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6
VINE
VIDEO
The Vine video was a preliminary sketch that we did before
doing the Ethnography Film.
We were required to make
a short 6 second clip of our
partners using the app Vine
that showed the viewer something about the subject. My
partner was Karsten Solheim.
I had never met him before.

We met on the 6th floor and
very casually talked about
ourselves while trying to figure
out how to use Vine. It was
very basic, so it took no time
at all. I thought it was funny
that John assumed that we all
had iPhones to use, though. I
recorded some very short clips
of some superficial information

about Karsten — his school
ID, debit card, and some
projects that he was working
on. While he was showing me
his past projects, I got to know
him much better because his
personality and interests were
present throughout his work. I
wish that I had gotten to know
Karsten a little bit before we
recorded the Vine because we
definitely would not have met
up in the classroom. Vine is
a really cool tool for showing
little clips. It is definitely effec-

tive in getting a point across
quickly. It captured Karsten on
the surface in a very efficient
and convenient way. I will definitely check out this app more!

8
ETHNO
GRAPHY
The Ethnography film was
meant to be a mini documentary about a classmate.
It was to include their ideas,
motivations and intentions
of art and graphic design. My
partner was Karsten Solheim. I
began by asking Karsten some
general questions about his
life– family, hobbies, and inter-

ests– pretty basic questions
about himself on the surface.
As we got into talking about art
and design, it quickly became
apparent that he had less of
an interest in talking about his
work than about metaphysics.
Every question directed at his
inspirations and purpose as a
designer became a long and

convoluted tangent about the
questions of the universe and
human perception of time and
sound. Karsten was no longer
interested in the physical
world and what it’s visual realm
had to offer, and I didn’t want
to force him to talk about it
for a school assignment that
was meant to be about him. I
caught him as he was packing
for a night off campus with his
family and asked him to just
talk about anything he wanted.
I asked about his empty room,

a few pieces on the walls, and
various philosophy books that
were stacked on the drawer as
conversation starters, knowing
that it would lead inevitably to
his own philosophy on art and
life. I got about six minutes
of footage before he took a
call and I stood awkwardly
in the room listening to a
very revealing and emotional
conversation between him
and his grandfather before I
decided to leave.
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showed the influence of some
of these ideas that he couldn’t
get out of his head and pieced
the images and ideas together.

From the limited footage that
I gathered, I wanted to show
bits and pieces of ideas that
Karsten seemed to be obsessed
with– math, science, language–
and how they are linked,
without going too in-depth
because they led to questionable topics that might make
some viewers uncomfortable.
Much of the footage couldn’t
be used because I felt it was too
personal or meant to be kept as
a conversation between the two
of us, off the record. Karsten is
a genius in his own way, and I
wanted to show that he wasn’t
as crazy as he might sound. I
asked him to send me some
of his work and he gave me
his laptop (which I still have).
I found some of his work that

I’m really glad that I got paired
with Karsten, because we have
very similar views on art and
RISD. I totally understand why
he left RISD and his laptop
behind. I doubt that the video
will give the viewer a better
understanding of Karsten, but I
hope that it will at least provide
an interesting and insightful
perspective.

12
HUMAN
TO
MACHINE
The assignment was to take a
common human interaction
and create something that
replaces or automates that
interaction with a machine. I
chose to select lucid dreaming
as an “interaction” because
I thought it was interesting
that it was an interaction with
your self. When you lucid

dream, you are fully aware
that you are dreaming and can
make pretty much anything
happen. That self-realization
and control of yourself and
the dream world around you
is what drew me to select it as
my interaction. After brainstorming about what kind of
machine could possibly induce

that, my partner and I came
up with several ideas. For a
long time we were set on a
machine that you could hook
up to your head and control
various settings from an app
on your phone. We started

to think about the best way
to present our product. We
decided that a commercial was
the most appropriate form.
While planning the commercial, it quickly became apparent
that another type of machine
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would be more fitting for the
subject. Our theme of the
product was that the user
would be able to have any sort
of dream they want, and in a
way make it a “reality”. What
is more appropriate than a
drug that could do just that?
We changed our machine to a
medication that could induce
any type of dream you would
want. For our commercial, we
took the voice and the beginning video clip from “Beyond
the Black Rainbow” to set an
eerie but invitingly creepy
mood. We then chopped up
video clips from ”Vanilla Sky”,
which was very relevant to our
topic. The narration talks about
a perfect world in which “your
dream becomes your reality”
and invites the viewer to try
it for themselves. The video
shows a man jumping off a
building, his life flashing before
his eyes, before it reverses and

he magically lands back on the
building. It ends with a link
to the medication’s website.
The idea was that if someone
saw their real life as dissatisfying (maybe so much that
you would want to jump off a
building) you could potentially
reverse that mindset or change
it, through the use of this
medication. Anything would
be possible through the use of
this drug, at least in your sleep.
Of course, the class brought
up obvious topics of addiction
and moral issues concerning
such a product, but I didn’t see
it as my responsibility to have
to deal with that. I am only
concerned with creating an
awesome product that could
replace a function that man
people would love to be able
to do, without intense practice
and whenever they wish. The
class also suggested that it was
too creepy for anyone to want

to try it, but the creepiness was
intentional. There is something
so intriguing and irresistible
about creepy things.
We used Final Cut Pro to create
the video.
My partner was Michelle Dong,
who is also in graphic design. We
worked relatively well together,
but being productive with
friends is the hardest thing ever.
We discussed and came up with
the ideas together. I found the
movies, sounds and clips to use
for the commerical, and she used
Final Cut to put it together.
This assignment really made you
think about how much of the
world’s interactions are already
automated. It is both exciting
and sad at the same time.
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SITE
INTER
VENTION
The assignment was to find a
notable or interesting place in
the design center to stage an
intervention, either to change
a behavior or to bring to light
something specific about it. I
chose to highlight the graffiti in
the staircase next to the RISD
store. I always found it funny
how such a great school for

artists produced such terrible
graffiti. I wanted to create a
space where graffiti was encouraged and was interested to see
if there would be a difference if
there was a space where graffiti
was designated. For my map, I
documented all of the existing
graffiti in the staircase. To set
up my intervention, I put up

some clear acetate and sharpies
on each floor. I put them
up over the existing graffiti
because graffiti usually covers
up someone else’s graffiti.
The results were as expected:
seemingly random scribbles,
doodles, and lots of profanity.
The sharpies were stolen fairly
quickly, within a couple days,
and I saw a few new sharpie
graffiti around the staircase
that I hadn’t seen before. I
think that if RISD allowed

the staircase to be covered in
graffiti, it could be really cool.
I think the students would put
some effort into making it look
half decent if they knew that it
wouldn’t be covered up immediately. The graffiti there now
is quite old as well, but the fact
that graffiti is “allowed” and
semi-permanent might change
the quality of the graffiti.
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DYNAMIC
MUSEUM
The assignment was to create
a new experience or interaction with a piece in the 20th
century gallery at the RISD
museum. I chose the Cubic
Coffee Set called “The Lights
and Shadows of Manhattan”
by Erik Magnussen because it
was the first thing that caught
my eye. I really liked that it

was reflective and shiny but
thought that its location and
presentation was less than
spectacular. I wanted to draw
attention to the angles and
reflectiveness of the object, so I
proposed that it be in an exhibit
that has many different types
of lights shining on it. I first
proposed that it be placed next

to a window to evoke what the
artist intended it to be about:
jazz music, skyscrapers, and
radio. That idea was shot down
pretty quickly, perhaps because
it’s too simple.
The assignment itself was
completed through a series of
presentations that we made
every week, updating on our
progress and explorations. I
think that my idea for the lights
was very superficial and a quick
fix for sure, but I think it says

something of RISD: that they
really let anything go as long as
you can talk your way around
it. That’s what I love most about
art. The tools I used were my
broken iPhone (that I had to
sneak around the guards at the
museum like a tard) and my
Keynote to create my presentations. I think that if I had time
to actually make what the final
critic told me to and break a
bunch of glass, it would be
a huge waste a lot of money
that I don’t have. Instead I just
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folded some pretty metallic
paper and took photos as a
model, intending to use colored
lights. I couldn’t find any. I wish
that I had done a better job
of explaining myself, but it’s
way too late in the semester
for that. I would have liked to
change my object early on to
something that is interesting

to me. This class really made it
solid that I did not want to do
anything related to documentaries or exhibit design.
John is way cool though.

