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About Daniel
● Daniel began his MFA program (at the International Center of Photography) as someone with a 

programming background and found that his photography kept becoming new media works.

● His Dither Studies project began accidentally, when he was editing an image in Photoshop and 

generated a crazy pattern when messing with color palettes; Daniel became curious about how 

these complex visual patterns were generated from very simple dithering algorithms.

● From there, Temkin’s work became more focused on simple algorithms creating seemingly irrational 

patterns, with the computer as a place that dramatizes the inability to think logically or let our 

compulsions run out of control. 

http://danieltemkin.com/DitherStudies


Daniel’s Glitching Process
● In his early glitch days, Daniel tried using pretty much every program he had to see how it 

transformed image data. 

● Sonification is the method he used for Glitchometry and it is not an unusual glitch technique. The 

problem Temkin ran into using this technique on photographs is how entropic the process is. You 

apply one sound effect, and it corrupts the image; try a second one over that, and it quickly 

approaches a grey-brown mud.

● With Glitchometry, he decided to eliminate the photograph entirely and instead begin with simple 

geometric shapes which more easily maintain some resemblance of their original forms. It makes 

the work process-based; everything in the final image is evidence of the sonification process, no 

longer complicated by details of the initial image. 



What glitch art means to him
● Daniel said, “There’s a mythology in glitch art around the glitch itself: the initial error that causes the 

work to manifest. In reality, what we’re doing is introducing noise into a system, or often something 

more like algorithmic art, using algorithms stolen from other programs. Whether or not the failure of 

a system is important conceptually to glitch, it doesn’t necessarily lead to an image with a glitchy 

appearance—many glitch artists produce image after image using glitch techniques and throw away 

the ones which don’t appear glitchy, thus reiterating a similar glitch aesthetic. As I put it in my paper 

“Glitch && Human / Computer Interaction,” there isn’t much glitch in glitch art.”

http://nooart.org/post/73353953758/temkin-glitchhumancomputerinteraction


What interests him about glitch art?
● Daniel stated, “There’s a freedom in experimenting directly on the data behind an image, in bypassing the 

safety of image editors like Photoshop that prevent you from breaking images. Working closer to the 

machine gives access to something less structured, what Hugh Manon and I called the “wilderness inside 

the machine.””

● Image editors tend to reinforce certain approaches and visual styles through the set of tools they offer. 

Glitch practice bypasses these to manipulate data directly or to apply algorithms designed for entirely 

different purposes to images. This experimentation allows him to come up with patterns that he would never 

be able to design by himself.

● However, looking at sound waves while Daniel works, instead of the image, and using what he has learned 

through experiments over the years, applying different sound algorithms on image data, leads to something 

new each time. He could never create exactly the same piece twice; the process is too unstable.

http://www.worldpicturejournal.com/WP_6/Manon.html
http://www.worldpicturejournal.com/WP_6/Manon.html
http://www.worldpicturejournal.com/WP_6/Manon.html


Glitchometry 
● In Glitchometry, Daniel worked within a tight set of constraints to make sure all the significant 

manipulation of the images comes from sound editing. At NADA, he premiered a new set of 

Glitchometry pieces called Off by One, which use a far tighter set of constraints.

● For these, which he began during a residency at Signal Culture, Daniel gave up the sound editor 

entirely and also worked in a single channel, meaning the work remained black and white.

● He started with simple shapes, Daniel then opened and closed the files in the wrong size and 

resolution, manipulating them only through this process—it pushes the pixels across from one line to 

the next. The result is cropped and printed at huge pixel resolution (around 7 ppi) on a long strip of 

canvas; the longer of the two is 25’ long.

http://signalculture.org/


Glitchometry Series 1:Glitchometry (2011 - )
● Each image begins as one or a few black squares or circles. They are sonified -- imported into an 

audio editor. Sound effects are added to individual color channels, as if they were sound, 

transforming the image. Because the tool is used in an unconventional way, there is no immediate 

way to monitor the effect. The image manipulator has a sense of what each effect does, but no 

precise control over the result. It is a wrestling with the computer, the results of which are these 

images.



Glitchometry Series: Stripes (2013, 2016)
● Although the process is very similar to Glitchometry, the look of the Stripes series is more heavily 

influenced by Op Art works, such as those of Bridget Riley and Victor Vasarely. By using simpler 

sound effects more sparingly (delay and flanger), the output is less noisy, and more crisply graphic.



Glitchometry Series: Off by One
● Each image begins as a simple black and white geometric shape. It is opened in Photoshop at the 

wrong dimensions, offsetting the pixels to create a pattern with an optical buzzing effect which hints 

at the original shape. It's a variation of the original Glitchometry series with a tighter set of 

constraints, allowing only the most minimal intervention: instead of working with the sound editor, 

only pixel offset can be used, and only in a single color channel (black and white). The results are 

printed on long strips of canvas at very low resolution (around 7 pixels per inch). 



Glitchometry #29
(2013)

● There’s a lot of contrast between the 

light colors against the black 

background.

● The black corner is a focal point.

● From the the black corner your eyes 

are drawn to the diagonal corner.



Glitchometry Hexagons #4
(2013)

● The dark colors really create a gloomy 

mood.

● This piece makes you really look at it to try 

to understand what is going on.

● The repetition of the red shapes creates 

unity.



Glitchometry Honeycomb #1
(2013)

● The zigzag line at the bottom of the 

piece creates depth.

● The straight lines of the hexagons 

contrast the wavy random lines.



Glitchometry #4
(2011)

● Many different bright colors.

● Smaller circles in the background 

become focal points.

● The shapes in the back behind the 

circles create a sense of depth.



Glitchometry Triangles #3
(2013)

● The triangles in this piece really lead your 

eyes.

● They all lead your eyes down except for the 

one in the center pointing upward.

● The wavy red lines create movement in the 

piece.

● The horizontal straight lines conflit the wavy 

lines creating contrast.



Glitchometry Triangles #5
(2013)

● Triangles in the background show 

through the stripes.

● Small repeating triangles are in the 

stripes.

● Resembles a flag.



Glitchometry #21
(2013)

● Repeating rectangles and 

squares with many different 

sizes

● The lines close together 

create a heavier lineweight

● The different lineweight and 

colors give the piece a 

unique texture



Glitchometry Circles #6
(2013)

● The overlapping circles create 
repeating crescent shapes 

● Some of these shapes are 
warped and stretched, making 
more abstract archs



Glitchometry #17
(2011)

● The vibrant colors have 
great contrast between the 
grey background

● A texture is created in the 
middle of the groups of 
lines, but it still contains the 
different colors



Glitchometry Circles #5
(2013)

● The bright orange and green 
colors have contrast between 
the dark blue background

● The orange warped lines 
show through the green and 
black circles
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