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This class: Design & Prototyping

Technical design, Industrial design, Product design,

User-centered design, Human-centered design, Participatory design,

Looks-like/works-like, Rapid prototyping, Organisational prototyping

How/what/who/where/why machine?



Last class: Marxist technology & rise of CNC

Forces of Production

Relations of Production



Last class: framing

Mainframe − > PC

Factories − > personal fabrication

Is this a shifting force/relation of production?



Last class: where are we now?

Forces of Production

Factory − > desktop

Relations of Production

Mainframe − > personal

False Consciousness?







Readings: Transforming society by transforming technology:

the science and politics of participatory design,

P. Asaro, Accting., Mgmt. & Info. Tech. 10 (2000) 257-290

JAD & socio-technical systems + collective resources − >

Participatory design

Users, designers, and technology factor into technological development

”participatory design methods can be a highly successful way to

build technological systems because it integrates an assessment

of material, practical and political consequences of a system in

a single dialectic of resistance and accommodation”





Who is the user?

Who is the designer?

What is the technology?









Starchitects and Designers

work where they’re paid

Users however...



Users & user-centered design:

What’s the framing for the intervention?

can the users ”speak for themselves”?

can the users interpret the practical consequences of technical design?



Users & human-centered design:

can they articulate needs through prototyping?

image: http://www.ideo.org/stories/the-art-of-rapid-learning



Design methodology as a product

http://www.designkit.org/

http://www.designkit.org/


What are the limitations of the user as the designer?



Can users ”speak for themselves”? ”disrupt”?

see also http://www.newyorker.com/magazine/2014/06/23/the-disruption-machine

http://www.newyorker.com/magazine/2014/06/23/the-disruption-machine




You are the designer here.



An example from the readings:









But actually, Ashby & Cebon are proposing to ”replace” the

designer with an interactive software tool.

Where does that leave you as the designer?

What are the aspects you need to synthesise?





Readings: Gestural Design, a treatise

I. Moyer, 2013

Universal principle of matched impedance

Effort allocation and asymptotic design

Evolution, intelligent design, and prototyping

Tolerance and precision, satisficing and maximizing

Gestural design



”The tools of the future will facilitate gestural design.

We will have tools which are more tightly coupled to our

computers, and we will have computers which are more

tightly coupled to our tools. The act of design should be

synchronous with fabrication. Serendipity must once again

reclaim its throne.”

- Gestural Design, a treatise, I. Moyer, 2013



Teaching machine design and building

An MTM workshop I ran with Ilan at FabX 2014



Ideas for machines



Using made machines to make machines



Machine prototypes



Machine testing



Can it be even faster?



MTM week in HTMAA, with James Coleman, 2014





Modular machines that make: prototyping with axes of motion



Now: prototyping motion systems with foamcore fun

Assignment for next week:

Make a software tool for fabrication (see website)

Next week: materials


