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Abstract 

This MFA Thesis Project will explore interdisciplinary strategies for making 

interactive/reactive/immersive (IRI) installations that draw audiences into an experience and 

encourage active observation and/or participation. These interdisciplinary IRI installations will 

combine movement, sculpture, production design, and various forms of media and technology 

with environments in which the audience has agency and/or authorship. Throughout the creative 

process, a series of four different focus labs will be conducted. In these focus labs, a small 

audience will be invited to engage with the work as a way of gathering data about the 

effectiveness of the installations in facilitating active audience observation and/or participation. 

The data collected after each focus lab will inform the revision of the work in preparation for the 

next focus lab, with the ultimate result being the production of a final gallery exhibition of four 

to five different interdisciplinary IRI installations. 

 

Research Questions 

1. How can I translate my personal iteration process into viable user experiences that integrate 

movement and technology, while promoting active observation and/or participation from my 

audience? 

2. How does working this way leverage my current understanding of movement and technology? 
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Chapter One: Introduction 

As I look back at the past 35 years, I realize there are several factors that have 

consistently influenced me—fervor for movement, curiosity about technology, and thirst for 

knowledge. My compulsion for movement started at a very young age and, with the exception of 

a five year period during early adulthood, has been a part of the landscape of my life ever since. 

My interest in technology has also been consistently present in my life and stems from my father, 

a self taught computer genius who built and maintained computers for a living. My never-ending 

need for knowledge is inspired by my mother who was a math teacher. Both my parents 

encouraged me to dream, explore, and be curious about the world around me, making me feel as 

though I was capable of achieving whatever I set my mind to. Thus, I set my mind to becoming a 

professional dancer. 

My lineage with movement began in Vaganova ballet technique and Horton and Graham 

modern dance techniques. The performing opportunities that existed for me were primarily in 

western concert dance, which meant that most of the works I performed were created for the 

proscenium stage. At that time, my experiences in dance fell within a very specific set of 

parameters: dancers’ bodies and abilities had to meet a narrowly confined set of guidelines, 

dance training included only codified techniques, dance performance was done on a stage, and 

dance audiences did not contribute to, or participate in, the creation of the work. Dance created a 

world with a set of boundaries that were extremely exclusive and difficult to penetrate. Although 

I personally met all of the needed criteria to succeed as a professional dancer in this context, I 

couldn’t help but see and feel the devastation this narrow view perpetuated. I empathized with 

those who were left out. 
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While working towards my undergraduate degree in my early thirties, I began to see my 

first glimpses of a different kind of dance world—one that cultivated an environment of broader 

inclusivity for both the performers and the audience. I was introduced to other concepts in 

movement through postmodern dance, improvisation, Gaga, Laban Movement Analysis (LMA), 

and dance kinesiology. Postmodern dance challenged my ideas about the body, my ideas about 

the role of the audience, and my ideas about the rigid structures that were indicative of most 

codified techniques. Improvisation, a way of exploring and generating real-time movement 

compositions, has afforded me a sense of autonomy and agency in my movement and my 

movement exploration. Gaga, a movement practice developed by Ohad Naharin that is focused 

on the individual's embodied connection to imagery, gave me permission to experience 

movement in my body without fear of judgment. LMA is a conceptual framework for evaluating 

the functionality of the movement and is based on the relationships between body, effort, time, 

and space. The LMA framework has led me to more deeply consider the role of the body and its 

movement as a way of creating user experiences that place significant value on embodiment as 

part of design. Dance kinesiology focuses on the physical possibilities of movement and has 

enlightened me to the limitations of the body in a way that informs my design of user 

interactions. 

I was also introduced to other mechanisms for displaying and performing movement 

through site-specific work and screendance. Site-specific work is created in alternative spaces 

outside of the proscenium and calls upon the space as a way of informing the content of the 

performance. Therefore, adding an additional element or variable of possibility to the 

composition process. Site-specific work completely challenged my ideas about the dynamics 

between audience and performer, performer and performance space, and performance and 
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accessibility. Screendance challenged me in the same ways as site-specific work, but it went 

further by challenging my ideas about the ephemerality of dance as well as my ideas about 

audience agency in viewing/receiving the work. Typically when a work is performed live, it 

exists solely in that moment and it is only in that moment that the audience can engage with the 

work; whereas, screendance work is meant to have a more permanent footprint and can be 

viewed in segments of the viewer’s choosing. In addition, screendance introduces additional 

elements into the creative process. The camera needs to be choreographed and directed just like a 

dancing body and editing the film can serve as a tool to clarify and refine in the same way that 

rehearsals are a way of clarifying and refining movement. Not only does screendance provide me 

with the perfect outlet to directly connect movement and technology, but it allows new ways of 

disseminating my work. As I recognized early, dance that is performed on the proscenium stage 

is typically attended by a particular demographic of people and can only be viewed in a 

specifically predetermined manner; however, screendance projects have the potential to reach a 

wider global demographic. My enthusiasm for screendance has extended so far that in 2013, 

while working towards my undergraduate degree, I founded the Dance Shorts: College Film 

Festival (a screendance festival that provides undergraduate and graduate students from all over 

the country an outlet to share their work on a national platform). 

These new concepts, dealing with the creation and performance of movement, offered me 

a broader spectrum of possibilities than the ones I had previously been exposed to through my 

traditional western dance training and offered me new ideas for how I might create work outside 

of the proscenium. As dance was becoming less aloof, autonomous, and inaccessible for me, I 

was quickly realizing that these new concepts were opportunities for personal growth. However, 

I wanted more. Knowing that I was only beginning to skim the surface of these paradigms for 
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dance, I set out to find a Master of Fine Arts (MFA) program that would allow me to continue 

cultivating my skills not only as a mover but also as a technologist. 

Upon entering the MFA in Dance, with a concentration in Interdisciplinary Digital Media 

and Performance program at Arizona State University (ASU) I was immediately rewarded with a 

wealth of opportunities to further my exploration of movement and technology. I was exposed to 

even more movement concepts through somatics and contact improvisation. Somatics gave me 

an outlet to reconnect with my body's unique patterns of movement as well as giving me a 

platform to think about and experience the detail and nuance afforded when strengthening the 

connection between the mind and body. Contact improvisation provided me with a new way of 

listening with and through the body and taught me to create an environment in which all 

participants had equal authority and authorship in movement. 

In addition to these new movement concepts, I was obtaining new technological tools. 

Learning Adobe Premiere and Adobe After Effects helped develop my video editing skills far 

beyond where they had been prior to entering the program, which empowered me to be able to 

manipulate video with more complexity and finesse. Gaining a working knowledge of 

Max/MSP, Isadora, and PureData made it possible for me to integrate real-time sensing and 

media manipulation techniques into my creative work both onstage and off. In addition, the 

open-source electronic prototyping platform Arduino became yet another resource for tracking 

and sensing, especially as it relates to movement tracking and sensing. Just as I had hoped, my 

MFA studies were exposing me to cutting-edge technological tools and training. I was beginning 

to see the vast possibilities for integrating movement and technology together as a mechanism 

for disseminating my work and for creating interactive audience experiences far beyond anything 

I had known before.  
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One of the most valuable tools that I am acquiring through my MFA program is a new 

theoretical lens for looking at movement and technology. It all began in my first semester with 

my Graduate Pedagogy class where I was introduced to several concepts that resonated with me, 

but two that specifically influence my work, constructivism and multiple intelligences. 

According to Jean Piaget’s constructivist theories, we construct knowledge and determine 

meaning based on our own experiences—which are unique to each individual (Carey, Zaitchik, 

& Bascandziev, 2015). It is because of this unique history, knowledge base, skill set, and 

understanding of the world that we see and engage differently with our surroundings. Howard 

Gardner's theory of multiple intelligences builds on Piaget’s work by addressing the multiple 

ways in which we learn. According to Gardner there are eight entry points or intelligences 

through which we learn and obtain knowledge: musical-rhythmic, visual-spatial, verbal-

linguistic, logical-mathematical, bodily-kinesthetic, interpersonal, intrapersonal, and naturalistic 

(Gardner, 2006). All eight intelligences are important to consider in the creation of work that 

involves user interaction. Our unique perspectives, along with our unique ways of engagement 

and the differences in how we learn, make it impossible to predict every possible user 

interaction. There are always surprises in how users take part in installation work.  

Another major consideration when designing participatory installations is the role of the 

body.  In my Palpability and Wearable Computation class we examined in depth the role of the 

body in designing wearable technology. This class helped me to understand the necessity of 

embodiment as an invaluable tool in the iteration process. Individuals must do/experience for 

themselves in order to fully understand the implications of the work they create for others. In my 

work, the physical movement of my audience, the movement of media on a screen or a 
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projection surface, the movement of light and sound, all coexist in time and space; movement is 

not limited to human bodies, but also encompasses objects and media. 

Exposure to the concepts presented in the courses listed above helped me begin to see 

and question the possibilities afforded by integrating movement and technology, as well as to 

question the ideas and relationships around movement, technology, embodiment, space, agency, 

and control. I began to see the potential for intersecting performer and audience member, 

choreographer and contributor. Thus, my creative endeavors became centered around my need to 

imagine and conjure new strategies for bringing movement to audiences in ways that I felt were 

more inclusive, inviting, and accessible as well as more participatory and interactive. 

At this point in my artistic trajectory, I am interested in exploring the potential of work 

that is interactive, reactive, and immersive, and that prioritizes the body’s movement. Interactive 

work allows for user agency and autonomy within the work and can result in an exponentially 

large set of outcomes. Whereas, reactive work is based on a narrowly defined set of parameters 

that usually offers the user one choice with one predetermined outcome. Immersive work is 

meant to intentionally transform a space in a way that makes the user feel entirely enveloped in 

the artistic work. While each of these practices is an  established way of making work, in this 

project I will utilize my expanded skillset, my toolkit if you will, to create interdisciplinary 

interactive/reactive/immersive (IRI) work—work that combines or includes elements of each. 

The creative process and the work itself will capitalize on a multitude of different mediums 

including, but not limited to, movement, digital media design, projection design, production 

design, sculpture, live video manipulation, and sensor technologies. 
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Chapter Two: What is being done 

In my own artistic work, I create interdisciplinary IRI installations that activate my 

audience and encourage their participation. There are four main areas present in the work I am 

creating: 1) site-specific concepts and practices, 2) video and sound concepts and practices, 3) 

real-time processing concept and practices, and 4) user experience concepts and practices. To 

ground my own work, I have begun to explore these concepts in the work of other artists as well 

as in my own practice, research, and creative work. Although in my own work these four areas 

exist in the fluid dynamic between each other, for the sake of explanation I will break down each 

area. Additionally, in the following sections I will break each area down into three parts: the 

practice, the influences of that practice on my work, and the work I have done thus far. 

 

Site-specific concepts and practices (SSCP) 

The Practice: 

Site-specific artwork—regardless of the medium (sound, dance, sculpture, etc.)—takes 

the ‘living environment’ where it is to performed/experienced into consideration as part of the 

iteration process. The location is as much a part of the work as the work that is being created. For 

example, “Phantom Railings,” an interactive sound sculpture in central London, is as much about 

the sound interaction as it is about the social implications of the work being in that park; the two 

are completely interconnected (Stirling, n.d.). When working in a site-specific way, the artist can 

choose to complement the space or contrast the space; the important thing is that the artist factors 

the space into the creation of the work. 

It could be argued that all artistic work in its own way is site-specific. For example, a 

choreographer who creates work for the proscenium is taking into consideration that there will be 
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a stage for the performers to dance on, wings for the dancers to enter and exit from, a cyclorama 

for the dancers to cross behind if needed, and a clear demarcation between audience and 

performer that provides a specific vantage point for observing the work. Whereas, a 

choreographer who creates work to be performed outside by a water fountain might take into 

consideration the dancing surface surrounding the fountain, the sound of the water, the elements 

of water, air, or earth, and the relationship of audience to performer. Is the audience sitting in a 

circle around the fountain, is the audience sitting at all, are they free to roam around, can they 

move in and out of the performers? Is there an invited audience or is the piece meant for those 

who are already existing in the space? Both of these examples—the proscenium and the water 

fountain—illustrate how the ‘living environment’ of the work can and should be taken into 

consideration because each of these ‘living environments’ will yield a unique set of outcomes. 

Another component of site-specific artwork that must be articulated is the role of the 

audience. One of the major catalysts for artist to create work that is site-specific is that this type 

of work either encourages or requires audiences to interact with the artwork beyond sitting in a 

theatre or moseying through a gallery. For example, in “Phantom Railings,” people walking 

down the street next to the installation trigger the sounds; upon discovering this, people can 

choose how they would like to proceed. They can continue walking along next to the installation, 

move away from the installation so that they are no longer triggering the sound, or they can stop 

and play with the installation. In any case, the audience has choice. 

 

Influences on My Work: 

An artist whose site-specific work has had a significant impact on me is Olafur Eliasson. 

According to his website, "Olafur Eliasson’s art is driven by his interests in perception, 
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movement, embodied experience, and feelings of self” (Eliasson, n.d.).  Eliasson stresses the 

importance of considering space—how we use space, how we exist in space, how we change 

spaces and spaces change us, and how the body relates to those spaces (Eliasson, n.d.). Eliasson's 

work impacts and inspires me in several ways. I am drawn to the simplicity of his work; he has a 

way of saying a lot with very little. His understanding and use of geometric shapes is not only 

aesthetically pleasing to me, but also taps into my own deep rooted love for mathematical 

concepts. Eliasson draws on the world around him by pulling ideas of community and climate 

change into the work he creates. Thus his work speaks to ideas that are large and vast but 

extremely important in today's sociopolitical climate (pun intended). Furthermore, his 

approaches and theories about space and the body are very similar to my own. However, 

Eliasson’s work differs from mine in that he does not work with video and real-time processing. 

My Work: 

I am currently taking two classes that directly connect to SSCP: Media Installations and 

Site-Responsive Sonic Art. Media Installations is focused on building real-time computational 

systems that manipulate media using a variety of tools. The course also investigates historical 

and contemporary instances of the media installation, not only as a form of art but also as a 

cultural artifact that appears in a variety of contexts (Arizona State University, 2017). Site-

Responsive Sonic Art is a course that explores how digital media can elicit material from 

different places and spaces, where the form of the resulting work is drawn out from the 

relationships between the environment, the particular technologies employed, and the 

participants themselves (Arizona State University, 2017). Although both of these courses provide 

theoretical and practical concepts related to site-specific work, they are quite different. The 

primary focus of the Media Installation course is on building systems that integrate media into 
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installation work; whereas, Site-Responsive Sonic Art is primarily focused on the relationship 

between sound and site as a way of building predominantly sonically driven installations. 

Furthermore, Media Installations uses the software Max/MSP along with laptop computers to 

interface with media; whereas, Site-Responsive Sonic Art uses the software PureData along with 

single-board computers to build self sustaining installation systems. A similar comparison can be 

seen in the way a visual artist will choose oil paint over charcoal pencils, because each medium 

will yield different results. 

While at ASU I have presented multiple different creative works, but only one thus far 

that was focused on SSCP. The piece Verisimilitude was done in collaboration with ASU, MFA 

Art candidate, Lily Reeves Montgomery and ASU, MFA Dance Alumni, Fumihiro Kikuchi. 

Verisimilitude premiered at Step Gallery in October of 2016. This work was an installation dance 

for camera project composed of six different videos projected inside a shelf that contained six 

different boxes, one for each video. This work was heavily influenced by the site (Step Gallery) 

where it was to be originally displayed. (It was later displayed in the lobby at the 2016 Fall 

Graduate Presentations.) First, the piece was filmed in the location where it was to be premiered; 

second, the shelf was constructed with a wandering gallery audience in mind and encouraged a 

360 degree viewing radius; and finally, the film was edited with the gallery space, the boxes, and 

the audience’s movement in mind. 

 Through my investigations into site-specific work I have determined that the environment 

where my work is displayed is as much a part of the work as the work itself. Design must be 

considered in regard to the space, the people in the space, and the artwork in the space. It is 

important that the environment or site has the potential to afford the audience an opportunity to 

actively and directly engage with the artwork; therefore, it is imperative that the audience can 
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move freely in and through the artwork. This freedom will allow the audience to be active in the 

work in a variety of ways; the audience can choose to watch someone else perform the work; 

they can choose to be the performer themselves; or they can choose to participate in authoring 

the work. In each of these scenarios the audience has agency; audience members can choose how 

and if they will interact with the work. 

 

Video and sound concepts and practices 

The Practice: 

 Video and Sound concepts and practices are centered around the shooting/recording and 

manipulation of photo, video, or sound as the primary sources of material, with the manipulation 

usually being done in post production with editing software. These techniques are exemplified in 

a multitude of different ways such as gallery exhibitions, screendance, live performance 

projection, sound composition, soundscaping, et cetera. 

 

Influences on My Work: 

 My earlier work was inspired by screendance work from directors and choreographers 

like Pontus Lidberg, Alexander Ekman, Mats Ek, and Jiri Kylian. As I mentioned earlier, once I 

discovered screendance it became a fixture in my life. In addition to starting the Dance Shorts: 

College Film Festival, I was actively learning about and creating my own short screendance 

works, making a total of six films in two years time. Once at ASU, I was exposed to media artist 

that are working working outside of the realm of screendance. Artists like Sila Sveta, Scott 

Snibbe, Matt Pyke, Dandy Punk, The Adrien M & Claire B company. Take, for example, 7 

Questions to Yourself by Sila Sveta, a piece that combines movement, live projection, and 
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holographic technologies effortlessly together. In one movement you are watching a dancer 

move on stage and the next you are watching a hologram of that same dancer floating above the 

ground. Additionally, Sila Sveta’s work plays a lot with dimensionality. Whether they are 

projection mapping onto a building and manipulating the physical structure of the space to 

appear dimensionally different (Swan Lake, 2015), or they are combining live movement 

performance with media in a way that make the performer appear to be sitting on a cube that isn't 

there (Levitation, 2016), their work appears and feels multidimensional. So much of Sila Sveta’s 

work has the ability to transport and mesmerize audiences with innovative media techniques; 

however, most of it is not made for audience participatory interaction. 

My Work: 

Prior to arriving at ASU, I had already developed a modest understanding of filming and 

editing techniques. Taking advantage of my previous knowledge and while in my first semester 

at ASU, I filmed, edited, and presented the short dance film Pillars of Core at the 2015 Fall 

Graduate Presentations. Through the creation of Pillars of Core, it became apparent that there 

was room for growth in my knowledge of video concepts and practices. Since I wanted to further 

my education in this subject matter, I endeavored to take advantage of the vast resources and 

courses that the School of Film, Dance, and Theatre offered. In the Spring of 2016, I participated 

in an independent study with Rebekah Cheyne, Herberger Institute Senior Media Producer, that 

served as an introduction to components of the Adobe Suite, a grouping of different software 

used for media manipulation. The following semester I participated in the course Advanced 

Media Design; this class served as an advanced follow-up to my independent study with Cheyne. 

It was through my participation in both of these courses that I developed the skills necessary to 

film and edit my previously mentioned work, Verisimilitude. 
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 At this point, my work is evolving so that screendance is just one element of a broader, 

more interactive, interdisciplinary approach in creating work that engages and includes the 

audience.  It has been through my participation in Site-Responsive Sonic Art, Media 

Installations, and Introduction to Interactive Environments (which will be described shortly), that 

I have begun to develop skills and create work that utilizes various different forms of media and 

sound design.  

 

Real Time Processing Concepts and Practices 

The Practice: 

Real-time processing is defined as “data processing that appears to take place, or actually 

takes place, instantaneously upon data entry or receipt of a command.” 

[http://www.businessdictionary.com/definition/real-time-processing.html] Artists use real-time 

processing in a variety of different ways and it is often coupled with sensors as a mechanism to 

collect data that is then manipulated to serve a set of larger goals. For example, in Rafael 

Lozano-Hemmer's 2011 work, Tape Recorders, he used sensors to track the amount of time that 

visitors stayed in the installation. "As a computerized tracking system detects the presence of a 

person, the closest measuring tape starts to project upwards. When the tape reaches around 3 

meters high it crashes and recoils back (Lozano-Hemmer, Tape Recorders, 2011)." A second 

example can be seen in a work by Scott Snibbe. “Blow Up records, amplifies, and projects 

human breath into a room-sized field of wind (Snibbe, Blow Up, 2005).” Both of these artist are 

using sensor technology to collect information from participants and then translate that 

information in real-time as part of the artwork.  

Influences on My Work: 
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 As mentioned above, an artist who often utilizes real-time processing in his work is 

Rafael Lozano-Hemmer. In his work Zoom Pavilion, he “uses face recognition algorithms to 

detect the presence of participants and record their spatial relationship within the exhibition 

space (Lozano-Hemmer, Zoom Pavilion, 2015).” It is clear that Lozano-Hemmer purposefully 

considered and integrated environment, video, real-time processing, and user experiences 

together in this work. However, in Zoom Pavilion, the user merely serves as subject matter and 

does not take on a physically active role in the work. At most, this work is reactive to the 

presence of the user in the space, but the user is not responsible for triggering the reaction 

process to occur. In other words, a group of mannequins could be placed in the space and it 

would function just the same. 

My Work: 

In an effort to learn more about real-time processing tools, in the Fall of 2016, I 

participated in the course Introduction to Interactive Environments. This class gave me my first 

introduction into Max/MSP, a computer software that uses real-time sensing data to create 

interactive experiences for an audience. While in that class, I created several pieces that utilized 

different techniques for real-time processing. One of those pieces developed further into an 

installation piece called Fixel Pace, a work that was displayed in the lobby of the 2016 Fall 

Graduate Presentations. The piece used a simple web camera to capture video of users and then 

distort their images whenever they moved in the space. The effect turned their images into 

pixelated representations of themselves, as if they were being divided up into multiple particles 

and then reassembled milliseconds later. 

During that same semester I took the class Palpable and Wearable Computation. Not only 

did this course serve as an introduction into sensor technology, but it also helped me to gain a 
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new way of understanding the body and its relationship to these technologies. Furthermore, 

through this course I began to understand the necessity and importance of the embodied 

experience of the designer in creating and working with external technologies. As part of this 

course I designed, prototyped, and built a body vest that would light up in accordance with the 

wearer's pulse. The body vest allowed me to combine the knowledge I was learning in 

Introduction to Interactive Environments with the knowledge I was learning about the body and 

its relationship to wearable technology. 

 

User experience concepts and practices 

The Practice: 

As an artist, I have an opportunity to influence the manner in which audiences engage 

with my work. This opportunity also provides a tool—an additional outlet—that might be used to 

communicate to the audiences. People learn, experience, and interact with the world in a variety 

of ways and, therefore, these varied forms of media allow artists opportunities to convey their 

concepts to a greater range of people. 

In the typical relationship between the audience and the traditional proscenium stage 

environment, the audience is seated in a predetermined location with a fixed vantage point of the 

performance. This causes the audience to be predominantly sedentary and thus further situated 

from the events happening on stage. By convention, these audiences rarely have any type of 

active physical interaction with the art, and audiences rarely have any kind of agency (choice 

regarding how to engage with the work) nor authorship (the opportunity to have a direct effect on 

the creation of work) in the process of making the work. However, non-conventional 

relationships between audience and artwork can create experiences where the audience has the 
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opportunity to be less sedentary and more participatory and physically active in the artwork. The 

audience’s experiences can be divided even further into ones that are either interactive, reactive, 

or immersive—with some works allowing for audience authorship in the art. 

Influences on My Work: 

The work that most closely parallels my own work is that of Scott Snibbe. For example, 

in his work Boundary Functions, “a set of lines [is] projected from overhead onto the floor, 

dividing people in the gallery from one another. When there is one person on its floor, there is no 

response. When two are present, a single line cuts between them bisecting the floor and 

dynamically changing as they move (Snibbe, Boundary Functions, 1998).” Again this work 

integrates video, real-time processing, and user experience. However, I find myself critical of the 

user experiences that Snibbe creates. Often, Snibbe’s work requires users to reorient their bodies 

in a slightly unnatural manner to be able to fully experience the work. In Boundary Functions 

participants must look down at the floor as they interact and experience the piece. Similarly, in 

his 2003 series of interactive installations—Concentration, Complaint, Depletion, Impression, 

Sky—participants interact with projection screens in a manner that imposes limitations on how 

they can both interact with and watch the installation. In order to participate in and watch the 

piece from a forward facing position, users must either remain stationary or move side to side in 

a two-dimensional manner. If they want to interact with the work using movement that is more 

three-dimensional they must turn their head to the side. The user’s body in these works becomes 

a tool or a puppet. 

My Work: 

My exploration and experimentation with interdisciplinary IRI installations has led me to 

consider the role of the audience in my work. I want to provide my audience with the opportunity 
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to engage in more deeply active and interactive experiences. I believe this is most effectively 

accomplished by taking the user/participant/audience member into consideration as part of the 

iteration process. This idea of iterating with the user in mind has been part of several of the 

courses I have participated in at ASU, but was first introduced to me in the course, Science 

Fiction Studios. This class was focused on the rapid prototyping of technologies as a way of 

discovery and low cost implementation of ideas. In addition, in this class I learned both the value 

of prototyping as well as the value of defining the user’s experience. We would spend as much 

energy on discussing and discovering the potential for the user as working on the design. 

In the work Verisimilitude, when designing the shelf and editing the work, we had 

lengthy discussions about our assumptions of how the audience could and would experience the 

work. Furthermore the work Choose Your Own Adventure, which premiered in the 2016 Spring 

Graduate Dance Presentation, can be used as another example to show how I am exploring ways 

to integrate the audience into the work I am creating. Choose Your Own Adventure allowed the 

audience to choose the song and lighting color as well as the beginning and ending positions of 

the dancers. The idea that the audience would participate in these decisions came early in the 

design of the piece and directly influenced the way the work was choreographed. As another 

example, the body vest that I created as part of Palpable and Wearable Computation, was 

completely built with the user in mind because I served as not only designer, but also as the user. 

Not to mention, as the work was being developed, I continuously sought out other users to wear 

the body vest and give me feedback on its effectiveness. For the installation Fixel Pace, I chose 

to set it up parallel to the ticket line. Although the audience was not directly taken into 

consideration in the iteration part of this project, the audience was the main point of 

consideration in the setup of the work. 
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User experience is directly connected to our embodied understanding of the experience 

and, as a result, it is multi-layered and encompasses several different elements. As I consider my 

own interests in IRI work, the following questions guide my inquiry:  How is the body 

implicated in the work? What assumptions does the work make about the body? Whose body is 

the work designed for? How is the body's functionality being considered in the work? What is 

physically required of the body in the work?  Next, how does the work affect the user? How does 

the work engage the user? How is the user invited to participate with the work? Is the work task 

driven or exploratory? What does it mean for the user to participate in or with the work? What is 

the user expected to gain from the experience? All of these questions, and so many more, are 

ones that I consider when addressing the four areas that define my work built for user 

interaction: 1) site-specific concepts and practices, 2) video and sound concepts and practices, 3) 

real-time processing concept and practices, and 4) user experience concepts and practices. 

My user-interactive work is heavily inspired by other artists who are considering these same 

areas in their own work. The artists I have listed above, as well as the many others I have yet to 

discover, make it quite evident that I am not the first to tackle these concepts. I am hoping that 

through the process of continued research and exploration I will discover other artists whose 

work is pivotally contributing to this discourse. With that said, I have yet to discover an artist 

who is examining all of these concepts in that same manner that I intend to with this project. My 

background in multiple different movement practices provides me with a unique understanding 

of the body in space. Couple my movement experience with my background in technology—

which supplies me with a unique set of tools to interact with the body in space—and the result is 

an idiosyncratic lens which I can capitalize on in the design, evaluation, and creation of 

interdisciplinary IRI installations.  
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Chapter Three: My Investigation Continues (Methodology) 

“Do what you are doing” 

The idea of being extremely present and fully engaged in the present moment, of doing 

exactly and only what I am doing in that moment, is a way of life for me. It was introduced to me 

at an early age by my parents who helped me understand the benefits of living life in the present. 

Some of those benefits include: enjoying the present and not relying on the future for my 

happiness, paying attention to the effects and outcomes of my actions, having the time and the 

space that is helpful in making smart and informed decisions, being better prepared to deal with 

problems or situations as they arise, focusing on the present and not dwelling on the past, and 

being more aware. As a result of this way of living, I am much more attracted to the process 

involved in learning, planning, developing, and creating work. In addition, my approach to life is 

also a huge factor in my desire to create work that is interactive/reactive/immersive; because, 

with this type of work the outcome only exists in the present.  

As I have already established, I have an unrelenting compulsion for new knowledge. I 

continuously question the world within my kinesphere, as well as the world beyond. In order for 

me to understand and put into practice the ideas I have articulated here, I must embody these 

experiences for myself first. As a result, a great deal of my time will be spent ideating, 

questioning, designing, prototyping, storyboarding, and building my work. Therefore, this 

project aims to record the process of translating my personal iteration process into viable user 

experiences that integrate movement and technology, while promoting active observation and/or 

participation from my audience. 

My plan is as follows: I will use the Experimental Objectives Worksheet (EOW) created 

by Jessica Rajko (See appendix 1), as a means to evaluate and identify what my specific 
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experimental objectives are for each of my forthcoming installations. The EOW is a model for 

me to methodically focus my attention throughout my iteration process and provides me with a 

set of evaluation criteria to use in looking at site-specific, video and sound, real-time processing, 

and user experience concepts. Once I have sufficiently completed the EOW for each individual 

installation, I will begin to generate sketches on paper from which I will, eventually, develop the 

necessary supportive technologies for each piece. For example, I will shoot test-video, edit 

footage, build Max/MSP patches, and build sensors. This will then lead to extensive testing of 

the above materials. I will continually test, revise, test, revise, test, and revise until I can be 

certain that the technology functions as intended and the video footage serves my purposes. It 

will only be after this period of testing and revising that I will be able to move into the large-

scale building phase. Once again, this phase will include extensive testing and revising and will 

be referred to as the Focus Lab stage of the process. 

Focus Labs 

The overall purpose of these public and private focus labs is to observe how audiences 

engage with the work. Similar to a work in progress showing, the labs will serve as an 

opportunity for me to get feedback on the work as it progresses. The focus labs will provide me 

with two main types of information, written feedback and observational feedback. Through this 

feedback, I will track instances of engagement, participation and interactivity between the user 

and the work by obtaining insight into how people take the work in and how they move in 

response to the work, as well as their overall impressions of the experience.  

Written Feedback 

Below are sample questions that I will pose directly to focus lab participants via survey 

before/after they engage with the work. 
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Sample questions: 

1. Are you drawn to engage with the work? 

2. If so, what is it about the work that is drawing you in? 

3. In what way are you drawn to engage with the work: as a witness, as a participant, other?  

4. If not, what is it about the work that you have resistance to? 

5. After engaging with the work, do you feel as though your initial expectations were met? 

Please explain. 

6. Did you understand ‘how’ to engage with the work? 

7. Do you think the work was interactive? Please explain. 

8. Did the work require you to physically move? Please explain. 

9. Is there other feedback you can offer about your experience engaging with the work? 

Observational Feedback 

Below are sample questions that I will use to guide my observation of focus lab participants as 

they engage with the work. Observation feedback will be collected both in real-time and via 

recording. 

Sample questions: 

1. Did I design the space to help draw people into the work? 

2. How do audience members interact/engage with the piece(s)? How do audience members 

physically interact with the artwork? 

3. Does the artwork function on the most basic level (do things turn on and off when they 

are supposed to)? 
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4. Are audience members interacting and engaging with the work in the same way that I do? 

If not, how are they engaging in a way that is different? If it is the same, what are the 

similarities? 

5. How do people engage with the work? Do they watch someone else engage first and then 

engage themselves? Do they watch someone else engage first and then not engage? Do 

they engage once or multiple times? Do they display the same level of engagement to all 

of the pieces or does it vary based upon the work? If it varies based upon the work, why? 

6. What are the variables/constructs of each of the works? How are those constructs the 

same as one another and how are they different? Does one construct yield one type of 

result over another? Is there a correlation between these constructs and the level of 

engagement in the work? 

 

The purpose of collecting written and observational feedback is for me to obtain 

information about the work so that I may make adjustments and improvements to the work to 

better suit my artistic goal of creating installations that are more inclusive, inviting, and 

accessible as well as more participatory and interactive. Furthermore, the common thread 

through all of the concepts and practices I have identified (site-specific, video and sound, real-

time processing, and user experience) is that each, in its own way, involves movement, 

technology, embodiment, space, agency, and power. Creating the interdisciplinary IRI 

installations I envision, will give me the opportunity to explore the relationships that develop 

through the intersection of the movement, technology, embodiment, space, agency, and power 

inherent in the different concepts and practices (see appendix 2). Understanding the new 

relationships that arise will help me clarify my own artistic philosophy and enable me to make a 
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unique contribution to the field by offering a model for others to use when exploring user 

interactivity and the connections between movement and technology. Therefore, the focus labs 

will seek to answer the questions: How can I translate my personal iteration process into viable 

user experiences that integrate movement and technology, while promoting active observation 

and/or participation from my audience? How does working this way leverage my current 

understanding of movement and technology? 

 

These four labs will either take place as part of an established ASU performance (i.e. 

Graduate Project Presentations) or they will take place at times and locations that are private and 

not associated with any type of established event. The public focus labs will welcome the 

audience that is in attendance for that event, whereas the private focus labs will be for invited 

guests only; however, it will be invaluable to have my committee present at each of the four 

focus labs. As mentioned, each of the focus labs will be recorded and participants will be 

surveyed in some capacity, thus an IRB will be obtained by August of 2017.  
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Budget 

Line Items 

Venue/Gallery Rental  $1500 

Insurance   $200 

Building Materials  $2000 

Projectors   $1000 & In kind from SoFDT and AME 

Lighting Equipment  In kind donation from SoFDT 

Hardware   $500 

Software   $250 

Sensors   $500 

Flyers/Posters   $100 

Social Media Ads  $150 

 

Total    $6,200 
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Timeline 

 

 Spr 
17 

Sum Aug. Sep. Oct. Nov. Dec. Jan. Feb. Mar. Apr. 

Background 
Reading [---- ----- ----- ----]        

Submit        
Proposal [---]           

Proposal       
Defense [---]           

Obtain 
IRB [---- ----- ----]         

Prototyping [---- ----- ----- ----]        

Large Scale 
Building [---- ----- ----- ----- ----- ----- ----]     

Installing the 
Exhibit               [---]      

Exhibition        [---]    

Focus 
Lab/Showings [---]  [---]  [---]  [---]     

Data Analysis 
  [---]  [---]  [---]  [---] [---]   

Document     
Drafting     [---- ----- ----- ----- ----- ----]  

Write       
Conclusion          [---]  

Final Defense           [---] 
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Appendix 

Appendix 1 - Experimental Objectives Worksheet created by Jessica Rajko 
What are your experiential objectives? 
  
What type of experience are you creating? 
On a scale of 1 – 10, how much is it Task Driven vs. Exploratory? 
 
Task Driven Experience – designer has specific goals in mind that can only be achieved by 
engaging in specific actions. Often there is a sense of “linearity” to this type of experience, in 
that specific tasks are in an order that advances the user through the experience. 
  
Exploratory Experience/Environment – designer may have desired user actions, but they are 
not tied directly to a specific order and/or set of defined goals. The purpose is to allow the user to 
“play” or “explore” rather than “achieve” specific goals. 
  

Task Driven   1       2       3       4       5       6       7       Exploratory  
  
Task Driven Questions: Describe the overall look/feel of the experience, and describe 1. The 
desired goals, 2. How the system prompts the user to act, 3. Specific actions in which the user(s) 
must engage to achieve the goals and 4. How the user knows that they’ve achieved the desired 
goals. 
  
Exploratory Questions: If yes, describe the overall look/feel of the experience. If there are 
specific actions that are tied to system responses, please describe. What is the overall objective 
of this environment? 
 
Where is the experience? 
Is it a public location where you do not have control over the environment? 

YES    NO 
If yes, what does the space look, sound, feel, smell and taste like? How much regular foot traffic 
does it receive? (If foot traffic varies throughout the day, what is the rough schedule?) How does 
the system accommodate/not accommodate foot traffic? How will the interactive system promote 
movement, interaction and engagement? How does this location support the experiential 
objectives? 
 
Is the interactive system in a location where you have some control over who interacts? 

YES    NO 
If yes, what does the space look, sound, feel, smell and taste like? How much foot traffic does it 
receive? Is the presentation part of an event? If so, describe the event. How many people will be 
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able to access the interactive system at a time? Does the space allow for people to passively 
observe others participating? How does this location support the experiential objectives? 
 
Who is involved? 
How many people are expected or able to interact? 

ONE            TWO            THREE or MORE  
If only one person is engaged, what part(s) of the body are being sensed? How? If applicable, 
what other part(s) are indirectly engaged (active but not being sensed)? Why are these part(s) of 
the body being engaged? 
  
If two or more people are to be engaged, answer the questions directly above and also consider 
the following: What is intended relationship between the users? How is the environment 
facilitating this relationship? How does the facilitated relationship(s) support the experiential 
objectives? 
  
Are there any specific criteria for who can engage in the interaction? (Think about basic 
demographic information, physical characteristics, knowledge sets, skillsets, etc.) If yes, what 
are they and why are they important? 
 
What is involved? 
Are there any physical objects involved? 

YES    NO 
If yes, what do they look, feel, smell, taste and sound like? In what way(s) can people engage 
with it/them? How do the object(s) support the experiential objectives? 
 
Is there any digital media (projection, sound) involved that is not directly tied to a physical 
object? 

YES    NO 
 If yes, what does it look and/or sound like? In what way(s) can people engage with it? How does 
the media support the experiential objectives? 
 
What does the relationship look like? 
When considering your answers, think about whether the system and/or the user(s) are expected 
to be one or more of the following…are they: 
●  Informative: unidirectional sharing of information, thoughts or emotions 
● Communicative: communication between two or more people and/or objects 
● Performative:  Indirect, broad presentation of ideas, thoughts and/or emotions to the 

entire space, viewers or other users 
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What is the communicative/informative/performative relationship between the object and the 
person? Why this relationship? 
● Person acts upon object? 
● Object acts upon person? 
● Two communicate to each other? 

 
Other Important Things to Consider: 
 How do you invite people to interact? 
● Is there someone available to introduce the interactive system? 
● Is there signage to explain the work? 
● Will the system itself “invite” people to engage? 

For any you answered “yes,” what does it look, sound, feel, smell, taste like? Why is this choice 
important? How does it support the experiential objectives? 
 
What are the “rules of engagement?” 
● What are the explicit rules? How will people know what they are? 
● What are the implicit rules? How will people know what they are? 

 
What do you expect from the overall user experience? 
● How long will people engage? 
● How will people “test” or engage the interactive system as part of the exploration 

process? If these actions do not generate interactive responses, what will this mean for 
the user, and will they be disappointed? 

● What will users come away with (both intended and unintended)? 
 
What is the size/scale of the experience? 
● How big/small is it? 
● Is there redundancy to the design? 
● Is it big enough to make people feel like they are participating by observing? 
● Is it big enough and prominent enough to allow people to “happen” upon it? 
● Is it easy/difficult to install, move and/or tour to other locations? 

 
How does the experience end? 
● Who decides when the experience is over? The user? The interactive system? 
● What does the ending look like, sound, smell, taste, feel like? 
● Is there any specific information provided at the end of the experience? If yes, what is it? 

Why is it provided? How is it provided? 
 
What descriptive words/phrases would you use to describe the overall experience? 
● How do you describe it as the designer/creator? 
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● How do you think it would be described by a user? 
● How do you think it would be described by an observer? 

  
 
Appendix 2 - What is the relationship between each of these pairings in the intended 
installation? 
 
Movement ∞ Technology 
Movement ∞ Embodiment 
Movement ∞ Space 
Movement ∞ Agency 
Movement ∞ Control 
 
Technology ∞ Embodiment 
Technology ∞ Space 
Technology ∞ Agency 
Technology ∞ Control 
 
Embodiment ∞ Space 
Embodiment ∞ Agency 
Embodiment ∞ Control 
 
Space ∞ Agency 
Space ∞ Control 
 
Agency ∞ Control 
 


