
Media arts  

and technology
Every year, students in grades 7 through 12 submit entries in 30 categories of art and 

writing for the chance to earn scholarships and have their work exhibited or published 
through the Scholastic Art and Writing Awards. Showcased below are three award-

winning works from this year’s competition in the categories of Film & Animation, 
Digital Art, and—new this year—Video Games.

Seth	 Boyden  con-
ceived of his animated 

mov ie ,  C er tainty , 
while studying the 
anatomy of ancient 
flight birds. “I made 
drawings of these 
pterodactyl-l ike 
creatures, and I 
wanted to develop 
a stor y around 
them. I always try 
to create a central-

ized message for my 
stories. In Certainty, 

this small, ground-
dwelling creature lives a 

very reserved, fearful life, 
but once he’s up in the air, he 

realizes that perhaps going out 
of the box—so to speak—really 

isn’t so bad.”
In selecting coloration for the 

movie, Boyden studied sunsets. 
“If you look at a sunset, sometimes 

you see bright colors,” he says, “but often you see 
muted colors, like browns.” Color is often used 
to express emotion in art, Boyden says, and, 
except for a few frames in Certainty, there isn’t 
much emotion on display. “It’s more of an internal 
development,” he explains. “There’s a German 
term, Bildungsroman, meaning that a character 
undergoes enlightenment during a story: in the 
beginning he doesn’t know much, but develops 
as the story progresses. By the end of the story, 
he becomes a different character. So the colors 
reflect that.”

These days, computer animation programs 
provide a quick method of animation, but Boyden 
used stop-motion animation, a process that took 
about three weeks—and yielded two minutes of 
footage. “Having a tangible camera and character 
models allowed me to create more subtle emotional 
reactions that might appear cartoony in a different 
animation style,” he says.

Seth Boyden is a senior at Bishop Dwenger high 
school in fort wayne, IN. he will attend calarts 
school of film/video in the fall. to watch Certainty 
in its entirety, go to www.sethboyden.blogspot.com.
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Davis	Wertheimer points out an inherent difference 
between fractal art and other art forms. “Usually in 
the process of creating art, you have a lot control over 
the individual elements of a piece and less control 
over how all of the elements relate to one another. But 
since a fractal is a pattern made up of itself, you have 
absolute control over how the elements relate to each 
other and virtually no control over the individual ele-
ments of the piece.”

Wertheimer’s work with fractal art began 
when he read a book on logic, the self, and self-
reference. “Then I read about video feedback, 
then art as expression, and then fractal art. I’m 
a bit of an introspective person,” he says. “I like 
philosophy and examining how things work, 
especially the mind.” It’s the backstory of fractal art 
that Wertheimer finds most appealing. “It turns out 
that pretty much anything not man-made is a frac-
tal. I like fractal art because it not only combines 
abstract, realistic, natural, and geometric elements, 
but it also manages to create a piece of art that, 
despite being purely mathematical, still looks real 
and natural and raw.”

Davis Wertheimer is a junior at horace greeley 
high school in chappaqua, Ny, where an exhibit of 
his fractal art is on display.

Mike	Padilla	and	Kurt	Waldowski	have been play-
ing video games for as long as they can remember. 
Padilla says that initially, the pair didn’t create their 
game, Kinetics, with the consumer in mind. “We 
just wanted to design a little game. We made a ball 
to see how we could manipulate it, and it was fun, 
so we decided to turn it into a game.” Making a 
physics game was a conscious decision, though. 
“There are a lot of different things you can do to 
make a shooter game fun, but because there are so 
many of them, we wanted to go a different route,” 
explains Waldowski. The pair is planning to work 
on a new game this summer. “It’s rewarding to 
know that others appreciate the work we’ve done,” 
Waldowski says. “It’s very encouraging.” 

Mike Padilla and Kurt Waldowski are seniors at 
Lahser high school in Bloomfield hills, mI. they will 
attend the university of michigan as roommates in 
the fall.

To play Kinetics, players manipulate a ball’s path in 
order to guide it through a pulsating portal. The game 
starts simply enough: The player places trampolines 
at different angles to guide the ball. But it gets 
increasingly complicated as new trampoline types and 
gravity-defying objects are introduced, requiring an 
elaborate chain-reaction of remarkable movements in 
order to progress to the next level. Give Kinetics a try 
at http://kurtwaldowski.wordpress.com/kinetics.
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