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I.PREFACE

People and the city that they live in have a strong symbiosis relationship between and

the geographical environment/city has an affect on emotions and behavior patterns as

well as people has an affect on the urban landscape by shaping it with their own

existence.

Psychogeography has been always an area of curiosity and obscurity. Guy Debord, one of the theorists in this area explained that “We are all unconsciously psychogeographers. We seed the places we move through with meaning, overlaying our surroundings with associations, perceptions, and reactions.” As an artist and designer, at this point I question that every place we go has an affect on us, leaves a mark on us however as individuals, can we leave a digital mark on those places that affect us? My goal is turning this invisible data (human behavior and the intangible affect of spaces on human and vice versa) into a tangible data that people can view and interact with. 
This project targets individuals that grew up outside of New York and it aims to create a platform where people use geo tagging of the places that they feel emotionally attached and feel like home with various inputs, audio and visual inputs. My second objective after this point here is to create a series of synesthetic experiences where the audio and visual inputs from various people on this platform are combined, emerged and distorted for the view of everyone. 

II. Context

Concept and concept definition 

2.1 Theory of Derive / exploration of techniques of rapid passage through varied ambiances since “Dérives” involve playful-constructive behavior and awareness of psychogeographical effects, and are thus quite different from the classic notions of journey or stroll.
2.2 Situationist practice and the implementation of situationist practices on urban landscape

2.3 Synesthetic experience design through audio and visuals

Research + Precedences

2.3 Guy Depord and “the Situationist International group” and “The Naked City”

2.4 As precedents, 

2.4.1“the Emergent City” series by British company Stanza explores the sensorial data in London urban space

2.4.3 Shephard Fairey’s OBEY stickers raise questions in the streets 

2.4.4 Sonic Memorial Project, a database of audio streaming related to 9/11 stories of individuals  

2.4.5 Kerry Andrew “Voice” for SIGGRAPH, computer generated patterns merged with sounds and photographs in a synesthetic form
III. Solution & Proposal 


3.1 Definition of objectives

3.2 Technical research (Database design, Audio input technology, Google map hacking, image and sound distortion techniques (Max/MSP, Final Cut, AfterAffects)

3.3 Look & Feel first prototypes & Wireframes

3.4 Prototyping process (Paper & Digital protoypes)

3.5 User testing & Interaction design testing  

3.6 Video Series Design 

3.7 Documentation of the process on Parsons blog

IV. Conclusions


4.1 What I learned (the outcomes of the project) 



4.1.1 From the design process

4.1.2 From the artistic and philosophical aspect of the project (implementation of a philosophical theory in a design and technology project)

4.2 Was it successful? In which ways?

4.3 What could have done better?

4.4 Further implementation (Future Plans, a part of thesis intro maybe)

