
Chair for Information Architecture | HS2008

Elective Course Information Architecture

Information Aesthetics / Computational Aesthetics

Christian Schneider
October 13, 2008



Information Aesthetics

Overview

- Hybrids
- Left-right brain integration
– Work by Hybrids

- Processing and similar technologies
- Beauty within Information
- Create aesthetic Form with Information  
Technlogy

- Art, Graphic Design, Advertising, Film, Design,
Digital Fabrication



Information Aesthetics

Todays topic: Hybrids

not Cars....
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Todays topic: Hybrids

...brains
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Experiment



Information Aesthetics

Experiment

Left Eye dominant

uses logic 
detail oriented 
facts rule 
words and language 
present and past 
math and science 
can comprehend 
knowing 
acknowledges 
order/pattern perception 
knows object name 
reality based 
forms strategies 
practical 
safe 

Anti-Clockwise

If you see the ‚Spinning Lady‘ 
anti-clockwise, then you use more 
of the left side of the brain.

Most of us would see the dancer 
turning anti-clockwise



Information Aesthetics

Experiment

Right Eye dominant

uses feeling 
"big picture" oriented 
imagination rules 
symbols and images 
present and future 
philosophy & religion 
can "get it" (i.e. meaning) 
believes 
appreciates 
spatial perception 
knows object function 
fantasy based 
presents possibilities 
impetuous 
risk taking 

Clockwise

If you see the ‚Spinning Lady‘ 
clockwise, then you use more 
of the right side of the brain.



Information Aesthetics

Towards a left-right brain integration

spatial perception, feeling + imagination

against

abstract, logic, math, science
together with
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Experiment



Information Aesthetics

Code: Abstract, logic, math, science

Orb orb;
Vect2D velocity;
float gravity = .05, damping = 0.8;
int segments = 40;
Ground[] ground = new Ground[segments];
float[] peakHeights = new float[segments+1];

void setup(){
  size(640, 200);
  smooth();
  orb = new Orb(50, 50, 3);
  velocity = new Vect2D(.5, 0);

  // Calculate ground peak heights 
  for (int i=0; i<peakHeights.length; i++){
    peakHeights[i] = random(height-40, height-30);
  }

  /* Float value required for segment width (segs)
   calculations so the ground spans the entire 
   display window, regardless of segment number. */
  float segs = segments;
  for (int i=0; i<segments; i++){
    ground[i]  = new Ground(width/segs*i, peakHeights[i],
    width/segs*(i+1), peakHeights[i+1]);
  }
}

void draw(){
  // Background
  noStroke();
  fill(0, 15);
  rect(0, 0, width, height);

  // Move orb
  orb.x += velocity.vx;
  velocity.vy += gravity;
  orb.y += velocity.vy;

  // Draw ground
  fill(127);
  beginShape();
  for (int i=0; i<segments; i++){

  // Collision detection
  checkWallCollision();
  for (int i=0; i<segments; i++){
    checkGroundCollision(ground[i]);
  }
}

void checkWallCollision(){
  if (orb.x > width-orb.r){
    orb.x = width-orb.r;
    velocity.vx *= -1;
    velocity.vx *= damping;
  } 
  else if (orb.x < orb.r){
    orb.x = orb.r;
    velocity.vx *= -1;
    velocity.vx *= damping;
  }
}

void checkGroundCollision(Ground groundSegment) {

  // Get difference between orb and ground
  float deltaX = orb.x - groundSegment.x;
  float deltaY = orb.y - groundSegment.y;

  // Precalculate trig values
  float cosine = cos(groundSegment.rot);
  float sine = sin(groundSegment.rot);

  /* Rotate ground and velocity to allow 
   orthogonal collision calculations */
  float groundXTemp = cosine * deltaX + sine * deltaY;
  float groundYTemp = cosine * deltaY - sine * deltaX;
  float velocityXTemp = cosine * velocity.vx + sine * velocity.vy;
  float velocityYTemp = cosine * velocity.vy - sine * velocity.vx;

  /* Ground collision - check for surface 
   collision and also that orb is within 
   left/rights bounds of ground segment */
  if (groundYTemp > -orb.r &&
    orb.x > groundSegment.x1 &&
    orb.x < groundSegment.x2 ){
    // keep orb from going into ground
    groundYTemp = -orb.r;
    // bounce and slow down orb
    velocityYTemp *= -1.0;
    velocityYTemp *= damping;
  }

  // Reset ground, velocity and orb
  deltaX = cosine * groundXTemp - sine * groundYTemp;
  deltaY = cosine * groundYTemp + sine * groundXTemp;
  velocity.vx = cosine * velocityXTemp - sine * velocityYTemp;
  velocity.vy = cosine * velocityYTemp + sine * velocityXTemp;
  orb.x = groundSegment.x + deltaX;
  orb.y = groundSegment.y + deltaY;
}

class Ground {
  float x1, y1, x2, y2;  
  float x, y, len, rot;

  // Default constructor
  Ground(){
  }

  // Constructor
  Ground(float x1, float y1, float x2, float y2) {
    this.x1 = x1;
    this.y1 = y1;
    this.x2 = x2;
    this.y2 = y2;
    x = (x1+x2)/2;
    y = (y1+y2)/2;
    len = dist(x1, y1, x2, y2);
    rot = atan2((y2-y1), (x2-x1));
  }
}

class Orb{
  float x, y, r;

  // Default constructor
  Orb() {
  }

  Orb(float x, float y, float r) {
    this.x = x;
    this.y = y;
    this.r = r;
  }
}

class Vect2D{
  float vx, vy;

  // Default constructor
  Vect2D() {
  }

  Vect2D(float vx, float vy) {
    this.vx = vx;
    this.vy = vy;
  }
}
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Spatial perception, feeling + imagination
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Works - Casey Reas



Information Aesthetics

Works - Casey Reas



Information Aesthetics

Works - Casey Reas



Information Aesthetics

Works - Casey Reas



Information Aesthetics

Works - Casey Reas



Information Aesthetics

Works - Casey Reas



Information Aesthetics

Aaron Koblin: Flight Patterns
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Flight Patterns - Aaron Koblin
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Flight Patterns - Aaron Koblin
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Flight Patterns - Aaron Koblin



http://cabspotting.org/client.html

Information Aesthetics

Cabspotting - Stamen Design



Information Aesthetics

Nike One - Motion Theory, Josh Nimoy
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Visualize - Fidg't
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Audi TT -Karsten Schmidt
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Print Magazine - Karsten Schmidt

http://www.vimeo.com/1272071
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Biomimetic Butterflies - The Barbarian Group
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Grass - The Barbarian Group
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Magnetic structure prints - The Barbarian Group











From Information to Knowledge

Fox Movies Japan: Horror - The Barabarian Group
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Fox Movies Japan: Horror - The Barabarian Group



From Information to Knowledge

Laser Tag - Graffiti Research Lab



From Information to Knowledge

Substrate - Jared Tarbell
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Substrate - Jared Tarbell



From Information to Knowledge

Bone Piles - Jared Tarbell
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Neil Banas on Flickr
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Jim Soliven on Flickr
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lennyjpg on Flickr
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desaxismundi on Flickr
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desaxismundi on Flickr
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Dave Bollinger on Flickr
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Andreas Schlegel on Flickr
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Andreas Schlegel on Flickr
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Marius Watz on Flickr
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Marius Watz on Flickr
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Brandon Martin-Anderson on Flickr
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Karsten Schmidt on Flickr
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Brandon Morse on Flickr
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Brandon Morse on Flickr



3: http://www.threesources.com/archives/1002_thaaannks.jpg
4: http://www.simpsonstrivia.com.ar/simpsons-photos/wallpapers/homer-simpson-
wallpaper-brain-1024.jpg
5: http://www.maniacworld.com/Spinning-Silhouette-Optical-Illusion.html
10-16: http://reas.com
17-20: http://users.design.ucla.edu/~akoblin/work/faa/
22: http://dev.motiontheory.com/nikegolf/
23: http://fidgt.com/visualize
20: http://users.design.ucla.edu/~mflux/manifest/
24: http://www.universaleverything.com/recent_activity/217
25: http://www.universaleverything.com/recent_activity/207
26: http://postspectacular.com/process/20080702_printmagcover
27-32: http://mcleodbutterflies.com
33-40: http://www.barbariangroup.com/
41: http://graffitiresearchlab.com/
42-54: http://www.complexification.net/
55-56: http://www.flickr.com/photos/38093567@N00
57: http://www.flickr.com/photos/autologous/
58: http://www.flickr.com/photos/lennyjpg/

Thinking with your Eyes

Sources



59-62: http://www.flickr.com/photos/lennyjpg/
63: http://www.flickr.com/photos/davebollinger/
64-65: http://www.flickr.com/photos/sojamo
66-68: http://www.flickr.com/photos/watz/
69: http://www.flickr.com/photos/ewedistrict/
70: http://www.flickr.com/photos/toxi/
71-73: http://www.flickr.com/photos/ebmorse/

Thinking with your Eyes

Sources


