Collaborators 
Geoff Lillemon (www.oculart.com) designed this beautiful version of the CodeZebra web site.  

CodeZebra stemmed from a talk I gave at Between Two Cultures, a UK conference in 1997.  Peter Ride commissioned a web site from me then and there and has helped to promote CodeZebra since that time. 

Sheelagh Carpendale has provided significant computer science wisdom in the fields of visualization and collaboration.   Andrew Salway has helped to develop programming strategies for the artificial intelligence in CodeZebra and continues to consult on the software. Susan Jenkyn-Jones, Joey Berzowska and Sha Xin-Wei are my collaborators in developing responsive fabrics and garments.

Richard Lachman led the programming teams for Version Three in 2002-4 and continues to work on Version Four for the project.  Artem Baguinski of V2 Labs was the other key programmer for Version Two to Four, working with Stephan Drescher and Eric Kemperman. Kevin Liang, Visualization Scientist and Annie Tat, designer, programmer contributed to Version Two.   Joshua Portway built Version Zero, the first prototype embryo in 1998 and provided hands-on support over many years of the project.  John Tonkin programmed Version One in 2001.  

I have used workshops and brainstorms to develop CodeZebra.   I visioned many of the elements of the software design at Jason Lewis’ Arts Alliance Laboratory, San Francisco in 2000.  Jason Lewis was lab director and he and I led the brainstorm.  http://www.aalab.net/ephemera/resid/1.2CodeZebra/home.htm 

Contributers were Pawel Boryniac, web designer; Sheelagh Carpendale, visualization scientist; Silvio Cesare, 3D student; Adrian Chan, Skawannati Tricia Fragnitto, Internet artist; interactive designer Lizbeth Goodman, dramaturge; Anna Grbvac, neural network expert, Susan Kennard, Internet streaming expert, soundtrack designer; Scott Patterson, information architect; Joshua Portway, computer artist and programmer; Warren Sack, computational linguist; John Tonkin, artist/programmer; Marcelo Walters, simulation scientist. 

Lizbeth Goodman and Vanessa Richards were dramaturges at a workshop supported by University of Surrey when I was writer in residence there, working with my character sketches and ideas about movement sets and other performers such as Katherine Milton and Vesna Milanovic and Maria Stutz. She and Tom Locker provided art direction support.  A Banff New Media Institute workshop in September 2001 developed games ideas and kept us moving on the software – it included David Furlow and Mathew Kabakoff along with the usual suspects.  Workshops at V2, Netherlands and Banff in 2002 implemented design strategies and initiated the builds for the second to third prototypes.  In 2003, Future Physical, UK thanks to Gillean Boddingon, provided user testing for the software in a variety of contexts, from clubs to installation to conference applications.  http://www.futurephysical.org/pages/content/biotechnology/nex.html
Tapio Makela oragnized CodeZebra Game Play and Communication, a seminar at University of Turku with games theorists, designers and new media theorists was organized by in 2003. We provided an analysis of the software, placed it into a larger context and provided insights into its potential next phase development and that of the games.  A recent workshop with University of Surrey, Computer Science, used Version Four in collaborations and then helped to plan next features.  Banff New Media Institute and many other conferences and art events, have provided ample opportunity to present CodeZebra for feedback.  

Cati Czesni, C3 and the Budapest Dance Centre facilitated the performances in 2001 at the Ludwig Museum working with curator Nina Czegledy. The Dance Centre found dancers and gave rehearsal space.  There was a CodeZebra workshop and a live and on-line performance, software party, with performances and contributions from Nick Ryan, Susan Kennard, Radio90, ParaRadio, Leonard Paul, Schermann Marta, SubRosa, Vanessa Richard, Muhely Alapitvany, GalaxMedia, RadioTilosh and help from Balinth Bethlenfaliny, Josh Portway and John Tonkin. 

I worked with games designers Anthony Rowe from SquidSoup and Gaspar Benedick, C3 to build CodeZebra’s games.  

ANne Nigten of V2 labs project managed the V2 software component of the collaboration and inspired the presentation of the project at DEAF in 2003.   The DEAF habituation cage performances and installation included a full team from V2 and DEAF as well as performers Paul Wong and Nina Wakeford, Mary Flanagan and Tom Donaldson, moderators Nina Czegledy, Erik Kluitenberg, Steve Marsh, Ahasiw Maskegon-Iskew Nat Mueller, Mark Tribe and video director Victoria Mappledeck. http://deaf.v2.nl/deaf/03/156-211-213-38-138-83-37-149-88-187-170-77-154-105-160-185.py
Nick Ryan created music for CodeZebra and Susan Kennard audio mixes.  I have worked with video shooters including Jelly Tree and editors in creating the video segments that document the project, in particular Bernice Mah, Shridhar Reddy and Erik Smith deserve editing credit. Web and graphic designers such as Geoff Lillemon, Flexneck, Anlanda, Richard Fiore, Shridhar Reddy, Mark Kolody, Leonard Paul and Lenno have created versions of my web site, graphics and documentation for CodeZebra.  Patrick Crowe, Producer, Xenophile Media helped me raise money for the project in Canada, acting as Canadian producer on the project in 2002-3, as did Lizbeth Goodman in the UK. Rowena Goldman facilitated analysis of CodeZebra and user testing through the BBC. Andrew Chetty is my current UK producer. 

Susan Jenkyn-Jones and I initiated a course in CodeZebra responsive fashion at Central Saint-Martin in 2003 that is running again in 2004.   Trevor Collins and Yvonne Deacon also taught in the course. Andrew Chetty, Dave May and Peter Ride contributed. Student designers for 2003 were Mekette Callor, Joyce Chan, Yan Cheung, Renee Christopher, Cindy Chui, Ilze Godlevskis, Maiken Hansen, Inti Wing Kwan, Chi Lau, Victoria Lawton, Chandni Modha, Kevin Morley, Samantha Noh, Josie Rebbeck, Victoria Stride and Emelie Welander.  Victoria Lawton will be working with Susan Jenkyn-Jones, Joanna Berzowska and I in the summer of 2004.

CodeZebra's current production is supported in part by the Banff New Media Institute.  Current contributors are...  Geoff Lillemon, Trent Noble, Carmen Gerstl, Erik Smith, Zoe Curnoe, Cameron Fisher, Luke VanDyk, Chris Bradley,  Shannon McDonnell,  Susan Kennard, Luke Azevedo
