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Improvisation in Technical Media

Guest speaker- John Canny

Def of Improvisation: systematic exploration of a design space—want to look at everything including limitations and possibilities

Background terms and concepts:

1. Fluency- the idea of familiarity but not necessarily expert knowledge of a subject—to begin the design process,

· Fluency is needed but not an expert knowledge. 

· Do it systematically 

2. Meta-process- a process which includes the following:

1.)  List of qualities of the media 



Ex. Design qualities for a chair (example done in class):

i. comfort

ii. stability

iii. fits many user types

iv. mobility

v. durable

vi. style: material, shape, fits convention, fits environment, sense of status

vii. sense of status

viii. efficient matters

ix. high tech chairs (technical innovations)

x. how it makes people feel/ media properties

(want qualities that describe both an experience as well as a physical domain)

2.) Explore the design dimensions of the media (improvisation) - testing the limits

3.) Compare to case studies

3. Itten’s “Design and Form” – established a mode of thought were students were to gain fluency (in particular different types of materials. And show how they related to a used experience

4. example of improvisation = 
· parallel lines that are arranged in a way to be intersecting with each other (see example on slides) gives a feeling of chaos and disequilibrium
· contrast between two colors
· sense of tension
5. Applying these concepts that these traditional concepts can be transfers to technical media.
6. Extreme design- try to achieve design goal using the simplest method, and thereby limiting the degrees of freedom.
7. Challenging conventions- need to understand the convention and why is it used so you can break it down and try a new design.
8. Pattern libraries- recorded ideas that are used, to be saved for later reference.
Case study: design of Universal Planar Manipulator (UPM) for Tangible interaction

1. Extreme design and getting past road blocks:
· The goal is to move objects around on a flat surface
· Extreme design was to shake the horizontal plane and the things would move—they actually moved the plane according to wave forms that resulted in a coulomb pump, which relied on the idea that fiction is based on the direction of acceleration to produce a velocity in one direction. 
· They applied rotational movements in 2-D and superimposing multiple rotations to get movement out of multiple objects on the same plane, (they need multiple steps to get all object to get close to target region)
· But friction was not reliable enough at this point to make it practical = they hit a road block
· When the brick wall was slammed the following was done:
i. break down problems into smallest units

ii. throw away everything not essential
iii. rebuild
· They found that the wave could be improved on, and that if they used a rotational jamming field, which is more complex (has both a rotational and translational component), then they would be better able to direct movement of individual elements on the board. 
The example he had everyone do in class:

1. Identify some experience based qualities for chairs ( ex. Comfort, stature, coolness, etc.)

2. Then pick one controlled quality (size, weight, material, movement) 

3. Explore the experience based quality as a function of the controlled quality. See if you can come up with a good solution to address the problem. Look for extreme designs.
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