Softwear

CodeZebra software expresses the behavior of the individual but within a larger community of dialogue.  Printing, weaving or knitting materials from the software patterns will bring these virtual social/individual patterns back to the physical social world of the user. We may design memory into the materials, so that data can be replayed, perhaps as light, sound and/or color. We may add a second layer of real time responsiveness that allows users to display themselves in context specific ways at events and to communicate with each other through their clothes and related devices.  Biometric data will provide a source for expression. 

The development of responsive textile and garment strategies is another aspect of the project. Responsive materials can be used to develop props or identifying badges, toys, costumes for gaming or to find likeminded people in public spaces or club experiences, or can we worn by performers. Textile strategies include the use of conductive yarns and fibers for communication and new materials such as electronic ink, knitinol and thermocromic pigments.  Electro luminescence provides real time effects; making use of electronic inks that respond to information changes, delivered through wireless devices. A special weaving client of other visualisation software would be created in order to allow visual mapping.  Metal fibres embedded within textiles can be arranged to have two different shapes at a given temperature. Designers could put shape memory into metal to cause bunching along a grid structure. For performances, garments could be fabricated with sensors.  


 Choreographic workshops will explore both the aesthetics of movement in the software, textiles and garments and the relationship of movement between the different expressions.  The application of the software in actual performance will be an element of the design process, with choreographers, designer, art and science team collaborating.  A media choreography engine will track performers activities and could be tied into the chat.  If chat patterns exhibit one strong behaviour or patterns, these could in turn affect performers’ costumes as well as their responses. One strategy of CodeZebra is to incorporate the design and printing of materials or objects in real time during performances, cafes and other events.  
CodeZebra will enable participants to express the moniker ring patterns as fabric.  They can literally wear their heart on their sleeve, showing themselves as a unique but social being.  


Our collaborative teams are prototyping fashion designs and costumes, working with engineers and students and showing these at fashion events.  Lead collaborators with Sara Diamond are Susan Jenkyn-Jones, Joanna Berzowska, Sha Xin-Wei and Ron Wakkary.  

Softwear Prototypes One, Spring, 2003 (CSM video tape and images)
Softwear Prototypes Two, Spring, 2004 (This will be the present class)
Software Prototypes Three, Summer, 2004 (This will be the summer lab)

Wearwolf http://www.codezebra.net/zebraSite/frame.html
