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JOURNAL ENTRY 1 – MARCH 24, 2015 

FIRST IMPRESSIONS 

My first impressions of the project team are relatively mixed. While 

I’m excited to learn about a field of interaction that I have never considered 

working in before, I am also incredibly nervous about what we will actually 

produce. We were told that we would be doing two full projects over the 

course of ten weeks, which worries me a vast amount, considering all of the 

other projects I have seen only involved one well done installation.  I 

like the thematic idea of Painting with Light that we were presented 

today for the Sidewalk Arts Festival, but it would have been enjoyable to 

come up with our own theme and interaction platform for that theme.   

The other members of the team all seem to have a strong suit that 

they can quickly and easily begin working in to help advance the project, 

where as I am probably the weakest team member, with regard to a 
specialized focus. I do not appear to be the most knowledgeable programmer, 
nor the most skilled artist. I worry that my only contributions will be in the 

ideation and research phase, and won’t be able to apply many of my logic or 
system based skills to the project scope.
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JOURNAL ENTRY 1 – MARCH 24, 2015

HOPSCOTCH 

 Users draw the spaces they 

want to play with using their 

hands.

 System keeps track of 

players entering and exiting 

the lines for points.

 Save and display the final 

images of their overall 

painting.

http://weburbanist.com/2013/10/09/the-city-is-

a-playground-15-interactive-installations/2/ 

This research idea came from an interactive installation that attempted to 

make the activity of “going to the trash can” more entertaining. The 

designer placed hopscotch squares in front of the cans, and people 

would begin playing hopscotch before throwing their garbage away.  This 

could be reworked to fit with our “Painting with Light” theme, as well as 

implement some game elements to provide competition for engagement.

TECHNOLOGY 

Projector, Kinect, and Computer 

SPACE REQUIREMENT 

The space required fluctuates based on how big of an interactive area we want, 

since this could easily be scaled either up or down. 

INFLUENCE 

As a game designer, I want to include some form of play with my ideas, and 

hopscotch is a globally known interaction that could be implemented for all 

users to enjoy. 
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JOURNAL ENTRY 1 – MARCH 24, 2015 

http://weburbanist.com/2013/10/09/the-city-is-

a-playground-15-interactive-installations/2/ 

MAZE 

 Users draw the lines for the 

maze they want to play with 

using their hands.

 System keeps track of

players and eliminates them 

if they cross a created line.

 Save and display the final 

images of the areas that the 

users walked, creating a 

painting of their movements.

This interactive installation comes from the same set as the hopscotch, but 

now implements a maze for users to move through to reach the trash can. This 

could be recreated as a system of play where users could create the maze with 

their hands, and then perform the maze. The system could keep track of the 

user’s movements and present a final painting of their motions throughout 

their course of play. 

TECHNOLOGY 

Projector, Kinect, and Computer 

SPACE REQUIREMENT 

The space required fluctuates based on how big of an interactive area we want, 

since this could easily be scaled either up or down. 

INFLUENCE 

Playful interactions are the most interesting to me, which is a big influence I 

take from this one. I really enjoy the idea of “create and play”, so the users have 

some control over where they are playing. 
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JOURNAL ENTRY 1 – MARCH 24, 2015 

http://derekhunter.deviantart.com/art/The-

Floor-is-Lava-276153571 

FLOOR IS LAVA 

 Game where players collect a 

series of objects.

 As the player moves, their 

body or hands create spaces 

that are now “dangerous”, i.e. 

Lava.

 Eventually the user will be 

required to touch lava to get 

to an object, and the game 

will end.

When thinking about play and games, and the two previous research ideas, I 

began to consider my childhood. I remember imagining a large number of lava 

games, and still see kids playing it today, which makes me think that it has a 

global presence in everyone’s imagination. After playing the “Lava Game”, the 

system could display a final image of the lava as a painting for the user to show 

where their movements and body were through the duration of their 

experience. 

TECHNOLOGY 

Projector, Kinect, and Computer 

SPACE REQUIREMENT 

The space required fluctuates based on how big of an interactive area we want, 

since this could easily be scaled either up or down. 

INFLUENCE 

Childhood and that raw sense of imagination and play were what really drove 

this idea. While I was unable to find an example installation that did something 

close to this, I imagine that one does exist. Play and imagination working 

simultaneously with the Kinect and a projected floor imagine could create an 

amazing childlike experience of a game we once played. 
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JOURNAL ENTRY 2 – MARCH 25, 2015 

FOUR SQUARE 

 The traditional game of Four 

Square remapped for a 

projector and Kinect usage.

 Players could create the 

squares themselves and then 

use a physical ball to play in 

the projected space.

 System could keep score for 

specific players detected in 

the scene and track what 

points are allotted.

Sticking with the entire theme of floor projections and play, four square came 

up as an idea when browsing through other installation interactions. The 

interactions are simple enough to replicate digitally, and allowing the user to 

create the space with their hands could provide interesting results. Much like 

the other ideas, this would present a final painted image of the player’s 

movements throughout the game. This could also be done as a painting of the 

balls movement, which might provide more interesting images. 

TECHNOLOGY 

Projector, Kinect, Ball, and Computer 

SPACE REQUIREMENT 

The space required fluctuates based on how big of an interactive area we want, 

since this could easily be scaled either up or down. 

INFLUENCE 

I loved playing Four Square as a kid, and I think it would be interested to see 

that same simple game reimagined using neon lights and a floor projection. 
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JOURNAL ENTRY 2 – MARCH 25, 2015 

http://www.daveandcharlotte.com/2010/11/our

-life/painting-with-light/ 

LIGHT PAINTING 

 Users paint with their hands 

and body.

 Each user is given a 

predefined color when they 

enter the space

 The paintings could be given 

different themes or different 

styles of paint to play with.

Users can paint with their hands and body inside of the installation with a 

predefined color given to them when they enter the space. Themes could 

change randomly, or as the installers choose, ranging from paint, chalk, light, 

fireworks, or any other number of particle effects we decided to employ. 

TECHNOLOGY 

Projector, Kinect, and Computer 

SPACE REQUIREMENT 

The space required fluctuates based on how big of an interactive area we want, 

since this could easily be scaled either up or down. 

INFLUENCE 

Taking the theme as literally as possible from the presentation we were given, 

“Painting with Light”. Since we are also installing at the Sidewalk Art Festival 

that SCAD is hosting, it seemed like a neat idea to give the users a way to paint 

digitally with chalk. 

http://www.daveandcharlotte.com/2010/11/our-life/painting-with-light/
http://www.daveandcharlotte.com/2010/11/our-life/painting-with-light/
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JOURNAL ENTRY 3 – MARCH 26, 2015 

FIRST PRESENTATIONS 

Today everyone presented three or more ideas that they researched 

and mentally developed based on our given theme of “Painting with Light”. 

The maze idea seemed to evolve as the class went on with other student’s 

presentations and feedbacks building on top of it. 

There was an interesting concept of a Jackson Pollock installation 

where users would throw paint onto the ground, which I really enjoy, but it 

lacks any form of “game” or “play” if it stays as a basic painting application.  

Another student had a wonderful idea for an interactive environment, 

where the users would move about in the installed projection, and as they got 

close to, or performed some motion near objects in the environment, an event 

would trigger. Their example was a garden or plains with rabbits, flowers, and 

such, which I really enjoy. This idea primarily strikes me because it involves 

play and the outdoors, which is where we would be installing initially, so it 

brings more realism into the mix.  

Another great idea was a sandbox that would have its elevation 

detected by a Kinect and projected onto, displaying different things based on 

the elevation of the sand.  This idea evolved into an effectively realistic 

Minecraft with physical props that would trigger events inside the system to 

build, destroy, or harvest different objects. The idea, while wonderful, seems 

to be more inclined for the interactive table that we are supposed to be getting 

in a couple weeks. 

JOURNAL ENTRY 4 – MARCH 30, 2015 

THREE IDEAS 

The group met over the weekend to discuss our distillation of ideas 

down to three dominant ideas that we could focus on and eventually distill 

down further.  

The Pollock painting idea was the first one that we all agreed enjoying, 

but we all started conceptualized game elements that could be included with 

the system. Something similar to Hungry Hungry Hippos was introduced where 

users would rapidly paint onto the canvas and a percentage would be 
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calculated at the end for the amount of canvas they covered, which would give 

a winner at the end.  

The maze idea evolved into a Snake variant where users would have a 

trail of light behind them as they moved and would be required to get other 

users to walk in their path, similar to the bikes from Tron. 

Our final idea was the interactive installation, since it could be done as 

a garden, underwater, sandbox, or any theme that we wanted to attribute to it. 

While no one seemed excited to do it for the projection installation, everyone 

seemed to agree that it would be ideal and challenging for the interactive table 

once that comes in. Some new ideas for the Interactive Environment was this 

notion of a gravity well, where the user is a gravitation pull that they enact on 

planets/balls/objects around them. I really like this implementation of physics 

and the feeling that we control things around us just by existing, but could be 

difficult to implement. 

JOURNAL ENTRY 5 – MARCH 31, 2015 

PROOF OF CONCEPT 

Today we were told that we have to present a proof of concept next 

class, which is terrifying, since we have primarily focused on research and 

concepting up until this point. There is this confidence that we can get a basic 

painting program working within the next two days, but I am moderately 

skeptical, especially since none of us have worked with Cindr before, and that 

seems to be what everyone is leaning towards working with, since that is what 

the Interactive Table will require. There is talk of doing a proof of concept for 

all three of our proposed ideas, but I feel like that is wishful thinking, and that 

we will be lucky to have one done within 48 hours of class ending. 

JOURNAL ENTRY 6 – APRIL 1, 2015 

PROOF OF CONCEPT - SOLUTION 

The proposed solution for creating the Jackson Pollock painting 

involves four Kinects, all facing a different side of a square ground canvas, and 

a projector mounted above the canvas. The four Kinects would be relatively 

hidden inside of a frame built around the canvas to make it appear as if it were 

a piece in a museum. We were going to initially use Cindr, but with the time 

crunch, our two primary programmers decided to use Processing since they 

already know the language well and have created things similar in the past 

using Processing. 
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JOURNAL ENTRY 6 – APRIL 1, 2015 

http://design-

io.com/projects/PaintWithYourFeet/ 

PAINT WITH YOUR FEET 

 Users paint with their feet 

using GPS trackers in their 

shoes.

 The data is then put into 

proprietary software that 

was developed to turn the 

users run into a painting.

 The paintings were original 

works that the users were 

given to take homes.

This is proof that we can accomplish a painting with a part of the user’s body 

simulated in software. Nike, being a shoe company, chose to use feet, where 

we will be using arm motion. The primary differences are that we are using a 

Kinect instead of a GPS tracker, but that shouldn’t pose much of a problem or 

limitations. The visuals of the painting were determined by the speed, 

consistency, and unique style of each person’s run, which makes them 

incredibly unique and personal to the user/creator. 

TECHNOLOGY 

GPS tracker, Software built by YesYesNo, Nike Shoes 

SPACE REQUIREMENT 

There was not a space requirement, the users could run wherever they wanted 

because of the GPS tracker in their shoes. 
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JOURNAL ENTRY 6 – APRIL 1, 2015 

http://design-io.com/projects/WeatherWorlds/ 

WEATHER WORLDS 

 Users can create weather 

objects using their bodies in 

different themes.

 Cameras and real-time green 

screening were used to 

create this installation.

 The developers created a 

custom vision detection 

system to track the different 

parts of the user’s bodies.

Another example that detection of the user is possible, but this time it is just a 

camera instead of an actual object. We will most likely be using the Kinect, 

which has different built in methods that we can utilize to detect users. The 

challenge from here would be to project on the ground, since this one can see 

the full skeleton of the users and is projecting on a vertical surface, we would 

have to find a solution for seeing the entire skeleton, and projecting properly 

onto the gorund. 

TECHNOLOGY 

Cameras, Green Screen 

SPACE REQUIREMENT 

This is an installation that could be scaled to the desired size of the installation, 

since it doesn’t require much overall technology, and is primarily dependent 

on the green screen. 
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JOURNAL ENTRY 7 – APRIL 3, 2015 

ADDITION TO POLLOCK SPACE 

Over the last week, the concepting team has been talking about doing 

an interactive touch wall using conductive paint, Arduino, and Processing. This 

is where I feel like I can provide more substantial work considering I do not 

know Processing well enough to be more than a burden for the detailed 

programming being done for the Pollock installation.  

The interactive touch wall has been themed as a museum style gallery 

with multiple paintings along the wall, and can be used as a divider from the 

Pollock installation to keep people in some form of a line, or at least out of the 

detection range of the Kinects so that it performs properly. We have selected 

four to six paintings for the gallery to test and try and create, which will be 

reinforcement that the entire gallery, which would comprise of about twenty 

paintings, is possible. 

The interactions for the touch wall would be quite simple, touch the 

part of the painting that you want to interact with, and an animation or 

sound will follow, giving the user some sense of involvement with the piece. 

Some examples of these interactions would be touching the Mona Lisa’s eyes 

would cause her to blink, or her nose would cause a sneezing sound to 

trigger. 

JOURNAL ENTRY 8 – APRIL 4, 2015 
CONCERNS WITH INTERACTIVE TOUCH WALL 

The Interactive Touch wall is still developing conceptually with 

paintings and interactions, as well as the addition of two hallways that involve 

physics installations and cameras. My concerns with the touch wall are 

primarily around the conductive paint and interactions that we want to use, 

and I have a list of questions that need to be answered before I’m confident 

that it will succeed. 

 Does conductive paint work in high heat/humidity?

 Does conductive paint wear off with multiple users touching it?

 Does sweat prevent conductivity with conductive paint?

 How do we get multiple animations on one painting?

 Can multiple animations run simultaneously with one painting?
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JOURNAL ENTRY 9 – APRIL 5, 2015 

TOUCH BOARD RESEARCH 

http://www.bareconductive.com/shop/touch-board/ 

This is the Conductive Touch Board that we will be using for the interactive 

gallery, and it comes with quite a few touch sensors. Using this touch board, 

we can attach anything conductive to the touch sensors, and it will relay the 

electrical current to the board and trigger whatever interaction we desire. 

These boards are compatible with other Arduino devices, which gives us 

additional possibilities should we need to daisy chain or employ other 

devices. This board also has a built in speaker, so we could play our sound 

cues directly from the touch board. 

I could not find any information about the temperature ranges for the Touch 

Board, which leads me to assume that it works in any temperature range that 

we would expose ourselves to willingly. 

Overall, this seems like the way to go for the gallery interactions, and we 

have already ordered a couple to use. Hopefully they will arrive in a timely 

manner for us to begin working with them and the Arduino IDE. 
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JOURNAL ENTRY 10 – APRIL 6, 2015 

CONDUCTIVE PAINT RESEARCH 

http://www.bareconductive.com/shop/electric-paint-50ml/ 

This is the Conductive Paint that we will be using for the interactive gallery. 

My first concern is that it comes in a relatively small jar, and while cheap, I 

fear that we would require multiple jars for all of the installations in the 

gallery. 

Sadly, the technical documentation does not express any type of struggles in 

high heat, high usability, sweat, or any conditions outside of room 

temperature. This means that we will have to test vigorously with the paint 

once we get the touch boards to utilize with it.  

Outside of limited information on the extremes of the product, it seems to 

work perfectly with the touch board, and has the ability to conduct from 

direct contact and has the ability to work as a distance sensor, with limited 

ranges.Since we do not want to paint with black paint onto a canvas that is 

having a color image projected onto it, our current solution is to paint on the 

back of the canvas where the interaction would take place, and then use the 

paint as a conductive distance sensor that would trigger by being very close 

to the paint. Ideally, it will simulate a touch interaction, without actually 

having the paint be what the user touches. 
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JOURNAL ENTRY 10 – APRIL 6, 2015 

 BASIC ANIMATION TEST WITH PROCESSING 

This is my initial test and first time using Processing. I was able to draw an 

image, and then play a looping give when the user holds the mouse button 

down. While this is not ideal for our gallery installation, it shows that it is 

possible to play a .gif file on top of a preloaded image, which is exactly what 

we need for the gallery paintings. Pressing the mouse button is just my 

current method for interaction, but it should be possible to switch the 

interaction method to the touch board inputs once we receive them. 
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I also need to figure out how to play the .gif file only once, and to then reset back 

to its first frame instead of looping. I was given some ideas on how to implement 

this and plan on having it done in the next couple days. 

This is the code I used to create the current test: 

After solving my issue with looping the .gif file, I need to get more than one 

animation working on the same image, which should be just replicating what I 

have already done, but with a different input method, which should be 

repeatable with the touch boards as well. 
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JOURNAL ENTRY 1 – APRIL 7, 2015 

FEATURE LIST 

 Our total installation project involves three smaller projects all 

incorporated into the same space.  We will have an interactive painting 

installation that involves painting on the ground using your arms, an 

interactive touch wall that resembles an art gallery, and an interactive 

“hallway” that detects users and allows them to be a gravitational field for the 

objects in the “hallway”.  

 Pollock Installation: 

 Users swing their arms to project paint on to the floor. 

 Frame built to resemble some type of picture frame. 

 Kinects on each side hidden inside the frame. 

 Timer built into software to limit time with installation. 

 Pixel detection to track some type of score. 

 Social Media integration for users to save and share their 

work. 

Interactive Gallery: 

 Canvases mounted on wall to resemble an actual gallery. 

 Conductive material used behind each painting for touch 

sensors. 

 Bare Conductive Touch Boards to allow for touch sensors 

to apply input for software. 

 Processing used to draw .gif animations onto gallery 

using projector. 

 6 paintings in gallery with 3 touch inputs per painting. 

 Possibility of using sound as well as animations. 

Interactive Hallway: 

 Televisions to display the interactivity. 

 Ultrasonic sensors to detect users inside the hallway. 

 Unity software to implement assets and receive input 

from ultrasonic sensors. 

 Uses depth to determine the rate of the gravitational pull.  
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JOURNAL ENTRY 2 – APRIL 8, 2015 

ROLE AND SOLUTIONS 

 My role in the overall installation project involves the programming 

code for the interactive gallery, as well as testing and implementing the 

conductive touch board and materials with the canvases in the gallery. I may 

also be involved with the mounting of the canvases, as well as the building of 

the frame for the Pollock installation, as well as the user testing and debugging 

for Pollock.In addition to the physical roles I will play in the project, I often 

pose as the devil’s advocate for discovering potential problems that may arise 

throughout the course of the project, and attempt to propose solutions to those 

problems. 

Our solution for programming and software for the gallery installation is 

Processing, a programming software that allows us to simply draw images 

and .gif files onto a “canvas”, which we will use to display the entire gallery 

wall. I’ve previously mentioned the conductive touch boards and we have 

received those to begin working with. We conducted some tests with the touch 

boards to see how easily it recognizes the electrical current from different 

materials. We used conductive string, copper tape, and conductive paint for 

test purposes. 
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The test involved attaching the different materials to the back of the canvas, 

and attempting to send a signal to the touch board by physically touching the 

other side of the canvas where the materials were located. All three options 

worked perfectly, and allow us different ways to send the appropriate touch 

signal to the touch board. 
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JOURNAL ENTRY 3 – APRIL 10, 2015 

PROGRAMMING SOLUTIONS 

 Now that we have the touch boards, I was able to use the starter “Touch 

MP3” code from a library online to upload the correct code to our touch boards 

to read inputs. Aside from being ridiculously exciting, this might be the coolest 

thing I have done at this point in my career. The code is displayed below for 

Arduino: 
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JOURNAL ENTRY 4 – APRIL 11, 2015 

PROGRAMMING SOLUTIONS 
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 Once I got the touch board code working for reading inputs, I was able 

to link it with my previous Processing code, and allow for the touch inputs to 

play the .gif files that Mario has been working on. 

 

After I got this working, we were able to use the touch board to activate the 

gifs for the Mona Lisa painting, and we were able to make her blink flawlessly. 
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JOURNAL ENTRY 5 – APRIL 14, 2015 

CONTRIBUTIONS 

 For the overall installation project I have 

contributed to user testing, programming, and 

hardware tests. 

For Pollock I have contributed primarily to 

user testing, whether it be me personally testing the 

software for functionality, or finding users of 

differing heights to make sure that the Kinect detects 

them. This is important because we do not know how 

tall the users of our installation are going to be, and 

this was primarily the only way I could contribute, 

since Zach, Dean, and Steven have been absolute all-

stars in getting the code to function in the way that 

we all had talked about in the beginning. 

The code for the 

interactive gallery was primarily 

developed by me, with some 

assistance from Lucas with 

linking Processing with the 

Arduino. The code can be seen in 

previous journal entries, and is constantly being updated 

and modified to work with different gifs and images, as well 

as work with multiple gifs and images. In addition to the 

programming, I have worked with the touch board to test the different 

materials, as well as possible solutions for attaching the paintings to the touch 

board with conductive materials. 
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JOURNAL ENTRY 6 – APRIL 16, 2015 

USER TESTS AND ISSUES 

Problem:  While I was able to get multiple animations working and have them 

placed in the correct locations with Processing, we discovered that the 

animations will overlap each other if activated at the same time. 

Solution: To solve this, Mario and I tried cropping the animations to only 

consume the space they require, instead of using the entire image for the 

animations. This worked for the most part, except for the specific location 

where Mona Lisa’s eyes are located. Regardless of which order the gifs are 

placed in the processing code, the eye portion of the animation overlaps the 

other animation when activated simultaneously. 

Problem: For whatever reason, the Java Virtual Machine on my laptop cannot 

run more than two animations in Processing. I have attempted to raise the 

memory needed for the virtual machine, but have been unsuccessful. 

Solution: I now will be working solely on the team computer, since they did 

not pose any problem with running twelve or more animations on their Java 

Virtual Machine. 
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JOURNAL ENTRY 7 – APRIL 17, 2015 

SOLUTION TO OVERLAPPING ANIMATIONS 

 To aid in the problem with the animations overlapping, Mario came up 

with the clever solution of adding a transparent frame to the beginning and 

end of each animation. This allows for us to play animations on top of each 

other, without the overlap covering up other animations that are triggered. 

Now we are able to continue using Mona Lisa’s eyes for two separate 
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animations, and not have them interfere with each other.  The code for 

Processing to display multiple animations using the touch board is displayed 

below. 
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JOURNAL ENTRY 8 – APRIL 20, 2015 

ALPHA 
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These images are from our alpha presentation of the interactive gallery. We 

were able to produce four animations across 2 images, and have them all able 

to play simultaneously using the conductive touch board. 

 

JOURNAL ENTRY 9 – APRIL 21, 2015 

REVISIONS AND WHAT’S  NEXT 

 Now that we have been able to produce a “gallery” with multiple 

images and animations across those images, we now need to start 

assembling the physical canvases with conductive materials and mounting 

them onto the walls in their appropriate location. 

 Before we can begin doing this, we must first determine the positions 

and size of each of the canvases, with relation to the projector. This is done 

by simply holding each of the canvases up against the wall and using 

processing code to determine the pixel location of the corners of the canvas. 

After this is done, we can begin scaling the images and animations correctly 

to be projected onto the canvases mounted on the wall. 

 

 

 

 



JOURNAL ENTRY 1 – APRIL 23, 2015 

TASKS AND ROLE 

 Our tasks moving forward have expanded across all three of our 

installation projects, and I am working primarily on the Interactive Gallery 

installation and assisting with the construction of the Pollock installations 

8x8ft canvas. Tasks for this installation involve: 

 Mounting canvases to the wall 

 Placing copper tape on the wall with no overlapping sections 

 Placing copper tape on the backs of each canvas in their respective 

touch points 

 Soldering both male and female wire with copper tape on the ends 

 Connecting the wires on to the wall and canvases in their appropriate 

locations 

 Mounting the Touch Board on to the wall above the installation 

 Connecting wires from the Touch Board to the wall in the correct order 

 Finalizing animations 

 Parenting the two Touch Boards together and integrating the gallery 

code 

 Building the 8x8ft canvas 

 

My role in this is to facilitate that everything gets completed, as well as assist 

with soldering, taping, and mounting all of the necessary pieces. If there are 

any other requirements for the Touch Board or Processing code, then I will 

be doing that as well. The code as of now works well with all of the images 

and animations we have at this point. 

 

 

 

 

 

 

 

 



JOURNAL ENTRY 2 – APRIL 28, 2015 

RESEARCH AND EXPERIMENTS 

 Today we started finalizing our layout for the canvases in the gallery, 

as well as begin working with the projector to scale the images to the correct 

size of the canvases. Because we are working with a projection, things are 

skewed slightly, so we used Photoshop to make outlines of the canvases 

regions on the wall to make our layout more precise. 

 Prior to this we have done research on another installation that used 

projections, but theirs is different in that they used conductive paint to create 

all of the touch regions, as well as projections borders. They were able to play 

animations seamlessly with their outlines and the conductive paint seems to 

work flawlessly. We will be working with conductive copper tape, but ideally 

will replicate something similar to their installation. 

 

 

 



JOURNAL ENTRY 3 – APRIL 29, 2015 

RESEARCH AND EXPERIMENTS 

 We have begun mounting the canvases to the wall using the layout 

guide that we made in Photoshop. We are using Velcro Command strips to bear 

the weight load of the canvases. Each canvases has two sets of Command strips 

on them, aside from the smallest canvas, which is being held up by one set. 

These strips worked far better than I expected as they hold the weight of the 

canvases, and allow for us to easily take the canvases off the wall and remount 

them whenever we need to change, add, or move something.  

I was skeptical of the Command strips because I have had previous bad 

experiences with them that I would consider research or past knowledge that 

I could apply to this project. While sleeping, I have had paintings fall, curtain 

rods come down, as well as simple hooks come crashing down in many of the 

places I have lived, or relatives have lived. To be extra cautious, we thoroughly 

cleaned the wall with alcohol, waited for it to dry, and then applied the 

Command strips with ample pressure and time to ensure that they would be 

secure. 

 

 



JOURNAL ENTRY 4 – APRIL 30, 2015 

RESEARCH AND EXPERIMENTS 

  Today we began placing the copper tape along the wall in a way that 

allowed for every connection to reach its intended touch point without 

overlapping. We started by making a bell curve at the top of our area that 

would allow for each connection to make a right angle turn onto its location 

for the touch board. We experimented with copper tape earlier in the quarter 

with canvases, and the tape worked wonderfully for sending a signal to the 

touch board. 

Since our initial tests went so well, we decided to go ahead and tape the entire 

left half (nine touch points), to try and help speed things along. We used the 

level and a pair of scissors to try and make the lines as straight as possible, and 

to create clean right angles with the tape. We cut the tape for each line length, 

and placed another piece of tape on top of the corner to square it off, and to 

allow for a seamless turn. 

 

 



 

 

 

 



JOURNAL ENTRY 5 – MAY 2, 2015 

RESEARCH AND EXPERIMENTS 

 Today our tasks focused entirely on soldering and finishing with the 

conductive tape on the backs of the canvases. We needed to cut, strip, and 

solder twenty four headers onto the ends of wire, heat shrink the exposed 

header solder for those wires, as well as solder copper tape strips to the ends 

of all twenty four male wires. We then had to do the same thing for a set of 

female wires, but thankfully the female headers were already attached to the 

wire. 



This is a set of the completed wires, with male headers heat shrunk on 

to the exposed solder, as well as the copper tape soldered on to the opposite 

end. 

These wires will be used to make a connection from the wall to the 

canvas, by taping the copper tape end to the wall, and then connecting the male 

end of the wire to the female wire that will be attached similarly to the copper 

tape on the back of the canvases. 



JOURNAL ENTRY 6 – MAY 4, 2015 

RESEARCH AND EXPERIMENTS 

 Today we finished taping the wall by running the copper tape to the six 

other canvas touch regions on the right half of the gallery wall. Not any 

research or experimentation with this entry, mostly just a work in progress 

follow-up since we had not completed all of the tap on the wall. 



JOURNAL ENTRY 7 – MAY 7, 2015 

BETA SUBMISSION DAY 

 Today was incredibly hectic, as we completed everything within the 

first hour of class to be shown off for our Beta presentation. We had ten 

completed animations, all integrated with the Processing code, as well as 

finished all of the necessary wire connections and taping that needed to be 

done to start sending signals to the touch board. 

After getting all of the wires placed on to the wall and the backs of the 

canvas, we mounted the touch board above the wall area to connect all of the 

now completed conductive trails to their appropriate touch board connections. 



Sadly, our Beta delivery was nowhere near seamless or actually 

functional. We were able to get a signal from a couple of the conductive trails, 

but the majority did not work. We attempted to patch the corners where we 

were losing signal with copper tape over the weaker regions, but that only 

worked for a limited time and caused more problems than solutions. 

We then began looking at the code in both Arduino and Processing to 

see if there may be something that was not working well, or could be improved. 

We found that adding a delay to our looping touch input function helped the 

touch board by preventing some of the freezing we were getting in Processing. 

In the end, today was a colossal failure, because nothing truly worked 

in the end. The weekend will be solely focused to testing each individual 

component of the installation, to try and narrow down where the issue truly 

is, but I have a sneaking suspicion that it is somewhere in the Arduino code, so 

I will be sifting through that. 



JOURNAL ENTRY 8 – MAY 9, 2015 

ATTEMPTING TO FIX EVERYTHING 

 I found a possible Arduino solution that involved using thresholds 

for the touch inputs to possibly allow for a weaker signal to still trigger the 

animations using the touch board. I implemented the touch thresholds, and 

tweaked it to work quite well with the canvases, but we are still having 

issues, so we began testing each individual connection in the installation 

to narrow down the problem. 

First problem I wanted to tackle was cleaning up the mess in the picture 

above. The wires are incredibly tangled and hard to manage while connecting 

everything to the touch board, so I made a couple of simple wire separators 

that get more spread out as the wires go through their intended holes. Sadly I 

do not have a picture of these, but they are in the lab, and are foam core that 

has been cut and punctured. 

We then began testing the individual wires that we soldered, and they 

worked perfectly with touch and the Arduino code, as well as functioned in 

Processing. Even though the wires worked well, we decided to re-solder all of 

the male wire that are used at the top of the conductive trail so that the tape 

goes parallel with the wire instead of perpendicular. This will help clean up 

the jumbled mess demonstrated above even further. 



With all of the wires working, and the Arduino code functioning even 

better with the addition of a touch release function (assisting in telling the 

board when to stop sending a signal to Processing to effectively remove the 

freezing that we were getting in Processing), we now had to test the copper 

tape to see what was causing the problem. 

After quite a few tests with the copper tape on a piece of wood, 

and the help of a stranger that understood electrical currents better than any 

of us do, we figured out that the problem with our installation was not the 

tape, but the right angles, and cuts in our tape. So we did a test with the 

copper tape, using a single strand, and multiple angles to see if we could 

get a connection. We were able to make this work wonderfully with a 



single strand of tape, which means that the cuts in the tape are what are 

causing the problem on the wall.   

We now have to re-tape the entire wall as single strands from the 

canvas connection to the touch board at the top of the wall. Before re-taping 

the entire wall, we decided to test a single strand on the wall and see if we 

could get it working with the canvas. 

This worked perfectly and can be seen as the only tape that is 

connected by wire to the touch board. We were able to easily trigger 

the animations by touching the canvas, which is our ideal result. Now we 

need to replicate this for the entirety of the wall. 



JOURNAL ENTRY 9 – MAY 11, 2015 

REDUCTION AND COMPLETION 

Our installation project has gone from twenty four interactions, to 

fifteen. The fifteen interactions will be entirely on the canvases, which means 

we are removing all nine of the buttons we were going to initially have as a 

tutorial and different little interactions for users to enjoy. This is happening 

because we had so many complications with our Beta install that we had to cut 

some things out in order to focus more time on solving the problems. 

Thankfully, we were able to find a few solutions to minor problems, and 

solve the big problem of the copper tape in a relatively quick time. If we can 

get everything installed and taped off quickly, then I think we could possibly 

do a couple buttons, but that is still a lofty goal at this point. 

Aside from re-mapping all of the tape on the wall, we also need to 

complete the following: 

 Finish three animations

 Re-tape the entire wall with single strands of copper tape

 Implement sound into the Arduino and Processing code, as well

as load the sounds onto the memory card on the Arduino

 Parent the two touch boards together and implement with

Processing

 Securely mount both touch boards on the wall and re-connect

everything in the appropriate order for the wall

The next week will be incredibly busy, as we have a lot of to complete in a 

much shorter time frame. 
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JOURNAL ENTRY 1 – MAY 12, 2015 

TASKS AND ROLES 

The tasks and roles moving forward for me have not changed for the 

end of the project. I am solely focused on the Interactive Gallery, both the 

physical aspects and the programming code written for the installation.  My 

role will be to complete the following tasks on the project: 

 Re-tape the wall with copper tape using single strands

 Make sure all of the necessary images, gifs, and sounds are created and

implemented

 Align canvases on the wall with the projector

 Connect all of the necessary wires for the canvases and the top of the

tape to the Touch Board

 Mount the box that will be created for the Touch Boards on to the wall

 Parent two Touch Boards together, and implement it with our current

setup

 Test connections to make sure everything is working for the final

installation.
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JOURNAL ENTRY 2 – MAY 13, 2015 

TASKS GETTING CHECKED OFF THE LIST 

The first task that had to be completed was re-taping the wall with 

conductive tape.  I purchased a 55 yard roll of quarter inch wide tape in 

the hopes that it would hold a better connection, since we were struggling 

with the eighth inch wide tape. 

It was quite an annoying and tiring experience to have to pull down all of the 

previous work that we had done, to remap the entirety of the copper tape to 

have continuous connections (visible by the tiring face of Jordan here).  

Each line of tape had to be done as a single strand, and if it tore at any 

point, the entire line had to be recreated. We were able to get the first nine 

completed in a short period, which helped with our time schedule, and the 

rest will be completed the next day. 
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JOURNAL ENTRY 3 – MAY 14, 2015 

CHECKING TASKS OFF THE LIST - CONTINUED 

Instead of completing the taping like was planned, we went ahead and 

started testing the nine lines we had already placed to make sure they 

functioned properly. 

To test the connections, we eloquently taped one of the touch boards 

directly to the wall and made the necessary wire connections to see if they 

were receiving a signal from the canvas. We did not need processing to check 

this, and only used the Serial Monitor inside of Arduino to make sure we were 

getting the correct numbers when touching the specified touch points. At the 

moment, we are using Scotch Tape to hold the wires that have been soldered 

on to copper tape on top of the lines that we re-taped on to the wall. The end 

goal will be to remove the Scotch Tape, and use the copper tape to tape the 

wires with solder connections under the quarter inch wide copper tape, to 

make a more seamless and cleaner appearance on the wall itself. 
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Another image of the board testing, displaying the Scotch Tape holding the 

connections down and the incredibly tasteful taping of the board directly on 

to the wall. 

To make sure that we were placing the new copper tape in the same 

place, we left the vertical strands of the old tape on the wall, primarily as a 

guide for where the new tape needed to go. You can see that in the picture 

above on the right hand side of the image, where the old eighth inch wide 

tape is peeled back to make room for the horizontal spacing of the new tape. 
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JOURNAL ENTRY 4 – MAY 15, 2015 

CHECKING THINGS OFF THE TASK LIST - CONTINUED 

Since all of the connections were working quite well, much stronger 

than they were before, we decided to go ahead and finish taping off the wall 

with the copper tape. Nothing changed about the setup or look of the tape on 

the wall, aside from a minor width increase to accommodate the increased 

width of the quarter inch wide copper tape. 

The image above is from later in our process, but was the earliest 

image I could find of the tape completely installed before doing final touches.
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JOURNAL ENTRY 5 – MAY 16, 2015 

ADDITIONAL CANVAS MOUNTS 

The last thing needed to be completed on the wall are the final canvases 

being mounted on to the wall. We reduced our canvas button count from nine 

to five to help our work load, which was struggling to complete.  We also began 

trying to get a vibrating motor to work inside of one of the canvases as a means 

of a different interaction model to add to the installation. We were able to get 

the vibrating motor working quite well in tests outside of the wall, will attempt 

to install the buzzer inside the buttons at a later time. 
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JOURNAL ENTRY 6 – MAY 19, 2015 

BOARD PARENTING AND BUZZER PROBLEMS 

Now that the canvases and tape are all completely installed, we had to 

get the board parenting to work so that we could use the twenty-two 

connections that we wanted to employ. This is required because the touch 

boards are limited to twelve total connections per board. 

The boards are parented using jumpers that connect the transmit and receive 

headers to the boards. Then we used a multi-touch example code that fit our 

needs quite nicely, modifying it for our exact needs, and changing the required 

thresholds for the touch requirements. 
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JOURNAL ENTRY 7 – MAY 20, 2015 

WE NEED A BOX!!  

We did not have a container for the touch boards that we are planning 

on mounting on to the wall above the installation. Thankfully, Mario crafted a 

box overnight out of foam core, and even put individual wire holes to help 

separate the wires to help with the mild interference we were having during 

some initial tests. 

We finally labeled each wire as well, to help prevent some confusion we 

were having with prior test installs. 
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JOURNAL ENTRY 8 – MAY 21, 2015 

FINAL TEST INSTALL 

Today we did our final test install and finalized all of the sounds, 

animations, parenting code, and fixed some of the issues we were having 

with the parenting.  All of the connections are working wonderfully, except 

for the buzzer, which we have now removed from the installation.  The 

buzzer was self-firing, because when the vibrating motor started, it would 

ricochet off of the conductive tape lining the inside of the canvas, which we 

believe was resending the signal to turn the vibrating motor on and off.  

We will be adding the images and sounds for the canvas buttons over 

the weekend, and doing our final install with a new container box. 



10 

JOURNAL ENTRY 9 – MAY 24, 2015 

FINAL INSTALLATION 

Jordan was able to use a piece of acrylic that we had available to laser 

cut a nice box for the touch boards. 

The box is the perfect size, but was unable to put the individual wire 

holes to help prevent the interference that is possible with bunched wires at 

the low touch threshold that we are using for the code. 

We are having a lot of issues with interference between the wires, and 

have replaced a few of the copper tape on the backs of canvases, as well as 

exchanged out some wires that we thought might have been causing 

problems.  The installation is working quite well, but some of the connections 

are malfunctioning, or will work seemingly randomly upon resetting the 

touch boards.  

We were originally going to use a battery to power the secondary 

touch board, but discovered that the five volt headers on the primary touch 

board can easily power the second board, so we were able to reduce the 

overall objects inside the box. 
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After receiving the final sounds and images for the canvas buttons and 

main five canvases, I implemented everything in to the sketch folder in 

Processing, as well as added the required statements for them to work on the 

appropriate touch connections. 

There was quite a struggle for the x-ray button, but thankfully there 

was an elegant solution using a wrapping if statement around the majority of 

the draw function that would allow for the x-ray to play on top of the entire 

gallery to show the different touch points, without conflicting with currently 

running animations and sounds. 
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JOURNAL ENTRY 10 – MAY 27, 2015 

TOTALLY WORTH IT 

After all that we have been through trying to get this installation to 

work, and I know these journal entries do not fully express the frustration 

and tireless nights/mornings, it has been the best experience I have had 

in a team environment.  

The final things that were completed were covering the pink USB 

cable with white artists tape to help it blend in to the wall, fix as many of the 

interfering wires as we could, and place the computer, speakers, and wires all 

inside of our rolling cabinet. We also used metal spikes to hold the USB cable 

in the place we wanted it, which was as far away from the installation as we 

could manage. 

The installation after completion has twenty-one total touch points, all 

which activate a sound, animation, image replacement, or a grouping of those 

actions. Four of the touch points are used as accessibility buttons for 

individuals that cannot reach the higher portions of the installation. 
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Watching other people interact with the installation that we have 

created has been more than rewarding. It has been motivating, inspirational, 

and reassuring that the ideas and things we create can have a genuine impact 

in other people’s lives, and they can find joy and entertainment, whether 

brief or long, in the installation that we have developed and completed. 

This has been an overall positive experience, and has me heavily 

questioning my current career path, as this was a creative collaboration, that 

ended with the most awe inspiring thing I have ever created. It got me 

thinking more creatively in ways that I never imagined before, and allowed 

for me to directly affect people’s lives and see them explore the installation 

with wonder and excitement. This would be a dream career path, and cannot 

wait to continue doing more things like this in the future. 
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