
Technology is a CATALYST that 
continua!y interacts with who we are 

and influences our evolving way of life.  
design is the vehicle to craft the 

direction and nuance of that evolution.

And SO we reach the end of Chapter 2. 
what begins as science fiction 

becomes technological reality, 
its implications no le" fantastical.

Design Etude
Chapter 2

Part 1: inside-out Brainstorm
A#ly the idea of inside-out design, and work backwards to conceive of a 
physical expre"ive toy.  Do this by taking advantage of an existing everyday 
technology.  Work rigorously with the constraints of available technology (no 
"if only we had X") and consider an aesthetic leap that justifies using the 
technology (something you couldn't do without it). The toy should aim to invite the 
user to be creative or playfu!y expre"ive in some way.  Sketch ideas, and articulate 
as much detail as po"ible.

Part 2: (optional) prototype it!
However you are able, prototype your design.  build the minimal e"ential 
elements.  This is where the proverbial ru$er m%ts the road and where you wi! 
discover how we! (or not) the technologies you plan to use lend themselves to 
the task.  You May n%d to backtrack, and perhaps even start over with an 
entirely new concept if you get stuck. Do not try to solve hard technical 
problems unle! absolutely nece!ary.  Don't fight the technology. 
embrace its strengths and limitations.

Part 3: One More Thing...
After you've described your concept in as much detail as po"ible, think of one 
feature to rea!y push this over the edge!  For example, the globe in 
ocarina was a simple but over-the-top design gesture.  similarly, You might think 
of a specific social feature or a co"aborative use case for your design.  
G&d luck and have fun!

physical laptop + COMPUTER vision + visualization 
= "laptop a#ordion"*

(Somewhere betw%n awful and awesome)  Set laptop sideways on lap and play by 
opening and closing the scr$n (motion tracked by computer vision, using 
frontside onboard camera).  sound is synthesized on laptop; keyboard is ma#ed to 
pitch. the scr%n itself might visualize the physical opening and closing of the 
instrument.  An over-the-top version: scrub a video recording (ma#ed to 
scr%n position) of someone's face as if the person is tra%ed inside the laptop, 
as you play it!  Let the bad ideas flow, for they are the s$ds of g&d designs!

Example

*we actua!y built one... coming in chapter 5.

102

ARTFUL
DESIGN
ARTFUL
DESIGN




