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Abstract 
We are living in a world where software is central to every field of 
social, political, and economic import. Governments are imposing 
coding into primary and secondary school curricula as they begin 
to understand the importance and urgency of engaging with these 
technologies. How do we make sense of and trust these myriad 
manifestations of software, or even know or understand who or 
what is behind the code that creates and designs our mediated real-
ity? How can we have agency to disrupt and change mainstream 
society’s dominant control through this meta-medium? Where do 
we start? This panel will share our knowledge of strategies to pro-
mote critical engagement with software. 

Introduction 
 This Panel session will consist of four 15-minute presen-
tations as described in the sections to follow. Panelists will 
address the following questions: 

-Artists and Code. What strategies are used to encourage art-
ists to utilise coding in their practice?  
-Computational Thinking in Art/Design Education – How 
can we develop Computational Thinking as a fundamental 
foundation of creative imagination? 
-Transcoding Place through media platforms, will answer, 
what considerations do designer’s have in the production of 
artscience collaborations and why are they important?  
-A revolution in coding is required within universities What 
is needed to improve academia’s software literacy? 

Greg Giannis: Artists and Code 
 I am undertaking research to investigate examples of best 
practice for the teaching of software and hardware skills to 
students in the creative industries. I have been exploring this 
in my classes during the last 10 years or so with digital me-
dia and visual art students.  
 The teaching of coding has become a somewhat topical 
area given the recent introduction of coding to Australian 
primary and secondary school curricula, and the emphasis 
on STEM to STEAM1. Most of this discussion revolves 
around how to improve engagement with STEM and I (and 
others) argue, and now there is evidence to support this [1], 

                                                           
1 STEM to STEAM (http://stemtosteam.org) is a movement 
to include the arts and design into science based programs 
so that innovation is influenced by the humanities. 

that engagement can be facilitated by tapping into students’ 
creativity.  
 Whilst there are many examples and anecdotal evidence 
of student engagement in STEM through art, there is limited 
evidence of art students engaging with STEM. The art sci-
ence nexus is pertinent and organisations such as the Aus-
tralian Network for Art & Technology in Australia, the Art 
and Technology Program of the Los Angeles County Mu-
seum of Art, (1967-1971) [2] and NYU’s ITP Masters pro-
gram have made great contributions in bridging this divide. 
I am arguing that it is imperative that there is engagement 
with these technologies, in particular software, given its per-
vasiveness, otherwise we limit any form of resistance 
against the society of control. Fuller’s field of software stud-
ies [3] is pertinent. Lovink [4] also argues that in order to 
challenge the society of control we need to break down the 
barriers between the humanities and hard sciences so that 
there can be some form of critical engagement with the hard 
sciences. How can we encourage artists to be part of this 
discussion? If we accept that artists play a critical role in 
society then there needs to be engagement with these tech-
nologies, and learning to code could be a starting point. I 
know that there are many artists already doing this, and 
many art courses do have elements of coding in their 
courses, but these tend to be exceptions driven by progres-
sive teachers and artists. 

Hugh Davies: Computational Thinking in 
Art/Design Education 

 Over the last two decades, the evolution of art and design 
curriculum has been significantly impacted by the chal-
lenges and potential of digital disruption in the creative in-
dustries. Creative software tools first emulated then largely 
replaced manual production practices. There is growing ev-
idence that another, and possibly greater, paradigm shift is 
eminent. 
 Predictions for the growth of Artificial Intelligence and 
its possible impact on employment are currently an issue of 
growing social concern. The current emergence of Proce-
dural Content Generation software in the games industry, 
online journalism, architecture and music industry suggest 
that commercial creative practices will not be immune to the 
future impact of creative A. I.  
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 Possible scenarios for the future may see practitioners es-
chew today’s generic software tools for bespoke applica-
tions that operate as semi-autonomous studio assistants. 
This has the potential to be a positive development that will 
offer new creative opportunities for those that embrace it. 
 The education of artists and designers for this environ-
ment may require some level of programming ability but of 
greater importance will be the development of Computa-
tional Thinking as a fundamental foundation of creative im-
agination. Computational Thinking defines a common con-
ceptual space that will afford access to creative partnerships 
between human cognition and A.I. 

Victoria Moulder: Transcoding Place Through 
Digital Media 

 Over the last ten years, alternate reality and location-
based technologies have rapidly transformed in response to 
the adoption of mobile and social computing [5].  In tandem 
with the rise of these technologies is an ever-increasing 
community of people with 21st century media literacy skills 
for deconstructing and reconstructing narratives that have 
the potential to equally influence the flow of mainstream 
media. 
 For this panel section I will discuss the findings of a mul-
tiple case study comparing the practices used by designers 
to produce alternate reality games.  I report how these meth-
ods facilitate cross-discipline collaborations. In addition, 
how designers work with non-profit organizations to build 
awareness campaigns that support larger philosophical goals 
and future thinking possibilities.  

Murray Mckeich: Universities Required a Cod-
ing Revolution 

 Although workers in academia are fluent in digital tech-
nologies at an email, database, spread-sheet level, they re-
main largely illiterate to languages of code, and to the 
broader conceptual aspects of the networked world. Outside 
of studies in computer science, matters of code, the influ-
ence of computational thinking and the extent to which al-
gorithms shape the perceptions and conditions of reality, re-
main largely untaught. Technological literacies that are now 
central to every field of social, political, and economic im-
port are being ignored by the academy. As a result, univer-
sities that have been long celebrated as institutions to in-
struct and celebrate literacy are themselves becoming in-
creasingly illiterate. Languages of code, and their broader 
implications need to be taught in universities, but prior that, 
they must be taught to the universities. 
Beyond academic buzz terms of future-readiness and inno-
vation, in order to remain fundamentally relevant and rhe-
torically coherent, the academy must catch-up to the present. 
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