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Mark Amerika

Remixes personal narrative, philosophical inquiry, 
spontaneous theories.

“To collaboratively experiment with new forms of 
intermedia art and writing that disrupt the 
conventional art world and publishing industry.”





“GRAMMATRON is many things at once. It’s one of the earliest and more elaborate works 
of Internet Art created exclusively for the Web as a way to track the developments of 
‘Web culture’ in a networked-narrative environment.” 

- Mark Amerika









As we may think DR VANNEVAR BUSH 1945

“Consider a future device …  in which an individual stores all his books, records, and 
communications, and which is mechanized so that it may be consulted with exceeding 
speed and flexibility. It is an enlarged intimate supplement to his memory.” 

https://www.theatlantic.com/author/vannevar-bush/


“Selection by association, rather than indexing, may yet be mechanized.”

Memex





“We publish unduly in view of the extent and variety of present day interests, but 
rather that publication has been extended far beyond  our present ability to make 
real use of the record.”

As we may think DR VANNEVAR BUSH 1945

https://www.theatlantic.com/author/vannevar-bush/


Personal Dynamic Media 
Alan Kay and Adele Goldberg (1977)



“...we crystallised our dreams into a design idea for a personal dynamic medium the 
size of a notebook (the Dynabook) which could be owned by everyone and could have 
the power to handle virtually all of its owners’ information related needs”

- Alan Kay and Adele Goldberg



A File System

“The Dynabook can be used as an interactive 
memory or file cabinet. The owners’ context can be 
entered through a keyboard and active editor, 
retained and modified indefinitely, and displayed on 
demand in a front of publishing quality”

“The non-sequential nature of the file medium and 
the use of dynamic manipulation allows  a story to 
have many accessible points of view...in which the 
viewer may pursue many paths through the 
narrative.”



Immersive Quality
“We are exploring the use of this system as a 
programming and problem solving tool; as an 
interactive memory for the storage and 
manipulation of data; as a text editor; and 
as a medium for expression through 
drawing, painting, animating pictures, and 
composing and generating music.”

“The interactive nature of the dialogue, the 
fact that they are in control, the feeling that 
they are doing real things…the pictorial 
auditory nature of their results , all 
contribute to a tremendous sense of 
accomplishment to their experience”

- The varied use of images, sounds, 
gif animation on the different 
links on Grammatron creates an 
immersive experience for users as 
they uncover the hidden 
narrative.

- The discovery of information 
relating to the narrative then 
contributes to a sense of 
accomplishment 



Medium and the Media

“The ability to simulate the details of any 
descriptive model means that the computer 
viewed as a medium itself, can be all other 
media if the embedding and viewing methods 
are sufficiently well provided...this new 
“metamedium” is active – it can respond to queries 
and experiments – so that messages may involve 
the learner in a two-way conversation”

- The “metamedium” Kay suggests 
serves as both a media and a form 
of medium, given the right 
viewing methods.

- Grammatron on the other hand is 
limited in its potential and is 
only an artwork that exists as an 
online public domain narrative 
environment.



QUESTIONS

1. Would Grammatron still be able to raise the same 

questions or make the same statements it had, if not for 

the invention of the computer? And how would it be able 

to convey the same meaning without it?

2. Does a non-linear narrative pose any restrictions to 

grammatron?

3. How would interactive art today be different without the 

discovery of hyperlinks? 



Bibliography

Amerika, M. (1997). Grammatron. Retrieved from http://www.grammatron.com/ma.html

Amerika, M. (2018, September 16). GRAMMATRON – by Mark Amerika. Retrieved from 
http://markamerika.com/artworks/grammatron-by-mark-amerika

Deal, J. (n.d.). Retrieved from http://www.wu.ece.ufl.edu/books/recreation/assoc.html

Kay, A. (n.d.). The Dynabook of Alan Kay. Retrieved from http://history-computer.com/ModernComputer/Personal/Dynabook.html

Memex. (2018, September 03). Retrieved from https://en.wikipedia.org/wiki/Memex

Rhizome. (2015, August). Grammatron review / Mark Amerika e-terview. Retrieved from http://rhizome.org/community/41887/

University of Colorado Boulder. (2016, February 12). Meet Mark Amerika. Retrieved November 5, 2018, from 
https://www.colorado.edu/cmci/meet-mark-amerika


