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Representation of Information - from BSA
Mondays, 9am, A14 block in Harrow

*check blackboard

From the 2nd-10th, introductory projectory - will last until the 16th or the 10th, with presentation.

Corrections from book - 

Group presentations of ideas are 30/10
Project idea agreement - 06/11
o8/ 

Three weeks of initial project.  Then a performance report.  

Reading list - recommends “Cause and Effect” by Meadows
Edward Tuffty - Envisioning Information - (What do we mean by representation, graphical representation)
Morgan - “See what I Mean”

Get some sort of visual notebook - A3?
Show how you developed in book

Prof is available on Tuesdays from 11am-1:30pm in J2.7 (design offi ce)Prof is available on Tuesdays from 11am-1:30pm in J2.7 (design offi ce)

personal email: jkiayani@yahoo.co.uk
university email: kiayanj@winmin.ac.uk
mobile: 07971786940

for next week - interrogate a couple people in the module
think about: what kind of information representation system are there - sound, abstractivitythink about: what kind of information representation system are there - sound, abstractivitythink about: what kind of information representation system are there - sound, abstractivity

9-1 this module runs
11-1 (am I available?)
prof will be here at 9:30 onwardsprof will be here at 9:30 onwards
come in at 1030 next weekcome in at 1030 next week

8/2/06



sound information - 

http://brainop.media.mit.edu/Archive/Metois/Thesis0.html

MUSICAL SOUND INFORMATION
Musical Gesture and Embedding Synthesis
Abstract
Chapter 1Chapter 1

    * Introduction
          o Quick History
          o Musical Sound Representation: The Issues          o Musical Sound Representation: The Issues
                + Musical Intentions versus Musical Gestures
                      # Musical Intentions
                      # Musical Gestures 
                + Machine Listening versus Instrument Modeling                + Machine Listening versus Instrument Modeling
                      # Machine Listening
                      # Instrument Modeling 
          o Motivations and Overview
                + Music and Media - Motivations
                + Overview 

Chapter 2

    * Background
          o Timbre and Musical Expression
                + Timbre-based composition                + Timbre-based composition
                      # Some examples
                      # A lack of structure for timbre 
                + Suggested structures for timbre                + Suggested structures for timbre
                      # The “top-down” school
                      # The “bottom-up” approach 
          o Linear System Theory: Notions and Assumptions          o Linear System Theory: Notions and Assumptions
                + Assumptions behind spectral analysis
                + Deterministic / non-deterministic processes
                + Wold’s decomposition                 + Wold’s decomposition 
          o Entropy, Information and Redundancy
                + Entropy
                + Mutual information and redundancy                + Mutual information and redundancy
                + The case of a sampled strict sense stationary stochastic pro-
cess 
          o Nonlinear Dynamics and the Embedding Theorem          o Nonlinear Dynamics and the Embedding Theorem
                + Dynamical Systems
                + The Embedding Theorem 

Chapter 3

    * Machine Listening - Real-time Analysis    * Machine Listening - Real-time Analysis
          o Perceptual Components of a Musical Sound











Data Visualization Notebook
Representation of Informatiokn

Jennifer Boriss

Processing is an open source programming language and environment for people who want to program 
images, animation, and sound. It is used by students, artists, designers, architects, researchers, and 
hobbyists for learning, prototyping, and production. It is created to teach fundamentals of computer 
programming within a visual context and to serve as a software sketchbook and professional production 
tool. Processing is developed by artists and designers as an alternative to proprietary software tools in 
the same domain.



Pattern - responds to the speed of 
the mous

Click - user presses

Letter K - Move the mouse across 
the screen to fold the “K”

kinetic typography

Constrain - Move the mouse across 
the screen to move the circle

Customtool - create unique tools to 
draw with. 



Keyboard - press letter keys to cre-
ate forms in time and space
Keyboard - press letter keys to cre-
ate forms in time and space
Keyboard - press letter keys to cre-

Keyboard functions -  keyboard func-
tion keyPressed() is called whenever
Keyboard functions -  keyboard func-
tion keyPressed() is called whenever
Keyboard functions -  keyboard func-

 * a key is pressed
tion keyPressed() is called whenever
 * a key is pressed
tion keyPressed() is called whenever

simple collision detection

Shapes may be moved along func-
tion curves by setting their position 
Shapes may be moved along func-
tion curves by setting their position 
Shapes may be moved along func-

to be the values input and returned 
tion curves by setting their position 
to be the values input and returned 
tion curves by setting their position 

Using 3D noise to create simple ani-
mated texture. 
Using 3D noise to create simple ani-
mated texture. 
Using 3D noise to create simple ani-

Renders a simple tree-like structure 
via recursion
Renders a simple tree-like structure 
via recursion
Renders a simple tree-like structure 



The beta software for Processing 1.0 was released 20 April 2005 and can be downloaded here. Bug fi xes are 
being made as we head toward the 1.0 release. Processing is free to download and available for GNU/Linux, 
Mac OS X, and Windows. Please help in releasing version 1.0!

Processing is an open project initiated by Ben Fry (Broad Institute) and Casey Reas (UCLA Design | Media 
Arts). Processing evolved from ideas explored in the Aesthetics and Computation Group at the MIT Media 





Related projects to Processing:



Related projects to Processing:



Related projects to Processing:



Related projects to Processing:



Related projects to Processing:



Related projects to Processing:







Abstract:

Representation Information (RI) is a term encompassing all information required to ac-
cess the information stored within a digital object. The term can be applied to all levels 
of abstraction and refers to both the structural and semantic composition. The use of RI is 
often recursive: using one element of RI in a meaningful manner requires further RI. This 
recursion continues until the contents of the original object are displayed in a form the user 
can understand. A collaborative model for storing, maintaining, accessing, and using Rep-
resentation Information is required to assist the development of long term digital curation 
strategies.

There is No Such Thing as Information Design

One of the ways we increase the returns we obtain from understanding the world is by adapting our vocabulary 
to refl ect our increasing knowledge. Humanity never would have progressed beyond building the most primitive 
of mechanical engines if careful thinkers had not learned to distinguish between energy, force, work, and power. 
These words are still used loosely in everyday speech, but professional mechanical designers and physicists use 
them carefully and with well-defi ned meanings. Professionals in the fi eld of information-related design will have 
to learn to be equally careful. We must not allow sloppy thinking to muddy the deep waters we fi nd here at the 
meeting of art, psychology, and electronic technology. Things are diffi cult enough as it is. ....
http://www.taskz.com/ucd_no_info_design_indepth.php



rect(20, 175, 5, 5);
rect(30, 175, 5, 5);
rect(40, 175, 5, 5);
rect(50, 175, 5, 5);
rect(60, 175, 5, 5);
rect(70, 175, 5, 5);
rect(80, 175, 5, 5);
rect(90, 175, 5, 5);
rect(100, 175, 5, 5);
rect(110, 175, 5, 5);
rect(120, 175, 5, 5);
rect(130, 175, 5, 5);
rect(140, 175, 5, 5);
rect(150, 175, 5, 5);
rect(160, 175, 5, 5);
rect(170, 175, 5, 5);

line - 
fi rst x, fi rsty, second x, second y

rectangle: // The fi rst two parameters to rect() are coordinates
// and the second two are the width and height

draw_target

  draw_target(68, 34, 200, 10);
position x, position y, size, number of rings

for circle - 
    ellipse(j, i, 40, 40);

x position, y position, radius

dark blue - 
last number is how transparent
fi ll(0, 20, 153, 60);
fi ll(#0000CC, 90);
stroke(#0000FF);



  angle1 = ((mouseY*.2))/
fl oat(width) - 0.5) * -PI;
  angle2 = ((mouseX*.2)/
fl oat(height) - 0.5) * PI;
  angle3 = ((mouseX*.2)/
fl oat(height) - 0.5) * PI;
  angle4 = ((mouseX*.2)/
fl oat(height) - 0.5) * PI;
  angle5 = ((mouseX*.2)/
fl oat(height) - 0.5) * PI;



   <td height=”22”><a href=”gradient_sketch/applet/index.html”><img src=”icons/interactive/gradient_sketch.
jpg” width=”133” height=”78” alt=”gradient sketch” border=”0”></a></td>
          <td height=”22”><a href=”hand/applet/index.html”><img src=”icons/interactive/hand.jpg” width=”133” 
height=”78” border=”0” alt=”segmented motion”></a></td>
          <td height=”22”><a href=”pulsing/applet/index.html”><img src=”icons/interactive/pulsing.jpg” 
width=”133” height=”78” border=”0” alt=”duplicate inputs”></a></td>

          <td height=”22”><a href=”wreath/applet/index.html”><img src=”icons/interactive/wreath.jpg” 
width=”133” height=”78” border=”0” alt=”coordinate offset trajectories”></a></td>
        </tr>
        <tr align=”center”> 
                   <td height=”22”><a href=”blinds/applet/index.html”><img src=”icons/interactive/blinds.jpg” 
width=”133” height=”78” border=”0” alt=”colored blinds double input”></a></td>
         <td height=”22”><a href=”circle_draw/applet/index.html”><img src=”icons/interactive/circle_draw.jpg” 
















