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Objects you can print for yourself

art?make is an exhibition + digital catalog of artists that create sculptural objects using digital files and 3D
g g P | g dig
printing techniques. The catalog is freely distributed and provides the files for anyone to “print”.
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ArtZMake is an exhibition catalog that brings together a collection of 3-D artworks from fifteen media art-
ists and an essay article that reviews the work inside. Unlike most catalogs, the pages contain the code for the
object and the viewer can use the file on any 3-D printer and collect the pieces. It follows the experimental
format of both the previous projects: Scan’Go and AR?View, which were distributed at CAA Conferences.
Both publications include features designed to provide additional information to each page by using the text
and image to function as interactive interfaces for mobile media hardware.

My thanks and much appreciation must go Meredith Hoy for her generous commitment to this project.
Artists creating 3-D printed artworks are at the edge of emerging digital media and as such rely on the
articles like Meredith’s to help their work be seen and understood.

The Services to Artists Committee of the College Art Association sponsored the Art?Make exhibition cata-
log. Working together with Gail Rubini and Mat Rappaport, members of the media artist collective, vIb3, CAA
has created a new space and method to exhibit and experience media based visual artworks. Special thanks to
Chris Manzione for also helping with the project.

Conrad Gleber

Professor
Director, Digital Arts & Media Design
La Salle University
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gr to obj fille

STATEMENT

THIS PROJECT COMBINES THE NOTION OF “MATHEMATIC” WITH THE NOTION OF
“MORPHOLOGY”. FOR Us COMPUTATIONAL SHELL REPRESENTS A PROCESS THAT IS
EXPERIMENTAL IN NATURE AND EXPLORES VOLUMES, SURFACES, AND VERTICES THAT
ARE FAR TO COMPLEX TO GENERATE USING TRADITIONAL METHODS. IN THIS PROJECT
A SERIES OF COMPUTER MODELS WERE MANIPULATED AND DEFORMED BY A SERIES

OF OPERATIONS AND BOOLEANS. THIS DIGITAL MODEL REPRESENTS THE BEAUTY IN

RHYTHM, STRICT PROPORTIONS, MOVEMENT, AND REPETITION FOUND IN SEASHELLS. .
Jonathon Anderson + Ming Tang

Computational Shell

www.jonathonanderson.com
www.ming3d.com
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STATEMENT

3D PRINTING IS AT IT’S BEST AS A CONNECTIVE TECHNOLOGY - AND THIS PIECE IS

INTENDED TO DEMONSTRATE THAT IN A VARIETY OF WAYS.

Tom Burtonwood
a tower of AIC Lions

tburtonwood@gmail.com
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STATEMENT

“Les CARTES” IS A USER PRINTED SLEEVE FOR ARTIST BUSINESS CARDS. THE SURFACE
MODELING CONTAINS THE DATA OF AN AUDIO SPECTRAL ANALYSIS OF THE PHRASES
“l AM” AND ““| MAKE”. THE REFERENCE OF COURSE IS TO DESCARTES “l THINK

THEREFORE | AM”” RECONTEXTUALIZED INTO THE AGE OF DISTRIBUTED ORIGINALITY

As “l AM (THEREFORE) | MAKE.”

STARTING FROM THE IDEA OF VISUALIZING THE INVISIBLE, ONE MAY IMAGINE ALSO
THE INHERENT MODULATION OF THAT ORIGINAL BY ITS SUCCESSIVE REGENERATION, SUk K)’OU ng ChOI

A PROCEDURE WHEREBY ‘SCANNING’ THE CARD (HOLDER) TO EXTRACT IT’S VOICE Les Cartes: (/ make (therefore) I Gm)’ 2013

RESULTS ONLY IN DISTANT ECHOES OF THE PRESENCE OF ANY ‘ORIGINAL’. SCAN,

http://skchoi.org

CONVERT, PRINT, AND REPEAT, LEADING TO EMERGENT FORMS OF CONCRETE POETRY .
choisukc@sfu.ca

WHERE NEW SOUNDS, NEW OBJECTS, NEW MEANINGS, ARISE FROM THE REPRODUC-
TION OF THE GHOST IN THE MACHINE.YOU ARE THAT GHOST; HAVE CARD, WILL

TRAVEL.



Chad Eby

Cylinder #5 from the containment studies series

chad@kth.se
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STATEMENT

THESE FORM STUDIES EMBODY TENSIONS BETWEEN SEED GEOMETRY WITHIN A REGULAR GRID
AND THE INFLUENCE OF THE ‘“NATURAL FORCE” OF SUBDIVISION SURFACE SMOOTHING. AND
YET, THE GHOST OF DESCARTES IS A PERSISTENT ONE. ..DESPITE THE UNCANNY MESENTRERIC

FOLDS, EVIDENCE OF THE GRID IS EVERYWHERE. ..

3D PRINTING PUSHES THESE DIGITAL FORMS INTO CORPOREAL REALITY, ACROSS THAT

OTHER CARTESIAN BOUNDARY, IN A PROCESS THAT SEEMS HARD TO NAME: “REALIZATION,”
“OBJECTIFICATION,” “REIFICATION”” ARE ALL FREIGHTED AND CREAKY WITH OTHER CONCEPTS.
VVHATEVER WE CALL IT, | FEEL WHAT IS MOST SIGNIFICANT ABOUT DIGITAL FABRICA-

TION TECHNOLOGIES, PARTICULARLY THESE EARLY ONES WITH THEIR CRUDE NATURE AND
IDIOSYNCRATIC ARTIFACTS, IS THAT THEY ALLOW US TO SEE HOW THE DIGITAL IS FUNDAMEN-
TALLY DIFFERENT THAN THE PHYSICAL, HOW THE MODEL (ALWAYS PREVIOUSLY A PURPOSEFUL

ABSTRACTION) CAN SWELL TO BE RICHER AND DEEPER THAN THE THING IT PURPORTS TO

REPRESENT—HOW THE MAP CAN COVER THE TERRITORY.
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STATEMENT

| WANTED TO FOCUS ON THE RELATIONSHIPS THAT COME WITH THE USE OF A
3D-PRINTER SO THIS WAS A MORE FOCUSED TECHNICAL CONCEPT AND A PLAY
ON WHAT SOON MAY BE POSSIBLE THROUGH TECHNOLOGY (THE TITLE AFFIRMING
THAT). | EXAMINED THIS LINEAR PROCESS AND MIRRORED IT IN THE SUBJECT: MAN’S
DEATH AND HIS TRANSITION BACK INTO NATURE. CONSCIOUSLY FOCUSING ON
THE MASS OF THE .OBJ FILES RATHER THAN THE SCENE, | WANTED TO MAINTAIN A

STARK ENVIRONMENT IN THE ART; THIS IN TURN WILL KEEP FOCUS ON THE PHYSICAL Mattle HI|OC|(

REPRESENTATION. Black Diamonds

www.matthewhillock.com
mattie.d hillock@gmail.com



Krista Hoefle
Kryzzik

kristahoefle.com
krista.hoef@gmail.com
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STATEMENT

I’M BUILDING OR USING 3D DIGITAL MODELS AND OUTPUTTING THEM FLUIDLY BE-
TWEEN THE TWO METHODS. USUALLY THE ORIGAMI IS LARGER SCALE, PRINT SMALLER
SCALE. I'M WORKING ON A PRINT OF A WOW CHARACTER (WHICH IS USUALLY

ORIGAMI)
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STATEMENT

DIGITAL FABRICATION AND 3D PRINTING EXTENDS THE CAPABILITY OF TRADITIONAL
ART MAKING. IT IS A FORCE MULTIPLIER COMBINING THE ABILITY TO MAKE IMPOSSIBLE
FORMS VARIABLE AND IN SERIES AT THE TOUCH OF A BUTTON. LIKE CELLS WE CAN

MAKE ONE OR MANY THOUSAND.

Holly Holmes
Baubles

hollyholmesb@gmail.com
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STATEMENT

| KIND OF LIKE THE FAILURES INHERENT IN THE TECHNOLOGY.

Jim Jeffers
How To Fold A Bunny (two ways)

www.Fantabiography.com
Logein@gmail.com
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STATEMENT

SLow BURN: MuD PIES INVESTIGATES THE ACT OF PLAY AND THE VALUE/DE-VALUE
OF THE ‘MADE’ OBJECT.AS AN ABSTRACT FORM CREATED AS AN AVATAR FROM FOOD
AND DELIGHT, THE MUD PIE IS DIGNIFIED AS AN OBJECT OF IMAGINATION, IMPOR~

TANCE AND REVERENCE. PLACED ON DISPLAY AS A SCULPTURE, THE OBJECT EXCEEDS

THE TRANSITORY NATURE OF MUD AND BECOMES A PERMANENT OBJECT.

Michael Kozien
Slow Burn: Mud Pies

www.michaelkozien.com
michaelkozien@gmail.com




Paul Lorenz
Information Study #8

paul,jlorenz@gmail.com
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STATEMENT

THIS WORK IS AN INVESTIGATION INTO THE CARTOGRAPHY OF SYNTHETIC SPACE.
RATIONALLY BASED PRINCIPLES OF MAPPING ARE TYPICALLY APPLIED TO EXTANT
FORMS TO PRODUCE REDUCTIVE REPRESENTATIONS. HERE, THESE SAME PRINCIPLES
ARE USED GENERATIVELY TO CREATE AN EMERGENT FORM. THIS GENERATIVE SYSTEM
IMPARTS THE WORK WITH A NEBULOUS SENSE OF A TYPE OF PLACE, WITHOUT REPRE-
SENTING ANY REAL PLACE. IT IS THIS FECUND VAGUENESS THAT ATTRACTS ME TO THE
MODELING OF A SIMULATION.

BY HIGHLIGHTING THE EMPTINESS AND THE ABSENCE OF INHABITATION IN INFORMA-
TION STUDY #8, | ATTEMPT TO QUALIFY THE LIMITATIONS OF ABSTRACT COMPUTER
SIMULATIONS. | BELIEVE THAT THIS KIND OF EMPTINESS CAN OCCUR WHENEVER ANY
TYPE OF EXPERIENCE IS SIMULATED THROUGH GENERATIVE USE OF GENERALIZED AL-
GORITHMIC RULES. THIS DIGITAL PRACTICE DENIES THE COMPLEXITIES OF REAL-PLACES,
INSTEAD SIMULATING AND EXHIBITING ONLY THOSE ASPECTS OF REALITY FOR WHICH

RULES CAN BE NUMERICALLY DEDUCED.
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STATEMENT

JAGUAR WARRIORS WERE ELITE MEMBERS OF THE PRE-COLOMBIAN AZTEC MILITARY.

AcCcORDING TO WIKIPEDIA, AZTEC BELIEFS SUGGEST JAGUARS REPRESENTED THE
GOD OF THE NIGHT SKY. VWHEN WARRIORS FOUGHT IN THEIR SKINS, THEY WOULD

BE GIVEN STRENGTH DURING BATTLE.JAGUAR WARRIORS PREFERRED CAPTURING

ENEMIES, BELIEVING KILLING TO BE SLOPPY.

THIS CONTEMPORARY CHILD CLOTHED IN A JAGUAR COSTUME POINTS TO THE
TRANSFORMATION OF THE WARRIOR MENTALITY. MEXICAN CRIMINAL ORGANIZA-
TIONS RECRUIT VERY YOUNG WARRIORS TODAY, PROMISING FRATERNITY AND MYSTI-

CAL FAVOR, FOR THE SAKE OF PROTECTING ILLICIT NARCOTIC MARKETS.

Ana Marva Fernandez
Az(tech)Warrior

http://anamarva.com
info@anamarva.com
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STATEMENT

Alex Myers
RAWERTUNES | 0.EXE (3DUDE REMIX)

http://
alex.myers@bellevue.edu
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STATEMENT

OUR TAKE AWAY EXHIBITION WILL CONSIST OF AN EDITION OF |0 IDENTICAL 3.5”
3D PRINTS. THE EDITIONS ARE A SMALL COLLABORATIVE TOY CREATED BY CHRISTIAN
OiTicicaA AND NINA PALOMBA, INSPIRED BY THE ART GAME ExQuisiTE CoRPse. EACH
OF US ALTERNATED TAKING TURNS TO ADD SHAPES TO A FORM IN A 3D MODELING
PROGRAM UNTIL WE CREATED A FINAL PRODUCT, WHICH IN THIS CASE TURNED OUT
TO BE A SMALL CAT EARED TOY. THE EDITION WILL BE DISPLAYED LINED UP NEXT TO
EACH OTHER IN A SMALL ARMY. THE AUDIENCE SHOULD BE ENCOURAGED TO PICK

UP AND HOLD THE EDITIONS PLACED ON DISPLAY; AFTER ALL THEY ARE TOYS. THE

Christian Oiticica and Nina Palomba
PoiLomba Ticica

QUALITY OF EACH EDITION DOES NOT NEED TO BE EXACTLY THE SAME. THE FILES ARE
MEANT TO FAIL TO SOME EXTENT.VVHEN THE PLASTIC SAGS AND WARPS IN AREAS, IT
CREATES A UNIQUE AESTHETIC TO EACH EDITION MAKING THEM INDIVIDUAL OBJECTS. http://www. behance.net/Christianoiticica
THEREFORE SUPPORT IS NOT NEEDED. THE REQUIRED MATERIALS TO MAKE THIS SHOW http://ninapa/omba.com/

POSSIBLE WILL BE LESS THAN ONE SPOOL OF WHITE OR BLUE PLASTIC (CAN BE CLEAR

P R AR, Christianoiticica@yahoo.com



Leo Selvaggio
URME Polygons

www.LeoSelvaggio.com
Leo.Selvaggio@gmail.com
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STATEMENT

URME POLYGONS EXPLORES MY INTEREST WITH IDENTITY, DATA, AND THE OPEN SOURCE
MOVEMENT.AS A 3D MODEL, MY FACE REPRESENTS A MATHEMATICAL ALGORITHM, A SERIES
OF POLYGONS ARRANGED IN A CERTAIN FASHION. HOWEVER IT IS ALSO A KEY PORTION
OF MY IDENTITY. IN MY PREVIOUS WORK, YOUAREME.NET, | HAVE SUPPLIED OTHER POR-
TIONS OF MY IDENTITY FOR THE PUBLIC TO USE AS MATERIAL AS THEY SEE FIT- SUCH AS MY
BIOGRAPHY, LOGINS AND PASSWORDS TO SOCIAL MEDIA ACCOUNTS, ETC. MY INTERESTS
LIE IN EXPERIMENTING WITH AND EXPLORING HOW IDENTITY IS FORMED BY ASKING WHO
EXACTLY COULD | BE IF MY IDENTITY WE OPEN TO PUBLIC DISCOURSE! URME PoLyGoNs
EXTENDS THIS DIALOGUE BY PROVIDING A NEW CONTEXT THROUGH THE PROLIFERATION
OF MY FACIAL IDENTITY VIA EMERGING DIGITAL TECHNOLOGIES. MY FACE IS FOR YOU TO
USE AS YOU SEE FIT. USE IT IN YOUR VIDEO GAME DESIGNS, AVATARS, SCULPTURES, OR ANY

OTHER CONTEXT YOU COME UP WITH.
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STATEMENT

THE REVERSE ABSTRACTION SERIES BEGINS WITH A SIMPLE PREMISE: THAT HUMANS AND
COMPUTERS PERCEIVE THE WORLD THROUGH DIFFERENT LANGUAGES, AND WHAT IS
CONCRETE FOR ONE IS ABSTRACT FOR THE OTHER. THE OBJECTS AND SHAPES SO FAMILIAR
IN HUMAN ART CAN BE NEITHER PERCEIVED NOR CONCEIVED BY COMPUTERS IN THEIR
ORIGINAL FORM. LIKEWISE, THE CODES THAT ARE SO FAMILIAR TO A COMPUTER ARE MERELY
SCATTERED SYMBOLS TO HUMAN SENSIBILITY. THE REVERSE ABSTRACTION SERIES ATTEMPTS
TO BRIDGE THE GAP BY CONSTRUCTING TRADITIONAL OBJECTS IN DUAL FORMS: AS THE
CLASSICAL OBJECT AND AS THE HEXADECIMAL AND BINARY CODES THAT REPRESENT THEM.
THUS, ABSTRACTION BECOMES MATERIAL, THE MEANINGS FOR HUMANS AND COMPUTERS

ARE UNITED, AND THE DUALITY IS RESOLVED.

ABSTRACTION IS A TERM BOTH USED IN ART AND TECHNOLOGY. ABSTRACTION IN ART
STRAYS AWAY FROM THE RECOGNIZABLE WHEREAS ABSTRACTION IN COMPUTER SCIENCE
MEANS THE OPPOSITE FOR HUMANS BUT THE REMAINS THE SAME IDEA FOR COMPUTERS.
As SOMETHING BECOMES MORE ABSTRACT IN COMPUTER SCIENCE IT BECOMES MORE
RECOGNIZABLE TO HUMANS AND MORE COMPLICATED FOR THE COMPUTER. BINARY CODE
IS THE FURTHEST FROM ABSTRACTION A COMPUTER CAN BE.TO A COMPUTER THIS IS
RECOGNIZABLE BUT A USER INTERFACE, FOR EXAMPLE, WOULD BE CONSIDERED ABSTRACT

TO A COMPUTER.

Ashley Zelinskie
Reverse Abstraction - Mobius

http://www.ashleyzelinskie.com/
ashley@ashleyzelinskie.com



