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Fig. 2. A design game: Given the materials on the lefi, consouct a design like,
for example, the one on the right. (© Nyssim Lefford)
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4 ATTENTION AND STRATEGY
> Oblique Strategies(Eno & Schmidt, 1975, 1978)
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Fig.ex. Oblique Strategies
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Fig. 3. Sound samples arranged vertically on the right side of the GUI are draggred inio
posidon on racks. A rack is a sring of samples arranged chronologically. The presence
of three racks enables creators to position up to three samples such thai they will play
at the same tme. (2 Nyssim Lefford)
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Fig. 4. “The Nine™ rhythmic samples.

(D Nyssim Lefford) Do represent sound
onses, and dashes, silence. Time moves

from beft w right in the represenation.
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Fig. 6. Three types of cluster formations indicating three different styles of perceiving similarity in the baseline responses.
(D Nyssim Lefford) The iriangles highlight clusters of patteras in which the first two atiacks in each pattern follow the same pattern.
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Fig. 8. Newly construcied antecedents can be plowed out with the Nine consequences
in preference order. {© Myssim Lefford)
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Fig. 10 A generatve decision mapped onto similarity space. {© Nyssim Lefford)
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