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ARTS WRITER
etals unfold into deli-
cate blossoms, forming
agolden bouquet.

Behold the glory
of spam.

Those noxious e-mil sales
pitches that clog our computer
inboxes aren't normally noted
for their elegance. But in the
hands of Alex Dragulescu, they
prm'(‘ capable of producing

beauty.
Dragulescu, 28, is an artist
whose raw materialsare the

of expressing the times you live in. Ina

compiled text from spam, blogs
and other sources, then wrote
a program that takes s cues
from letter sequences and
other patterns to create 3-D

iputer images resembling
flowers (o buildings, or sea
anemones)

“There are certain parame-
ters of the plant— the density,
the size of the petals, things
like that,” Pragulescu says,
explaining how the spam goes
botanical. “All hose are e

ated based on the text. Its
kind of data mapp
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what drives Draguleseu’s work
isa tion with the culture
of electronic games. And for

that, he's in a pretty good place.
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expertise in programming to
make the data behave inways
it was never int
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tion visualization,” and it's
idea bthmd aseries m‘vmleus

land to perform a work called
“Inbox,” part of a larger project
titled "Respam.”

The pair “decjayd and
veejay'd with spam,” Dragul
cu says. “We cmaled mus\c aml

projects, Dra-
gulescu exploressuch topics
28 polfics and var through
the prism

he tries not to
cally in his art,

during the dotom boo
bust) before coming to|
He earned his master's

“Havoc™ (wluch has bcen
exhibited by galleries in print
form) and “Blogbot” borrow
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!he latter project juxtaposes
s of|

text ulled randomly in real

ence students, as well as devel-
aping his own project.

Dragulesct
i three years at UCSD — st
asa graduate student, and now.
as the manager of the universi-
ty’sExperimental Game Lab.
In‘awork called “Pseudo-
code," for example, Dragulescu
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P Anit whatis the sound of
spam?
“Its Kind of like noise,” he

s with a smile.
Beyond the scourge of spam,

= Sheldon Bmwn avi-
wal-arts professor who heads
CRCA, wnh impressing upon
him the power and importance
of games, which are only now
ing taken seriously as a sub-

time from ya
US. soldier and an Iraqi in the
war zone.

Draguleseu grew p in Ro-
‘mania— he still emembers
standing in line for butier and

(others).”
While still in high school,
ragulescu worked for an
independent TV station in
postcommunist Romania. He:
muvul to \lpﬂalr New York in
ing a degree
in rlm at lllmcn Ce -!Iege then
n Valley
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