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ABSTRACT

This paper tracks the author’s current research and art
practice, focused on the production of systems for artistic
creation and examining how such systems contribute to an
engaging interactive experience.
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CURRENT WORK

In 1966, telematic art pioneer Roy Ascott speculated that the
role of the interactive artist could be to provide ‘a more or
less empty receptacle (the canvas) into which the spectator
can project his own imaginative world’ [1]. Ascott’s concept
of interactive art as an empty receptacle, places important
focus on the spectator as an active participant who shapes the
outcomes and responses of interactive art systems
significantly.

Light Tracer (See Figure 1) is an interactive drawing system
created by the author, which seeks to function in a
conceptually similar manner to Ascott’s empty receptacle.

In Light Tracer the user is situated in front of a screen
reflecting their own image, and by manipulating a series of
light sources provided, marks can be left onscreen such as
drawings, messages and tracing out objects such as your face
or hand. Light Tracer begins life empty and is subsequently
filled with the markings of its users as time progresses. How
the participant uses the system is left entirely up to them;
user involvement and contribution is not only preferred, but
required for the system to function.

RESEARCH FOCUS

While Light Tracer inherently questions the surrounding L.

issue of authorship, the research focus of the project is to
examine the role of user creativity within interactivity.
Questioning how an active authorship role can contribute to

a more engaging and successful level of interaction. 2.

By looking at the ‘openness’ of interactive systems and

examining them from the perspective of what the user can 3.

create, the aim is to build upon existing research [2, 3, 4, 5],

and further contribute the idea of inferactive resolution as a

means to gauge how interactive systems can best promote 4
and propagate further creativity/artistic creation.
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Figure 1. Drawing with Light Tracer.

BIOGRAPHY

Karl D.D. Willis is a New Zealand born, Tokyo based
interaction designer/media artist and currently a research
student at the University of Tsukuba, Japan. The Light
Tracer project has to date featured in a diverse range of
events including music festivals, conferences, exhibitions
and broadcast television throughout Asia, North America
and Europe. In April 2007 Light Tracer was awarded the
Tokyo Type Directors Club Interactive Design Prize.
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