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Prototype Magazine: We know you primarily as a web developer.  What other 
fields of New Media are you involved with right now?

Dudley Storey:  Right now, I’m not involved in anything but web development; 
that’s what first semester, in terms of teaching is.   When we get to second semester, 

I’ll be teaching a class in 3D.  Between web development, 3D, and various outside 
areas or fringe areas like augmented reality and a couple of other areas, those are my 

primary fields.  

PM:  I’m sure you’re busy with a lot of school, but is there stuff on your own time that 
you dabble in?

DS:  Oh yeah, all the time.  It’s really nice in that I do this stuff for fun right?  I teach it 
because I really enjoy it.  On the blog you’ll see all sorts of things like “Okay hey, I did 
this in CSS”, and I won’t have a chance to teach it but I do it anyway.  I don’t currently 

have the chance to realistically do much freelance work, because there’s just no time.  If 
something comes a long that’s great; my rate is high enough, that unless they really want 

me, not a lot of people are going to do it.  I really enjoy doing freelance work but ya: time.

PM:  So what would you say is your influence?  What motivates you to keep working and 
trying new things?

DS:  Good question.  Curiosity I suppose.  It’s learning what’s possible and how to work 
things.  Have you seen the HTML5 / Flash game of Pong?  One side is pure HTML5 and 

JavaScript, the other side is Flash.  So you play this game back and forth and the ball literally 
drifts from the HTML side to the Flash side, and it works 

perfectly.  Basically one of the points is “look, you can do 
this either way.  They’re totally compatible and you can use 

either or”.  Totally a silly thing, but it’s just to show that 
it can be done.  So yeah, I do, or try to do the same sort of thing.  Or in 3D, 

making something photo-real: pushing something until the point 
where you can’t tell the difference.  So it’s that curiosity, it’s 

pushing the boundaries of things that are possible.   As a teacher 
you’ve got to be a little bit careful of that because you push right up against the limits of things.  

Then people are moving into the industry and even 18 months later, the rest of the industry isn’t quite 
at that level.  But my way of thinking is “okay, I’ve prepared you to be ahead now”.

PM:  You’re going to create a bunch of bored graduates.

DS: No!  Because students are going to get that work in the industry.  What I want to do is create 
really competent students who then can say “I can do this work” and then when things come along and 
someone says “do you know how to do this?” the student can say “Oh ya, I do” or at least “yes I’ve got 

the grasp of this, and I can take it further”.  That’s my goal.  Because the industry is saying “we need 
real competence, but we also need self learners, people who are interested and will take things further”.
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PM:  
You were 
born in New Zea-
land and moved to Canada 
12 years ago.  Can you list any ma-
jor differences in New Media between the two 
countries?

DS:  It’s harder now because I’m twelve years away from it.  What I can 
tell you is that in New Zealand, we’re so far away from everything so all imports 
are tremendously expensive, you have to basically build it yourself.  You see that with Peter 
Jackson’s  Weta Workshop who did Lord of the Rings.  Where it’s essentially done in-house, and you 
have to build it up yourself.  While that was my impetus originally, when I left New Zealand, Weta was only 
just getting off the ground and Peter Jackson wasn’t yet a household name.  I needed an environment with a little bit 
more pre-built support.  I needed an environment that was a little bit bigger, a little bit more dynamic.  So it’s hard for me to say 
where it would be at now.  I think there’s possibilities but New Zealand’s small right?  It’s three million people, and Calgary 
itself has a million.  

PM:  What excites you the most about New Media right now?

DS:  Probably where social media is going to go and what’s being done with it.  So far I see most of the communities as being 
somewhat trivial.  But that’s beginning to change.  You’re starting to see things like social media being used for disaster relief 
in really effective ways.  The most recent example being Haiti where you start getting people taking open source Wikis and 
starting to just build this stuff on site like “here’s where people are missing”.  Just building that local community and putting 
an electronic surface on it, allowing people to reconnect in that way.  I think where social media is going, augmented reality 
is going to be a necessity because we’re living in this info-smog.  You’re surrounded by this information but it’s not always 
relevant and not always easily accessible.  But if you start thinking of tags for instance: things are tagged in Flickr so you can 
automatically start to make associations between them.  If you start to do that in the real world where people are leaving tags 
around objects, and buildings, and everything else: information just pops up above your head when I’m talking to you so that I 
remember your name, and I don’t need to look something up, it’s just there.  It’s a media rich environment that becomes inte-
grated with the real world, rather than something that you have to look at separately on a device.  It’s bringing that data into the 
real world; that’s really interesting to me. 

PM:  Speaking of teaching, New Media like a lot of creative fields can be really competitive, and people involved sometimes 
would like to keep their secrets to themselves.  They know how to do things but they don’t want to share it because it gives them 
an edge.  What makes you want to teach others and share that?

DS:  It’s almost a philosophy.  In second semester and third semester I start talking about open source philosophies.  The tra-
ditional corporate model is “okay, we have this patented, copyrighted stuff that we’ve locked down and only we can do it”, the 
Microsoft model, for lack of a better term.  And that has been traditionally the way that corporations work and has been tradition-
ally the way that some people work: “it’s my secret, only I know how to do it”.  And then there’s this other stream that basically 
says, “I can be better by sharing out information, and if I share that information and other people share with me”, because there’s 
a certain degree of trust with it, “then we can all as a community and as individuals do better and faster”.  It’s then based on 
reputation, not on what I own.  Does that make sense?  So the last thing you did becomes the best thing that people have seen, 
and it’s just on what did you do recently, rather than “oh I have to come to you because you’re some kind of patent-troll, and 
you have a lock down on this”.  To me it’s a philosophy.  I’d far rather be better about sharing this information out and letting 
everyone know about it.  And on the blog, opening it up to comments and just growing and growing and growing, rather than 
locking it down and making it proprietary. 

PM:  So, before New Media, what were you up to?  What were you doing?  What was it that switched you into New Media?  
Was it that you were working at a Safeway one day..

DS:  No (laughs), because I was in New Zealand and they don’t have Safeway yet.  Oh gosh.  I think I told you briefly, that the 
first computer I had personally was a Commodore 64, so it had 64K of RAM.  The first computers that were at what you’d call a 
high school and I call intermediate school, were literally green screens.  They only had shades of green, and had 4K of RAM, and 
I think I saw the possibilities of creation in them.  Because there were relatively few programs at that stage, so if you wanted to 
do anything special you had to build it yourself.  Which is also part of the New Zealand ethos but that’s another storey entirely.  

So it was seeing this computer equivalent to a giant blank piece of paper and seeing the creative possibilities inside of 
it.  I was trying to make on a pet computer with 4K of RAM, the equivalent to a 3D speeder run out of Return 

of the Jedi where there going through the forest.  And I just couldn’t do it because the machine just 
wasn’t capable of it, but I could get the logo done, and I could get other parts of it done, 

and I could make a kind of game, and that was the start.  And then the com-
puters slowly got better, and I was able to get the ideas from my 

head, into this device, and it was basically seeing the cre-
ative possibilities of this tool, and going from 

there.  And being forced in a way, 
that if I wanted to see it, I 

had to make it.

PM:  So speaking of that, there’s 
lots of talk about us being a post-
literate society and the web being 
a big contributor to that because 
we don’t have to remember things.  
Do you think that when technol-
ogy is at a state where things pop 
up above your head, we’re going to 
become…

DS: …Really dependant on it!  
Because it’s cognitive processing 
right?  You don’t use your brain 
for stuff you don’t have to think 
about.  So I don’t have to remem-
ber people’s names or phone num-
bers, they’re just there.  The prob-
lem is that then you really have to 
be sure that the technology that 
you use to do that stuff with is re-
ally robust, because if it goes away, 
you are screwed.  You’re hooped.  
I don’t think that there’s anything 
wrong with that.  I think that cogni-
tive offloading is a good thing.  I’d 
far rather use my brain for other 
things, but if you do it you’ve got to 
be really sure that the technology is 
always there and always working.  

I am a little bit worried about the post-literate thing, because 
I think that good writing is still important and unfortunately 
the internet isn’t great for that.  But on the whole, it’s a good 
thing.

PM:: What’s going to make a good New Media student 
and eventually employee?  If you had one piece of advice, 
what would it be?

DS:  Be passionate.  You can’t fake this stuff for terribly 
long.  You can certainly make money doing websites 
but if you hate doing it, it’s not going to last.  It’s true 
about anything, any industry.  And you guys are com-
ing out of , unless you’re very fortunate, the kinds of 
jobs where you just have to do the work.  If you’re 
working for a butcher you have to wipe the blood of 
the table.  No one really likes that but it’s the work 
that you do, the work you get paid for.  But your 
now transitioning hopefully into “this is really what 
I want to do.  This is what I’m fascin ated by and I’ll 
happily stay up until two o’clock in the morning 
because I love doing it.  And the money is great 
but I do it because I love doing it”.  And that by 
itself gives you satisfaction.  There’s actually been 
a calculation: beyond 60K dollars in the modern 
economy, money doesn’t make you happier.  

If  you can make 
60K a year, in 
Canada, every-
thing else is gravy.  
You’re not any hap-
pier any higher you 
go.  So what hap-
pens is, you become 
happy because of 
experience, because 
of achieving your 
own personal goals, 
and that’s it.  That’s 
all that’s left.  So you 
make experiences for 
yourself that you en-
joy, and you achieve 
things that you want 
to do.  Be passionate, 
have fun with what 
you’re doing and enjoy 
it.  If you don’t, find 
something else.  PM

terribly long.”

You can’t fake
this stuff for

“Be passionate.
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