be of value to hearing or vision-

impaired users? How can these explorations illuminate 

and transcend the limitations of visual, aural, linguistic, 

and other media?

Modern technology users often find themselves envel-

oped in numerous digital experiences; through their 

phones, computers, televisions, and sometimes even 

their apparel (e.g. Google Glass, Pebble smartwatch, 

Nymi wristband). These digital experiences are the 

product of compounded computing revolutions that 

started in the late 1940’s with the development of the 

transistor, and continue perpetuating and propagat-

ing to this day often in the shape of apps, interactive 

installations, mobile devices, and more. Not only has our 

technology grown, but the way we utilize it continually 

evolves as well. Multi-touch and gestural interfacing 

are still very young concepts, once only imagined in 

science fiction, but now seen with increasing frequency, 

embdedded deeply in smartphones, laptops, and living 

room entertainment systems. Video projectors that 

were once bulky and heavy can now be purchased 

cheaply and fit in one’s coat pocket. A connection to the 

internet can be established almost anywhere via WiFi 

or 4G services. These examples merely illustrate the 

current state of hardware innovation. On the software 

side of the spectrum, open-source programming has 

revolutionized the way applications, art installations, 

and musical instruments (and more) can be built. Voice 

recognition software has dramatically changed the way 

users interact with their phones. A seemingly infinite 

amount of information is available from a few taps on 

a keyboard, clicks on a mouse, or words spoken into a 

cell phone’s internal microphone. The marriage between 

software and hardware has proven fruitful.
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A two-phase, multi-faceted data-visualization project. 

In the first phase, users played a simple MIDI instrument 

which provided them visual or aural feedback (or both). 

In the second phase, the users data was recorded and 

re-presented as videos on an interactive website which 

compared the depth of user engagement with the 

MIDI instrument.
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The Kinetic Data Dating suit is to be worn underneath 

one’s clothes in order to measure their everyday move-

ments. These measurements are then uploaded to your 

OKCupid profile as a means to supplement the multiple 

choice questions used in matchmaking.

The suit begs the question: how heavily does physical 

interaction weigh on the success of a relationship? Are 

multiple choice questions filtered through an algorithm 

enough to make a lasting match?
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Mixed Merges is an experiment with the intention of 

finding new uses for a commonly used digital tool.

Images that were not originally intended to be 

photo-stitched were selected and processed through 

photomerge software in an attempt to automatically 

combine the images together in new ways.

What resulted was a collection of surreal environments 

and compositions with fragmentary perspective.
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Vid Grid is the culmination of a semesters-worth of the 

creation of digital visual sketches and the embrace of 

free association. The project developed from the words 

“scraping” and “cardboard,” and through many visual 

iterations, turned into a dynamic performance.

Users interact with the MIDI instrument which calls 

video to the screen and audio to the speakers in the 

order of buttons pressed. This creates unique arrange-

ments of shape, color, movement, and sound.
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Letterhead is an performative exploration of the

English language when typed.

Users spell out words or sentences via keyboard, and 

upon the press of a key, instantly hear the sound of the 

letter pressed and see a projected face mouthing these 

letters as well.

Due to the complicated nature of the English language, 

users often must “hack” their way to create the correct 

sounds of a word or sentence.
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The manifestation of projects that utilize varying 

media is a rich field of study, as evident by the numerous 

installations, explorations, and products unveiled by 

groups like the MIT Fluid Interfaces Group, Design I/O, 

and Dunne & Raby. Many individuals are also pursuing 

these types of projects, like Dr. Hirotaka Osawa and his 

AgencyGlass project, Ishac Bertran and his interac-

tive tool titled Pas a Pas, and Christine Sun Kim and 

her works on paper. These precedents touch upon a 

variety of topics. The MIT Fluid Interfaces Group mainly 

focuses on the development of seamless computer-

user interaction. Dr. Osawa’s AgencyGlass is a means to 

ease awkward social situations. Sun Kim’s work often 

relies on sound and serendipity to create her composi-

tions. Although these examples greatly differ from one 

another (in both intention and media), they all share a 

common thread which is of interest to my design work: 

information has been fed through a mapped system 

of translations and transformations in order to be 

understood in a different way. These types of projects 

can unearth hidden truths surrounding the input data. 

They can reveal new questions to help create a stronger 

product. They can provide critique, or create discussion.

AgencyGlass
Dr. Hirotaka Osawa

United Micro Kingdoms
Dunne & Raby

Speaker Drawings
Christine Sun Kim

Pas a Pas

Ishac Bertran

Weather Worlds
Design I/O
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Questions have arisen as year two approaches. Where 

do translations and/or transformations fail? (Because 

sometimes, when information changes shape, data loss 

occurs.) How important will the ability to code be in my 

work? Will the creation of a functional prototype always 

be possible? What systems will I use to map data in my 

projects? Can these questions be addressed globally, or 

on a project-by-project basis?

I hope to explore various forms of digital media to not 

only develop technical skills, but also enlighten the 

choices I make in current and future design projects. 

Most of the projects I’ve worked on in my first year 

have straddled the line between tools that require user 

interaction, and visual or aural explorations used for 

developing topics of interest on which I might base my 

future studies. The prospect of designing tools that 

others may find useful is desirable, as are opportunities 

to embed humor in my work. In future projects, I plan 

to use tools that are well-known to designers (such as 

the Adobe suite of products). I also hope to supple-

ment my toolkit with means that don’t always fit neatly 

in the realm of graphic design, such as Processing and 

OpenFrameworks coding environments, possibly in con-

junction with Arduino and Raspberry Pi microcontrollers, 

as these hardware and software solutions and the users 

that contribute to their online libraries are at the fore-

front of the open-source art and technology movement.

Through my use of these and other resources, I want to 

explore how designers can create immersive, memorable 

projects. I want to map the use and misuse design tools 

and processes. I want to exploit the definition of “visual 

communication”.
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 + Strong graphic design perspective

 + Strong general computer knowledge

 + Technologically resourceful

 + Ruthless Googler

 + Amateur (yet resourceful) music/sound-maker

 + Lots of people working on similar projects

 - Limited ability to write code

 - Face many technological hurdles

 - Thinking visually can be difficult at times

 - Strong desire to “place a bow” on all work

 - Where does my work fit in with my precedents?
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