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Course 

Objectives 

• Introduce the concept of sculpture and history. 

• Design concepts of the sculpture and kinetic sculpture 

• Aesthetics and kinetic art work in building sculpture. 

• Embedded systems, sensors, actuators and programming models to realize the kinetic 

sculptures. 

Course 

Outcomes 

Students understand creative problem solving both in engineering and the arts. 

Students can understand and design the moving and innovative sculptures 

Contents of the 

course 

(With 

approximate 

break up of 

hours) 

Module-1: Programming and Electronics fundamentals (18 hrs) 

• Programming fundamentals 

• Electronics fundamentals– Input sensors (switches, potentiometers, resistive sensors including light, 

temperature, flex, etc., rangefinders, optical switches, etc.)– Output actuators (servos, DC motors, 

stepper motors, LEDs, relays, switching transistors, etc.) 

• Programming reactive systems– External chip interfacing with protocols such as SPI – Interrupt prog 

Module-2: Constructing Kinetic Art (24 hrs) 

• Art history review of kinetic art 

• Discussion of contemporary kinetic artists (Jim Campbell, Jack Dollhausen, Arthur Ganson, Rebecca Horn, 

Dan Rozin, Sabrina Raaf, Alan Rath, Peter Vogel, etc.) 

• Formal elements of 3d art such as aesthetics, proportion, and balance 

• Material studies (plastic, metal, paper, wood, etc.) 

• Mechanical linkages and physical construction 

• Concepts and meaning in art– Artistic design process 
Evaluation: 70% assignments/activities + 30% End Semester 
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