Kat Reilly

Interactivity Studio

Prof. Melanie Crean

March 23, 2010

Final Paper Outline

(Draft 2)

I. Preface
In his book, Narrative and Freedom, author Gary Saul Morson argues that time is the one entity that defines the human experience. He primarily pursues this argument by examining the various ways in which time has been expressed through the medium of narrative. By studying narratives, Morson concludes that time is a key element of the components that make up the human experience, including emotions (i.e. guilt, hope, etc.), memory/nostalgia, action and consequences (cause and effect), and personal growth/development. 

While I found Morson’s arguments fascinating, I must say that I disagree with his overall thesis. I believe that time is not the driving force behind the human experience, but rather the vehicle through which the human experience is realized. To me, the human experience is rather propelled by the dynamic relationship that exists between the physical world and our own imaginations. These two entities work both together and separately. They may function harmoniously or conflict. All in all, there is a friction that exists between the two elements, and it their competition with each other that both enriches and dictates the physical, emotional, and psychological aspects of a person. 

After reading Morson’s book, I know that time is vital to the human experience in regards to both the physical and imaginative realms. Time, in fact, fuels the competition between memory and nostalgia, which I believe are the links that connect the imagination and physical world together. Both of these entities allow us to experience the past and present simultaneously. Of the two elements, memory is strongly rooted in the physical world since it is dependent upon the recollection of actual people, places, and objects. Nostalgia instead evokes emotion and has a more ethereal quality. Memories are more concrete and dated, whereas nostalgia is intangible and ageless. All in all, memories transport a person through time, and nostalgia transforms a person through time. These elements allow human beings to recall previous experiences in varying ways, but both are effective in influencing a person’s growth and behavior. Memory and nostalgia connect the present to both the past and the future simultaneously, and I am very interested in discovering how this temporal paradox may be examined through both time-based media and real-time interactions. 

II. Problem (research) 

· Design context

· Personal motivations to investigate subject (impetus) 

· History of the human experience in narratives

· Historical background of time in narratives

· How time has been handled/expressed in narratives

· Nostalgia and Memory in narratives 

· Source: Narrative and Freedom by Gary Saul Morson 

· Distinction between Nostalgia and Memory

· Definitions 

· Psychological theories

· Narrative theories

· Various effects on human beings 

· Human perception

· Humans’ relationship to time

· Human behavior 

· Personal growth and development 

· The imagination in regards to memory and nostalgia

· Regarding creativity

· Regarding relationships with oneself

· Time and its effect on the imagination

· Investigation of memory/nostalgia in traditional media

· Art 

· Literature

· Performance

· Other 

· Investigation of memory/nostalgia in time-based media

· Visual

· Film/video

· Source: The Conversations: Walter Murch and the Art of Editing Film by Michael Ondaatje
· Images and sound can impact an audience

· How audio/visual media can reflect the human experience

· Analyzes time and its depiction on screen

· There are many ways to represent and manipulate time

· Animation

· Possible Example: William Kentridge

· Sound/audio

· Other multimedia 

· Interaction design

· Installations

· Experiential design

· Description of how my project relates/fits into the previous category

· Summary of problem and findings

· Describe how I used these findings to develop my concept and project

III. Solution (research + project) 

· Overview of the project

· Personal motivations (impetus) to pursue/develop project 

· Design Questions that I address through the project 

· Project domains 

· Goals of the project (what it aims to solve/demonstrate)

· Target audience

· Precedents

· Omar Fast – “Nostalgia” 
· Christian Jankowski – “This I Played Tomorrow” 

· Krzysztof Wodiczko- “Video projection on El Centro Cultural”

· Camille Utterback – “Liquid Time” 
· Tim Hawkinson – “Emotor”
· Design Process

· Methodology

· Conceptual Development

· Research

· Reflections/Free-writes

· Other methods

· Narrative Development

· Storyboards/Screenwriting

· Concept art/ Style Frames

· Screen tests/ narrative prototypes

· Other methods

· Computational Development

· Circuit Designs

· Precedents/Sources/Inspiration

· My iterations

· Arduino Code

· Precedents/Sources/Inspiration

· My iterations

· Max MSP Code/Patches

· Precedents/Sources/Inspiration

· My iterations

· Other aspects

· Interaction Development

· User Scenarios

· Schematics/Systems Diagrams

· Other methods

· Prototyping process

· List and describe each prototype in regards to:

· Concept

· Components

· How it’s made (provide documentation) 

· User-Tests

· What I learned/gained from the prototype

· What aspects were successful

· What aspects failed

· Summary of results

· Plans for future iterations
IV. Conclusions 

· Summary of project
· Future Goals for the project
· Reflection/evaluation of my own process & project’s success/failure
· What I’ve learned: 
· About the subject
· Human experience in regards to: 
· Nostalgia & memory
· Time 
· Imagination & reality
· About my design process
· About myself
