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Journey to Computers as Theatre

Teatro Olimpico, Vicenza, Italy, 1580-1585
architect Andrea Palladio, scenery designer Vincenzo Scamozzi



Journey to Computers as Theatre

Taming of the Shrew, Ohio State University, 1975
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Directing original interactive script, Robin Hood, Ohio State University, 1973




Journey to Computers as Theatre

Directing original interactive script, Robin Hood, Ohio State University, 1973



Journey to Computers as Theatre
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An Interlude in Higher Education

...Wherein our Speaker learns that Enlightened Design
Goals and Processes for complex systems are teachable
and learnable, with successful outcomes for graduates.

a strong Liberal Arts education
commitment to values
end to end design process

design research

strategy and tactics

trans-media systems
economic models
strong execution
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