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Personal Biography

My name is George Michael Brower. I’m a third year undergraduate student in UCLA’s Design | Media Arts department, originally from Chappaqua, New York. As a high school senior, I struggled to find a university that could facilitate the study of each of my often disparate passions. Computer science, software architecture, web programming, when lumped together sound congruous. For me, graphic design, typography, music composition and illustration were part of that same mix. 

I found, however, that most universities had these two spheres pitted against one another on either side of an academic spectrum. Most schools required that my studies sprawl across majors, minors and other dual curricula to pursue these interests. I feared that an environment as such would lend itself to the education of a dilettante. I sought a place where the study of these traditionally unrelated fields could serve to enrich one another simultaneously. 

The Design | Media Arts department offered an expansive and diverse array of courses that formed a cohesive and focused whole, where art and science work not in opposition,  but in synergy. I’m surrounded (nearly overwhelmed) by a plethora of extremely talented individuals who share a strikingly similar cross-section of interests—something I once viewed as a total anomaly, unique unto myself. I feel as if I’ve made significant intellectual progress in the past two plus years. I owe so much of it to my peers.

I have a hard time predicting where this knowledge and experience will take me. I can’t pretend to know what exactly I’ll be doing professionally, and in reality, I haven’t had too much time to think about it. I’ve had the opportunity to work on a lot of really exciting and engaging projects, the sort of which I don’t think I would be exposed to anyplace else. If I can support myself doing these things after graduation, then so be it.

This past summer I lead development on a website for UCLA’s Public Policy division. The site serves as an online discussion platform for the statisticians who work to compile data for Public Policy’s series of books, entitled “Global Cultural Futures.” The series aims to document and analyze the effect of globalization on world culture, from artistic patronage to terrorism related fatalities. I designed and coded the site from the ground up to work in tight visual synchrony with the book itself, while maintaining emphasis on ease of use for the participants involved.

I recently completed a redesign of a website I had built in high school entitled the “8bit-collective.” The site serves as something of an online hangout for myself and other chiptune composers—musicians who repurpose legacy computer hardware and obsolete video game consoles to produce new, original music. To date, the site is home to almost 6,000 users and receives about 15 new compositions per day. 

Last year, during Spring quarter, I began an independent study with professor Henri Lucas to explore the intersection of typography and procedural art. So much credit is given to graphic designers for the laborious work of those who design the typefaces they utilize. In a sense, the project sought to reconcile my guilt for this act of appropriation, attempting to “remix” typography through code. Output from programs produced during the study is currently on display in the design undergraduate gallery.

Most recently, I’ve begun production on a gaming project with fellow design students James Turner, Steven Ziadie, and Brandon Chau. The four of us are very passionate about the dying (and now, nearly dead) 2D fighting genre. Peaking in the late 90’s, rival game developers lost sight of the “casual gamer,” making their fighting systems increasingly technical in order to appeal to hardcore fans. Since then, the genre has been in decline. By adding a rhythmic element to the fighting mechanic, we hope to make the genre more accessible to first-time players, while still maintaining a high ceiling for those more advanced. Each of us has a hand in the game engine’s code, art direction and narrative. We plan to submit the project to an independent gaming festival held at the Game Developers Conference in San Francisco by this time next year.
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