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ABSTRACT

This article will present and discuss the design thinking, methods, processes and some examples of work 
that demonstrates how, together with different co-creators, one sets up a work practice using digital 
3d objects and images. That in different ways and formats helps us to explore how a database, a set of 
rules can be used in a dialogue with artistic work practice and how such a process can be used to cre-
ate images and animation in a variety of design and art projects. The main example is a project called 
Conversation China that still is in its making, here one works with rather complex processes, involving 
several digital analogue techniques as the basis for creating the images for a 150 pieces porcelain din-
ner set. The author’s interest in this work is how the intention of the artist or designer is transferred and 
later embedded in the procedural or algorithmic process and how this intent is organized and set up to 
secure an desired outcome, mixing the possibilities of the digital media object with manual editing and 
artistic craftsmanship. What this article tries to put forward is how we designed and set up environ-
ments for working with non linear and procedural media, their different expressions and forms by using 
explorable prototypes and design thinking?

FOUR PROJECTS

Already in early 90’s when I worked with a Swedish company Advisors to improve visual representations 
in a virtual reality setting for cognitive therapy using advanced computer graphics system provided by 
Silicon Graphics and Softimage. I became familiar with the visual qualities and rendering techniques 
of virtual objects and 3d worlds. During these experiments I became interested in how to put together 
different 3d objects from a database into complex spatial configuration to improve the overall immersion 
and of the virtual world itself. In this process, errors in compiling the different objects created stunning 
visual results and led me into creating a system for randomly explore a limited database of 3d objects. 
The project was called VET, Vacuum Extropia Theory. The project was supported by the Swedish art 
council and presented at an exhibition. In VET the idea was by animation, cluster different 3d objects 
and use a virtual camera to automatically explore 3d environments and worlds (see Figure 1), in theory, 

Serendipity on a Plate
Michael Johansson

Kristianstad University, Sweden



459

Conversation China:
﻿

algorithms are repeatable and should produce identical results every time, but by stressing implementa-
tion and limitations of software and the computer itself I intentionally caused and looked out for errors 
and flaws that produce interested visual expressions.

Boom

At that time the tools still where very simple and the different outputs from the computer where limited. 
I could clearly see that the software I used, and still do could produce good visual results, but to achieve 
the kind of complexity I was looking for I knew I had to be patient and to spend time to build all the 
models I needed. So in parallel I started to write scenarios and simulate various computer programs 
never written, as a ground for visual exploration in a series of paintings

Here you can manufacture a world for its future inhabitants in a couple of hours, since it will not take 
you any longer to enter BOOM into your computer. In the years to come the program will undoubtedly 
have a great influence, especially upon the thinking and lifestyle of man. The principal reason for this is 
the fact that the concepts and methods of the program are so tantalizing and accessible. What you do is 
that you provide a data memory with a set of facts, and then you load this memory with mathematical 
data. There are an infinite number of parameters to set for the user. Everything from the way in which 
the cholesterol level of a certain president will develop during a certain period of time to the background 
radiation of the universe.

Abadyl

The city of Abadyl has been described and written about in several articles and papers before, and is 
today my main art project where I conduct most of my work. The city of Abadyl is created and constantly 
re-generated by using the lack of information as a resource for worldmaking. By providing ambigu-

Figure 1. Image vsfär 197 from VET



 

 

13 more pages are available in the full version of this document, which may

be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/serendipity-on-a-plate/189487

Related Content

“The More I Write…The More My Mind Evolves Into Something Outstanding”: Composing

Identities with Social Media Tools
Mary Beth Hines, Jennifer M. Conner-Zachockiand Becky Rupert (2018). Digital Multimedia: Concepts,

Methodologies, Tools, and Applications  (pp. 333-347).

www.irma-international.org/chapter/the-more-i-writethe-more-my-mind-evolves-into-something-outstanding/189481

A Novel Approach for Colorization of a Grayscale Image using Soft Computing Techniques
Abul Hasnat, Santanu Halder, Debotosh Bhattacharjeeand Mita Nasipuri (2017). International Journal of

Multimedia Data Engineering and Management (pp. 19-43).

www.irma-international.org/article/a-novel-approach-for-colorization-of-a-grayscale-image-using-soft-computing-

techniques/187138

Modifying Popular Board Games to Illustrate Complex Strategic Concepts: A Comparison With a

Professional Computer Simulation
Scott Gallagher, David Cavazosand Steven Harper (2011). Gaming and Simulations: Concepts,

Methodologies, Tools and Applications  (pp. 1521-1529).

www.irma-international.org/chapter/modifying-popular-board-games-illustrate/49464

Context-Aware Capture and Sharing of Mobile Videos
Janne Lahti (2009). Handbook of Research on Mobile Multimedia, Second Edition (pp. 298-313).

www.irma-international.org/chapter/context-aware-capture-sharing-mobile/21012

On the Applicability of Speaker Diarization to Audio Indexing of Non-Speech and Mixed Non-

Speech/Speech Video Soundtracks
Robert Mertens, Po-Sen Huang, Luke Gottlieb, Gerald Friedland, Ajay Divakaranand Mark Hasegawa-

Johnson (2012). International Journal of Multimedia Data Engineering and Management (pp. 1-19).

www.irma-international.org/article/applicability-speaker-diarization-audio-indexing/72890

http://www.igi-global.com/chapter/serendipity-on-a-plate/189487
http://www.irma-international.org/chapter/the-more-i-writethe-more-my-mind-evolves-into-something-outstanding/189481
http://www.irma-international.org/article/a-novel-approach-for-colorization-of-a-grayscale-image-using-soft-computing-techniques/187138
http://www.irma-international.org/article/a-novel-approach-for-colorization-of-a-grayscale-image-using-soft-computing-techniques/187138
http://www.irma-international.org/chapter/modifying-popular-board-games-illustrate/49464
http://www.irma-international.org/chapter/context-aware-capture-sharing-mobile/21012
http://www.irma-international.org/article/applicability-speaker-diarization-audio-indexing/72890

