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Project 5: Procedural Artwork

For project 5 I have actually created two versions of the same piece, each inspired from a different source. What I decided to work with was the extremely familiar video game Pong. I felt that there were a number of interesting things that could be done with it and they would be worth exploring on a project such as this.

The first version of the game presents you with the typical Pong screen: two white rectangular paddles, two numbers indicating score, a dashed line down the middle and one ball. The difference is that in this version of Pong the ball leaves a trail that is created by its own path. The trouble is that the line too, much like the numbers, lines, paddles and even the ball, is white! The game actually does complete once one player reaches 5 points. The game is, however, likely to become unplayable before that either because the screen is covered in too much white or because of horrendous lag from drawing all the lines.
This version is originally inspired by the project from the book where eye motion trackers were put on participants and their gaze was tracked as they read news papers, looked at pornography, etc. Originally I wanted to display this line pattern after the match but it was suggested that it would be more interesting if it was drawn actively. Although a bit of a stretch, the concept behind creating a white screen on Pong making it unplayable could be compared to Yoko Ono’s all-white chessboard. She created hers as a piece to critique war. I only created mine to be frustrating and because I thought it was an interesting aesthetic, but if a person wanted to read that far into it I suppose they could.
The second version of the game experiments with using different paddles. The player on the left is given a paddle with just two 17x15 boxes on either end due to there being a hole in the middle of their paddle. The player on the right is given a full sized paddle but one that is extremely likely to shoot the ball off in strange angles. This game also ends when one player reaches 5 points. I tried tweaking the hit boxes for both paddles as best as possible but sometimes the ball flies off the right paddle in weird ways and it still seems too easy to me for the left player to hit the ball. Perhaps I just inherently use the ends of the paddle all the time, who knows.
This version is entirely inspired by the Fluxus movement, specifically George Maciunas’ Flux Ping Pong. It occurred to me while I was programming the original version that I could use Pong (a video game version of ping pong) to recreate something similar to this famous piece. I would have liked to create more paddles but I ran out of ideas that were simple to create yet still fun. 

