


The bricoleur’s…universe of instruments is closed 

and the rules of this game are always to make do 

with “whatever is at hand.”

—Claude Levi-Strauss
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Lorem ipsum dolor sit amet, duo dicat euismod 

intellegat no, id eum omnes detraxit inimicus, eum 

te magna ceteros officiis. Eros feugiat adipisci mei 

an, ex mollis facilis ius. Et vim prima delectus, 

dicta platonem necessitatibus ea qui, an vulputate 

assueverit referrentur per. Ex cum iusto quaestio. 

Id eam dicam cetero admodum, qui regione tritani 

eiasd asdjoasjd sadpjpowqi.

Pro an iudico utroque denique. Duo at everti 

impedit gubergren, sensibus consequat his ei, vim 

ex aeterno appetere reprimique. Agam recusabo 

adversarium te sed, ceteros accusamus vim eu, 

eros legimus abhorreant te qui. Bonorum invidunt 

id vis. Pri possit liberavisse ea, te vel errem deleniti. 

Ex erant quaerendum eam, et facete postulant 

laboramus vel.

Cum cu oportere delicatissimi. Mel unum com-

mune posidonium te, graeco facete placerat vel ut. 

Ut modo illum quo, ex amet intellegat expetendis 

eam. Duo tantas doctus feugait et, iudico partem 

dissentias cu sea. Et vivendo mandamus pericula 

mei. Posse decore petentium vix an, vel cu ferri 

verear iriure.
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Bricolage, as defined by Wikipedia in regard to the practical 

and fine arts is, “the construction or creation of a work 

from a diverse range of things that happen to be available, 

or, a work created by such a process.” The inspiration for 

this publication, however, was primarily based off of how 

bricolage manifests in the liberal arts (specifically social 

psychology). The term social bricolage introduced by cul-

tural anthropologist Claude Levi-Strauss in 1962 is defined 

by studies that stemmed from an interest in how societies 

create novel solutions by using preexisting resources from 

a collective social consciousness. Creative cognition, is a 

similar approach that studies how individuals retrieve and 

recombine knowledge in new ways. Psychological bricolage, 

therefore, refers to the cognitive processes that enable 

individuals to retrieve and recombine previously unrelated 

knowledge they already possess.

This project stems from concepts of relational design, 

anticipatory design and performative approaches; all con-

temporary models for designers which call for more impro-

visational and situationally-based approaches to a design 

process. Questioning the proliferation of ‘choice’ in contem-

porary Western society, both Relational and Anticipatory 

design methodologies propose that designers place more 

focus on developing constraints for a design project, to 

result in more generative processes and performative expe-

riences. This project exaggerates upon these methodologies 

and rebels against a traditional, linear process of design by 

setting up a project with the absence of goals and utilizing 

performative investigations to develop content.

A title
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Technology, Design
Convergence

Alex Liebergesell 

Lorem ipsum dolor Sit amet, duo dicat 
Euismod intellegat Id eum omnes 
detraxit. duo dicat Euismod intellegat Id 
eum omnes detraxit. duo dicat

This essay gives a contextually broad definition of technology, traces its 

relationship to cultural formation and examines the effect technological 

convergence has on art, design and social practices. It also argues for 

an interdisciplinary mindset for designers in addressing extrinsic and 

intrinsic human needs, as well as the emerging technological and social 

conditions of ambiguity and variability.

Technology Beyond Tools 

Technology, from the Greek techné (art, craft) and -logy (study of), is 

defined as tools derived from the deliberate application of knowledge. 

Everyday, we know it as all the man-made artifacts and connected sys-

tems which surround us. The simple tools, compound tools and complex 

systems used for natural resource extraction, material processing and fin-

ishing, energy production, construction, transportation, communication, 

medicine, scientific research, analysis and weapons platforms define our 

technological world. Today, the term has become near synonymous with 

the management of information and media, and it’s easy to see why. With 

less than a century of development, the computers and global network 

structures of our information age have given us a significant evolutionary 

boost, where dematerialization and diffusion of information and ideas 

overshadows the achievements of the mechanical and scientific ages, 

and which are disrupting what had appeared to be the enduring eco-

nomic, social and political models borne out of the Industrial Revolution.

The conventional understanding of technology implies a strong 

dependency between technology, industry and scientific knowledge. 

But it doesn’t give a complete picture of how technology emerges and 

manifests itself. A look back at the record of our evolutionary ancestors 

and the artifacts that they left behind reveals their capacity for process-

ing natural materials and reshaping their environment well before they 

possessed the ability to imagine and apply abstract scientific concepts. 

As early as two million years ago in the Pliocene epoch, Homo habilis 

(“handy man”) of the Olduvai Gorge fashioned flaked pebble choppers 

with no understanding of materials science. 1.5 million years later in the 

Lower Paleolithic epoch, Homo erectus (“upright man”) discovered fire 

unaware of the physics of combustion. And 12,000 years ago at the onset 

of the Neolithic, our Homo sapiens (“wise man”) ancestors established 

the first agrarian communities and subsistence economies, though they 

had no grasp of civil engineering principles or macroeconomic theory. 

If technology is assumed to only be the tools and systems built upon 

underlying scientific knowledge and produced by some level of orga-

nized manufacturing capacity, then primitive man can be said to have 

had no technology at all. 

But the archaeological record clearly attests to proto-human technol-

ogies, and they appear to have originated even earlier than we had 

thought. Engraved notations on Homo erectus artifacts discovered 

in Indonesia provide strong evidence that as far back as the Lower 

Paleolithic, cognition and neuro-motor control were advanced enough 

to permit them a certain degree of purposeful analytical observation 

and written communication, skills previously assigned only to our own 

species. However rudimentary their skills might have been, our distant 

ancestors followed the very steps that we do today when inventing the 

means for communication and survival — by giving form to speech and 

objects through trial and error, managing perceptions, sharing and test-

ing acquired knowledge, assigning significations and institutionalizing 

tasks repeatedly in order to create even more forms, ideas and structure. 

At a fundamental level, the tasks of observing, experimenting, creating, 

testing and teaching are themselves technologies, because they are all 

deliberate, conscious acts which ultimately seek to extend our human 

physical and mental reach. Therefore, technology can be defined as the 
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trialized nation that perhaps possesses the means to project power and 

influence policies on a regional or even global scale. It can be built upon 

a heritage that promotes healthy competition, innovation and individual 

initiative, but it can be a society that nonetheless creates economic and 

social imbalances. A primitive society can carry on restrictive social prac-

tices, but they may be a reflection of enduring traditions which serve to 

cement group cohesion in difficult environments, and such traditions can 

in turn inspire artistic expression with subtle use of abstract symbolisms, 

techniques and materials. Such a society can be successful, as long as it 

is able to accommodate incongruities wisely and maintains adequate 

channels for personal expression. True that such a society may not have 

access to the level of comfort enjoyed by those living in a more industri-

alized nation, but the latter can present its own dangers, and through its 

enormous resource demands, consumption and material waste, threaten 

to irrevocably damage our natural ecosystems on a planetary scale. 

Thus when considering technology and culture, it’s important to recognize 

that a low level of technological development does not necessarily mean 

a low level of culture, or that a high level of technological development 

guarantees a high level of culture. There is only a proper or improper 

application of technology as it aligns with cultural expressions and ideals. 

Moreover, a technology can only truly be advanced if it can demonstrate its 

benefit consistently with an optimal level of articulation and resource use. 

And while a primitive technology may lack the performance features of its 

modern counterpart, calling something a primitive technology is to tacitly 

acknowledge that it still most likely “gets the job done.” 

As we continue in our effort to analyze and break down technologies, we 

can assign them as being either simple tools, compound tools or com-

plex systems, and measure their utility, efficiency and levels of alignment 

with extrinsic and intrinsic human needs. While the following examples 

focus on artifacts and organized human activities, this taxonomy of 

simple tools, compound tools and complex systems can apply equally 

well to concepts, perceptions, processes and practices.

Simple Tools, Compound Tools and Complex Systems 

At first glance, what we call a simple tool or a compound tool might 

tools and systems derived from knowledge, as well as human percep-

tions, processes and practices, whether or not they are based on science 

or industry.

Technology and Culture 

A pair of hands scooping water or a stick used as a spear or lever; the 

preparation of foodstuffs or the stitching of leather garments; a cairn 

marking a grave or a notch carved on a tree: all came before the invention 

of ceramics and forged utensils, weapons and armies, agriculture and 

cooking, textiles and fashion, social rituals and symbols. Handed down 

from generation to generation, slowly improved upon and committed to 

learning, tools plus perception-and-knowledge-as-technology are tanta-

mount to the formation of what we call culture. Humans (as well as some 

lower primates and corvids) shape and organize tools and independent of 

instinct and biological programming, pass such skills onto their offspring. 

This transmission of knowledge and skills is the essence of culture; without 

it societies stagnate, wither and die. Our culture appears to be dominated 

and defined by technology, because culture itself is technology. 

Given that, can we make a positive correlation between a high level of 

technological attainment and an “advanced” culture? The answer is yes, 

but only if the technology is found to be used appropriately, otherwise 

the negative affordances of a badly implemented technology, however 

sophisticated it may be, can be a weakening force for the culture in which 

it operates. At a basic level there is really no good or bad technology, 

just good and bad applications of it. The answer of course also depends 

on one’s cultural bias and attitudes. By the standards of contemporary 

market economics and social development indices, a nation possessing 

a large industrial base, sophisticated banking structures, an educated 

and productive workforce and broad-based trade practices is “advanced,” 

while one on the periphery of global trade and affairs and low manufac-

turing capacity is “primitive.” But consider any so-called primitive society’s 

history, beliefs, customs, language, and self-perception within its own 

unique context. It may not be rich, powerful or modern, but one might 

find that the aggregate strength of its heritage can position it high in the 

areas of “social” technologies, where cultural practices hang in balance 

with the right level of technological adaptations. Then consider an indus-
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grain harvesters, or miniature diamond blades are precision or even 

high-precision adaptations which are assigned to function within their 

respective manufacturing, agronomic or life science systems, which in 

turn draw on a wide range of technical expertise and social intelligence 

in order to meet complex needs in specific ways.

In the same way that a compound tool’s articulation reveals degrees of 

refinement and its place within its own development matrix, a complex 

system can be described by its articulation and its up- and downstream 

dependencies. Compound tools become complex systems when 

refinements and dependencies grow. A complex system organizes its 

articulations as sub-assemblies which work in coordination with each 

other, while it seeks to subsume as many refinements and dependencies 

under its authority and control as it can. For example, in order to main-

tain its flagship operation, a global shipping company manages tightly 

coordinated warehousing and sorting facilities, land and airborne fleets, 

administrative functions and the personnel necessary to man them. 

Clearly such an enterprise is already a complex system. The complexity 

of this system expands dramatically when the company sources its own 

fuel, services its own fleets, provides just-in-time logistics for customers, 

manages a credit union, stores its own data and institutionalizes redun-

dancies for the prevention of systemic failures. The global shipping com-

pany no longer simply moves and delivers packages, it technologically, 

economically and culturally ties numerous high human-factor systems 

and complex social practices in an unending web of mutual dependen-

cies and needs. Complex systems create other complex systems, and 

gather power over space and time. 

Notwithstanding these examples of the modern hand axe and the 

shipping company, advanced technology and industry are not necessary 

preconditions for complex systems. Similar to the way in which the level 

of technological attainment and cultural development aren’t always 

correlated, complex systems can arise in the sparest of environments. 

What makes a system complex is not only its size, articulation, degree 

of refinement or extent, but also in the degree to which it organizes 

social intelligence and skills. Ancient irrigation systems and fortifica-

tions, armies of conquest and nascent world religions sustained entire 

seem self-evident, but when we consider an artifact either as one part of 

a collection or a specific instantiation within an adaptive development 

matrix, the distinction becomes harder to make. At what point does a 

simple tool become a compound tool, and in turn when does a complex 

system begin? 

At the most fundamental level, we can think of a simple tool as one being 

made from a single elemental material and which requires little or no 

external energy input for it to attain its basic utility. A good example is 

the Homo habilis stone chopper. The chopper is a single piece of found 

stone, usually flint, roughly knapped by hand with another stone, and 

used for splitting, shredding or crushing softer materials. Their overall 

physical features are generally similar to those of subsequent hand tools 

made by Homo erectus and Homo sapiens, suggesting that not much 

had changed over a period of nearly two million years. But these tools 

and their utility have evolved in ways that are not immediately apparent. 

Evidence shows that already by the Lower Paleolithic epoch, Homo 

erectus began to differentiate the use of their choppers, attaching hafts 

on some and using unique bi-facial flakings on others in order to meet a 

range of needs. These artifacts thus became part of a tool kit, evidence 

of our predecessors’ ability to make classifications, establish patterns, 

systematize procedures and adjust techniques accordingly. In this case a 

simple tool, through its grouping and refinement, can become a single 

part of a larger compound tool, although it is a discrete component that 

isn’t literally connected to another.

Take also the example of the steel hand axe, the modern incarnation 

of the Paleolithic chopper. Comparatively speaking it remains a simple 

tool. But it won’t take much to see that it is a compound tool. For one 

thing, unlike the proto-human chopper, the typical modern steel axe is 

made up of discrete parts, and the parts assembled together carefully 

(one hopes) in order to attain specific performance characteristics when 

applied to a particular purpose. The articulation and the specificity of 

such an axe, precision-engineered and fabricated in a complex manu-

facturing setting, make it unmistakably a compound tool. When the axe 

is adapted further, its utility potential can quickly multiply and become 

an integral feature across a number of different systems. Plasma cutters, 
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hierarchies, shape labor forces, build trust and a sense of belonging and 

protection. 

In general then, we can say that technology allows for survival and opti-

mization in a physical sense, while culture gives meaning and context to 

life activities in a meta-physical sense. Today, people in wealthy industri-

alized societies have largely surmounted foundational extrinsic needs, 

often take technology for granted and reflexively demand intrinsic value 

in whatever is made, exchanged and consumed. For those in so-called 

under-developed or emerging societies, factory-based manufacturing 

industries still represent the most direct means by which to attain extrin-

sic progress — even as intrinsic cultural practices still form the basis for 

stable communities. A good example of a foundational manufacturing 

sector is the textile industry, which through the eighteenth and nine-

teenth centuries served as the mainstay of economic expansion for the 

United States and England. Today it remains a viable entry-level industry 

for emerging economies and traditional societies in parts of Asia, Africa, 

Latin America and the Middle East. The workshops and factories that 

turn raw materials into export commodities have relatively low barriers 

for entry and start-up; the added social and economic benefit of pro-

viding women with the opportunity to transcend traditional roles by 

accessing education and the labor force is a feature that is embraced in 

some societies, fiercely rejected or exploited in others. A relatively new 

development is the rise of information technology sectors in emerging 

or mid-tier economies such as India, South Africa and Lithuania. Such 

countries are augmenting their manufacturing, agricultural or mineral 

extraction capacities or bypassing them altogether, and in the process 

of creating competitive services that can be easily disseminated across a 

global marketplace, they are  discovering adaptations suited to their own 

unique domestic requirements.

While alignment of extrinsic and intrinsic values is desirable in any 

society, measured disruption of this alignment even if just symbolically 

can have positive effects. By sanctioning departures from established 

norms, communities and individuals can imagine and aspire to new orga-

nizational frameworks, social models and expressions through means as 

varied as re-enactments, demonstrations, role-playing and storytelling. 

civilizations in the past not with earthmovers and steel, guns and mass 

media, but by amassing powerful cultural forces to mobilize human 

potential and resources. Meanwhile, in their time even the most techni-

cally advanced civilizations in antiquity succumbed to the assault of less 

sophisticated, but nonetheless determined invaders; and all the complex 

and automated systems which exist today would sooner rather than later 

cease to function were it not for a dependable energy source and regular 

service by people.

So we see that when ascribing definitions as to what constitutes simple 

tools, compound tools and complex systems we can set some parame-

ters, but we need to recognize that the definitions are fluid depending 

on a number of contextual dimensions. For a tool to be simple, we can 

say that it needs to be fashioned out of basic materials, be singular 

and non-specific in use. A simple tool can become a compound tool 

when grouped in a set. A compound tool is one that is articulated, 

more specific in use, and requires a greater degree of assembly and 

external inputs. A complex system is a collection of compound tools 

and sub-assemblies which absorbs a wide range of up- and downstream 

dependencies, and exerts its influence over space and time. Finally, social 

intelligence and skills can overcome limitations in — and beat —techno-

logical capabilities, while even the most advanced technology will always 

need energy and people to operate and maintain it.

Extrinsic and Intrinsic Human Needs  

In order to further excavate the relationship between technology and 

culture, it is useful to match them to the concept of extrinsic and intrinsic 

human needs. Extrinsic human needs — little changed from the time of 

our Pliocene, Neolithic and Paleolithic ancestors — can be broken down 

into four key elements: food, water, shelter and security. (To these, we 

can today add energy as a vital element for survival). The knowledge and 

techniques needed for resource acquisition (hunting and well-digging), 

making tools (a spear) and building defensible structures (a bower) 

are examples of technologies which allowed our ancestors to survive 

and generate progeny. Social rituals (induction ceremonies), status 

symbols (a decorative shield) and kinship gestures (blessing a communal 

home) were the cultural expressions which served to strengthen social 

1918



Open and Closed Systems 

Looking at the correlation between any given technology’s extrinsic 

performative values and its cultural expression (as an embodiment of 

intrinsic values) can help us make a critical assessment of the utility and 

appropriateness of the technology itself and the nature of the culture 

from which it originates. 

A symmetry between technology and culture reveals for the most part a 

peaceful and stable condition of existence while an asymmetry reveals 

conditions of material shortages, environmental gaps or war. This angle 

of study can in fact illuminate many of the underlying causes of conflicts 

that can arise between nations, regional states, communities and even 

individuals. The forces of globalization, population movements, territorial 

expansion — and the occasional natural cataclysm — can give rise to 

asymmetries between competing technological, cultural and economic 

imperatives, where “advanced” and“primitive” (or “good” and “bad”) 

values are locked in opposition. Often the solution — by those who have 

it — is to apply more technology, an auto-catalytic process where even 

good intentions can sometimes push complexity onto systems already 

overwhelmed by too many inputs. As we’ve noted, positive cultural 

values have the capacity to neutralize adverse conditions, but any 

community under stress has the potential to express negative impulses, 

misdirect human labor and materiel, and invest enormous amounts of 

energy toward asymmetrical confrontations that seek to attain equilib-

rium on its own terms under the cover of cultural grievances.

As we can see, in these kinds of scenarios the discussions are often 

framed in terms of advanced or primitive, good or bad, rich or poor. An 

alternative, more objective measure of “open” and “closed” can help us 

overcome some — if not all — of the usual biases than arise when we 

compare technologies and cultures, and which limit our thinking as we 

approach problems. Is a culture open to assimilating the influence of 

other cultures, and what opportunities and challenges does this open-

ness create? What does a closed culture stand to gain or lose? An open 

society that permits cultural assimilation is one that likely democratizes 

knowledge and champions equal and fair access to education, economic 

opportunity and various modes of expression. But it is also one that can 

Exploring possibilities beyond normative boundaries circumscribed by 

laws, customs or habits promote adaptations to shifting circumstances 

and evolving public sentiment, while in some cases it serves to reaffirm 

consent on previously held beliefs or practices. Sometimes a society 

faces a real need to shift cultural paradigms in order to survive and grow, 

and when such changes occur disruptions are sure to follow. In engineer-

ing practices, pushing past performance barriers spurs invention and 

innovation; disruption, even destruction, is usually part of the research 

and development process. Decoupling the extrinsic and intrinsic values 

of a technological artifact or system can result in unexpected uses and 

new meanings, and as we see from the example of Carl DiSalvo’s discus-

sion of agonism, embodiment, social robots and the uncanny in his text 

Adversarial Design, such deviations can provide critical insights into our 

everyday social and political practices.

For all the differences in technological attainment and cultural expres-

sions found across societies, commonalities are more prevalent when 

it comes to fundamental human practices and aspirations. Human 

behavior patterns are universally consistent, as are our responses to 

the affective signs — no matter the differences in superficial aesthetic 

details — which give value and meaning to everyday objects. Both the 

cosmopolitan urban dweller’s search for“authentic” experiences and the 

emerging economy’s desire for global name brands spring from this com-

mon human affinity for salutary gestures and symbols. As for describing 

fundamental mental activities, the knowledge process dimensions from 

Lorin Anderson’s Bloom’s Revised Taxonomy provides an up-to-date list 

of essential cognitive skills that not surprisingly mirror key affordances of 

our information age systems (and which happens to be just as useful for 

hunting bison), while George Murdock’s Cultural Universals and content 

theory’s Hierarchy of Needs by Abraham Maslow are two typologies of 

cultural expressions and emotional needs which relate to all cultures at 

all stages of  technological development. All the point values from these 

classification systems can also be directly correlated to familiar tools and 

complex systems, which enable us to trace the connections between 

technology, tools, cognition and cultural practices within a historical, 

evolutionary framework.
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a good starting point if we are seeking to set new terms of engagement 

with the world around us — a generosity of perception which enables us 

to create new models for living, creating and communicating.

As we have seen from our discussion thus far, technology can be 

understood as the purposeful application of knowledge, as well as 

of perceptions, processes and practices. We see that technology can 

grow independent of science and industry, and that culture itself is 

technology. Both technology and culture need to be studied together 

in the context and circumstances in which they operate. Furthermore, 

we can analyze and categorize almost any technology as being either a 

simple tool, a compound tool, or a complex system, as long as we do so 

with an understanding of the complex and fluid relationships between 

them. A technology’s success can be measured by its utility, efficiency, 

refinement, degree of articulation and alignment to extrinsic and intrinsic 

human needs. 

And finally, we can discover new value propositions by adjusting our 

language to imagine conceptual models that allow new types of human 

engagements. 

Art, Design and Technology 

The term design (Latin designare, to designate) is defined as a plan or an 

intent. Technology is defined as the deliberate application of knowledge, 

and as we have seen from its classical etymology, related to the study of 

art and craft. Design and technology, then, are inseparably tied through 

their common meanings of deliberate intent and purpose, and in turn to 

art and craft through the physical instantiation of ideas. Vilém Flusser, in 

his 1993 essay About the Word Design, explains design as a “bridge” born 

during the Industrial Revolution which attempted to close the “sharp 

division between the world of the arts and that of technology,” which 

he notes had been in place since the Renaissance despite the concep-

tual affinity between the two. For Flusser, design is nothing less than a 

reunion of equals which makes “a new form of culture possible.” Designer 

and educator Louise Sandhaus simplifies the formulation and calls design 

the synthesis of perception, form and tools: a definition essentially 

indistinguishable from that of technology — and art. Much of design 

spark resentment if it extracts unreasonable or unequal concessions from 

some of its co-participants, or if one group consumes too many resources 

at the expense of another. A closed society can seek to protect seemingly 

successful cultural values by imposing consensus order and limiting 

access to disruptive external influences, but over the long run it pays a 

price in economic, intellectual and demographic isolation.

And what of the benefits and pitfalls of an open or “shared” technology as 

opposed to a closed one? The open and closed dialectic applies directly 

to one of the principal challenges we face when refining the tools and 

systems of our information age. An architecture system based on neutral 

access and open-sourced commonalities distributes information, spurs 

invention and promotes collaboration — think of Wikipedia — but 

it can be vulnerable to malicious attack and misuse. A closed system 

might better preserve data integrity and mitigate security breaches, but 

its isolation from the systems that surround it can limit its utility and 

flexibility. In complex human-factor environments such as an automated 

manufacturing plant, a precision research lab or a modern fly-by-wire 

cockpit, engineers constantly seek to find a balance between an open 

system’s interoperability and a closed system’s discrete functional 

autonomy, between interface maximization and minimization or a choice 

between primary and secondary telemetries. Often the fundamental 

objective in such instances distill down to determining when and under 

what circumstances a technological system should be “open” or “closed” 

to human access and intervention.

Whether it be in the operation of tools and systems or the spread of 

ideas, this notion of what is open and closed — or put another way, what 

is permitted and what is not — seems like the most commonly applied 

benchmark when it comes to basic performance attributes and interac-

tion models. While useful and often practically necessary, this approach 

is not enough basis for uncovering new value potentials in tools, systems 

and people. By first adopting a new kinesthetics of language we can 

shape new ways of seeing, acting and thinking, thereby freeing ourselves 

from preconceptions and biases which reify fixed orthodoxies and proce-

dures. Thinking of something as being open or closed (and even better, 

open and closed), rather than good or bad or advanced and primitive is 
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procedures and intent over the last century. As an added benefit, this 

formulation gives room and equal footing to liberal arts and social sci-

ence disciplines as technologies in of themselves, and brings into sharper 

relief their relevancy to art and design practices as a whole. 

               Technolog        Design         Art

        

Culture

Technology 

  Culture

    Ar                 Design             Soc.Sci

 

Design and Convergence 

Fundamental two-dimensional visual organization principles, 

three-dimensional spatial-temporal experiential modalities and formal 

post-modernist and post-structuralist deconstructive strategies are the 

axioms which inform virtually all contemporary studio-based practices 

today. Creating functional and symbolic value for commodities and 

services is to describe the essential task of advertising, branding, service 

and product design, while re-designating materials and their properties, 

or stripping artifacts of their utility value in order to assign new meanings 

— whether by removing them from their original context or some other 

type of restatement — is to describe the strategies of key art movements 

of the last one hundred years. However, important as these axioms 

are, they are not sufficient for addressing emerging needs spurred by 

technological convergence. Convergence demands the adoption of 

conceptual frameworks and methodologies from a variety of disciplines 

that thrive on and near the intersection of technology, applied science, 

social sciences and design. 

For example, architecture, urban planning, cinema, theater, dance and 

music operate in spatial-temporal dimensions where formal structural 

practice today is engaged in syncretizing two or more contesting sets 

of procedures in a continuous process of convergence. As an example: 

one set of tasks may consist of the acquisition of information, knowledge 

and artifacts over time, while another may consist of their classification, 

assembly and redistribution in real time. This melding of longitudinal and 

latitudinal procedures relies on the integration of abstract classification 

concepts with systems-level engineering know-how, and lies at the core 

of industrial production, communications and information technology.  

Through a somewhat analogous process of convergence and amal-

gamation, design as a whole seeks to influence our collective human 

enterprise by reconciling extrinsic and intrinsic needs through deliber-

ation, knowledge distribution and production. But is it really a reunion 

of technology and art as Flusser claims? His is a useful typology, but a 

formulation which, in the face of converging trends in technology, art 

and design, seems somewhat immutable and outmoded. Flusser’s view 

still maintains technology and art at diametrically opposite ends while 

assuming a limited definition for both. While he laudably ascribes a 

strong causal value to design, he over-expresses design’s dependency 

on technological systems and under-expresses art’s role as an intrinsic 

expression of technology — and therefore of culture. In short, Flusser 

defines neither art or design as technologies, and simply designates 

design as the sole product of his equation. Moreover Flusser’s typology 

provides little room for liberal arts and social science co-products such as 

philosophy, political theory, religion, ethics and the institutional struc-

tures which sustain them, nor an acknowledgment of the crucial role that 

technology plays in their formation. 

However, if we designate both art and design as technologies, and accept 

that the former as being primarily preoccupied with intrinsic cultural 

expressions and the latter with extrinsic functionalities, we can more 

readily grasp that technology, at whatever stage it may be, is the creator 

of all the necessary auto-catalytic conditions from which inventions, 

knowledge and extrinsic and intrinsic values emerge. By assigning equal 

value to art and design as manifestations of technology and culture, we 

can better appreciate how fixed demarcations between technology, art 

and design have been long outstripped by the convergence in methods, 
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act, and contemporary art can sometimes lapse into an uneasy oscillation 

between aimless kineticism, commercial cynicism and affective surface 

ornamentation. The designer seemingly has a clearer mission because 

for the most part she responds directly to practical market imperatives 

and appears to be tied closer with technology. But for her the conditions 

of dematerialization, dispersal and duplication, not to mention the rapid 

prototyping and information tools on which she is reliant, describe the 

very strata through which her formal instantiations and content signifi-

cations have little choice but to pass. This demands that she perform an 

immediate process of material and content transmutation, then navigate 

entirely through virtual information and production systems, an almost 

infinite range of human responses that are subject to wide interpretation, 

all the while remaining responsible for meeting concrete performance 

benchmarks in real world settings. 

Without a robust preparatory framework that includes — and anticipates 

— multiple process dimensions, design can come up short by being inert 

and unresponsive to actual human needs, and often end up substituting 

gestures for any real regard for meaning and intent. Such shortcomings 

appear even more acute when we consider them alongside rapid 

advances in speech recognition, artificial intelligence and robotics, all 

fields which require a deep understanding of human cognition and 

behavior. In each field, ambiguity and variability define the terms of 

engagement. The challenge in speech recognition lies in systematizing 

and correlating spoken words with their subjective meanings while 

predicting and adjusting for shifts in situational contexts. Artificial 

intelligence and robotics development proceeds on from these linguistic 

and communicative problems to include a wider set of motor-kinetic 

command responses and environmental feedback that emulate human 

behavior in real world scenarios. In such instances, technical progress 

relies on advancements in machine learning and quantum computing, 

where rather than with conventional 0 and 1 binary values, a new gener-

ation of integrated circuits and computers perform massive calculations 

in which values can be 0, 1 or both.

Design and Interdisciplinarity 

Designers function today under a unique set of circumstances in which 

principles and performative elements combine with technical innova-

tions that together channel human perceptions and experience. Systems 

engineering and computer science are seeing advances in distributed 

information systems, dynamic, multi-dimensional visualization platforms, 

artificial intelligence (AI), robotics and ubiquitous computing (UbiComp). 

Urban planners, civil engineers and government and non-government 

agencies, sometimes through unexpected alliances, are defining new 

multi-modal approaches to the funding, administration and execution 

of new systems for transportation, housing, ecological management and 

resource allocation. And a new generation of industry aggregators and 

application developers are creating virtual ecosystems characterized by 

object impermanence and non-linear narratives which influence how we 

create, relate and behave in real life. All of theses practices are redefining 

participatory and prediction routines, and are spurring further develop-

ment of open-ended and omni-directional communication and feedback 

structures which can accommodate a great degree of ambiguity and 

variability. To be sure, art and design’s shared intent already bestows 

them with many useful syncretic procedures for generating meaningful 

responses, but we can see that convergence calls for the leveraging of 

methodologies from co-collaborators in innumerable other disciplines. 

Through all this, the struggle to remain true to the value propositions 

of one’s own work and discipline remains. Moore’s Law applied to 

conditions of ambiguity, variability, modularity, automation and abstract 

representation promises exponential increases in speed, distribution and 

replication, further eroding the importance of the fixed, singular work 

and the primacy of place. In their respective responses to such chal-

lenging conditions, the artist and the designer are however compelled 

to deploy adoptive strategies from contrasting positions. The artist is 

free to exercise a great deal of latitude in the choice of mediums and 

subjective interpretations, and may routinely apply procedures such as 

dematerialization, dispersal and duplication to dissemble and layer his 

real intent. But in order to maintain significance, he finds himself — as 

do the museum and gallery complexes through which he operates — 

forced to actively assimilate and engage with the very same mechanisms 

of commodification and distribution which he may be attempting to 

deconstruct, critique or transcend. It’s a difficult and delicate balancing 
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tions and programming languages are expressed in terms of mnemonics, 

logic and syntax. An examination of system level up- and downstream 

dependencies can draw on numerous applied and social science research 

methodologies and expressed through various design modalities, be 

they the transmission of messages, interaction models, visualizations 

or social critiques. A practice that by-passes crucial investigations and 

focuses prematurely on technical choices and features will unwittingly 

lead designers to put gesture and form ahead of content, meaning and 

real intent; the result is scenarios where users and participants are the 

ones forced to adapt to technology, rather than the other way around. 

Of course not every design response need to be a catalyst for the 

creation of new communicative models, inventions, or social paradigms. 

In the overall design development schema much of what we create 

are incremental refinements, attenuations and extensions of already 

established artifacts and systems. The products, services or systems that 

appear to have suddenly, and successfully,  imposed dramatic new norms 

on entire industries are always the result of collaborative long-term 

research, trail-and-error development and discrete adaptations. What 

this does highlight is the designer’s embedded position within complex 

systems and the necessity of engaging with all the up- and downstream 

dependencies, social intelligence and practices contained within them.

As it is, creating new norms in a mature industry with a well-established 

user base, manufacturing and distribution infrastructures may not be 

the most pressing design challenge. The real challenge today may be 

in applying complex systems to the needs of technically under-served 

societies or communities; this problem becomes greater still when we 

introduce open technologies, and their underlying values, to closed ones. 

In order to successfully address any pragmatic and social objectives at 

all in such wider contexts, it becomes even more essential that design 

be pursued as an interdisciplinary endeavor. Whether they emanate 

from art, engineering or applied and social sciences, we must first and 

foremost be fluent in the language and practices of multiple disciplines. 

Our responsibilities in a complicated and often asymmetrical global 

landscape demand that we act as progenitors who understand funda-

mental human impulses from a variety of viewpoints and contrasting or 

the transformative nature of the digital revolution and the information 

age requires us to reformulate much of our understanding about the 

primacy of place and location, the nature of representation, and human 

adaptive responses during rapid technological innovation cycles. 

Conditions at this point in time and history impact design practice by 

presenting us with deeper ontological questions to a much greater 

degree than in the past, because for the first time our collective material 

existence is insistently co-located with virtual realities whose extent and 

influence make the acceptance of disembodiment and uncertainty not 

just desirable, but compulsory. This line of inquiry, which knits philoso-

phy, epistemology, post-modern critical theory and aspects of quantum 

theory with a largely concrete discipline, is not entirely new. But the 

digital revolution presents added complexities beyond those found in 

mechanical production and the familiar affordances ascribed to histori-

cally conventional communication mediums and techniques of the last 

century. Digitization renders endless simulacra into constantly changing, 

diffuse entities as they are repeatedly manipulated and presented over 

time and distance. Transmutation and spatial-temporal dissipation 

challenges the fundamental terms of design’s permanence, notions of 

hierarchy, human relationships to artifacts and space, and the cultural 

role of designers as both producers and consumers. How are we then to 

imagine a unified process in which knowledge, perception, design and 

technology can be applied in tandem to begin addressing some of the 

fundamental communicative, social, economic or environmental prob-

lems of our time? 

One clear approach is to always fully address human dimensions before 

a technological response is even proposed. Even given that technology 

and culture are so inextricably connected, considering fundamental 

intrinsic issues independent of tools and technological systems allows 

designers to work toward solutions that are properly aligned and 

scaled. Essential utility and use case characteristics can be built out and 

test-demonstrated through observation, documentation and participa-

tory experiments, all of which draw on various ethnographic, etiologic 

and taxonomic methodologies. Linguistic analyses can provide deeper 

engagement with communication, language and speech, and in turn 

stimulate interest in mathematics and computer science, where equa-
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even conflicting modes of expression, all the while recognizing the role 

extrinsic and intrinsic values play in the creation and exchange of just 

about everything that we can say, imagine and assemble. 

Speculative design practices that model experimental scenarios and 

envision the future have invigorated the design discipline overall, and 

design propositions that arise from a holistic worldwiew and complex 

epistemological inquiries are starting to address a whole range of issues. 

But in the case of critical design practices, the trap lies in the kind of 

tautologies in which post-modern and post-structuralist theories can 

sometimes get caught. Designers must direct efforts toward imagining 

and creating new conceptual, performative, utilitarian and communi-

cative values, but the mere act of creating a physical instantiation of an 

idea is not an adequate substantiation if underlying assumptions are not 

based on a credible foundation of knowledge, empirical evidence, objec-

tive standards and intent. The idea has to embrace the full breath and 

scope of whatever the problem is at hand, and just calling something 

true, doesn’t mean it is (and that seems especially true today). 

What is indisputably true is that design is supported institutionally and 

recognized by informed publics as a critical and deeply embedded 

discipline; the modern information and media landscape only serves to 

amplify our role as important arbiters of culture and social progress. The 

impulse to preserve cultural legacies — and we can use this term gen-

erously to include anything from entire societies to specific individuals 

— in the face of technological convergence and the need for sustainable 

practices in consumption-driven societies further add to the demand for 

collaborative teamwork, new incentive models, evolving technical skills 

and bold design responses. In many cases, such seemingly lofty goals lies 

at the heart of almost every challenge we take on, big and small. To act 

based on an understanding of our evolution within a historical contin-

uum, of the deep commonality of our needs, and of the shifting contexts 

in which language, perceptions and form operate is the essence of what 

it means to design. We must, in short, constantly prepare ourselves, and 

others, for change.
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Description of what  “Events” are

In the essay: The Subject and 
Power, Michel Foucault defines 

but to understand the subject.
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Concept Introduction

In this project, each student has provided one article from 

their thesis bibliography that stands in to represent their 

respective thesis topic. Each student has been assigned 

another’s topic, and will use the designated article to create 

an experiential interpretation of this article’s complex subject 

matter, otherwise known as the “event.” During each event, 

the host is required to document the experience and save 

any artifacts from the experience to serve as content for 

the website. After each event, all six participants submit a 

response about the event back to the host. The host will then 

analyze these responses and synthesize them into a larger 

conclusion that will serve as the content for the print publi-

cation. 
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“When an image or idea is 
recreated time and time 
again, its form and content are 
subject to change as different 
people derive and give, or 
create, meaning in incredibly 
personal ways. One way to 
view this process is as the de-
struction of an idea, as an idea 
losing its value or as an idea 
alienating from its original 
form and ultimately becoming 
lost or misconstrued. Another 
way to frame this concept is 
to appreciate the new, and po-
tentially distant, ideas that 
may emerge from a reproduc-
tive process whose end results 
are infinite and unknown.” 

Ctrl+C

Seven-thirty in the evening on  
October 2nd, 2015 at 159 East 
30th Street for four hours.

“When an image or idea is 
recreated time and time again, its 
form and content are subject to 
change as different people derive 
and give, or create, meaning in 
incredibly personal ways. One 
way to view this process is as 
the destruction of an idea, as 
an idea losing its value or as an 
idea alienating from its original 
form and ultimately becoming 
lost or misconstrued. Another 
way to frame this concept is to 
appreciate the new, and po-
tentially distant, ideas that may 
emerge from a reproductive 
process whose end results are 
infinite and unknown.” 
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Event Introduction

Hrag Vartanian’s text, Holy Holy Copy Copy Culture 

Culture, A Manifesto, addresses copy culture and the 

notion of originality. When an image or idea is recreated 

time and time again, its form and content are subject 

to change as different people derive and give, or create, 

meaning in more subjective ways. One way to view this 

process is through the destruction of an idea, or as a 

process in which an idea deviates from its original form 

or intended meaning, becoming lost or misconstrued 

along the way. Another way to frame this concept is to 

appreciate the new and potentially distant ideas that 

may emerge from the process of reproduction where 

the end results are infinite and unknown. It is interest-

ing and incredibly valuable to track this process of evo-

lution. If broken down and examined up close, it may be 

possible to see where new meanings are derived from 

and what cues or indicators give rise to new ideas. For 

designers, this process can serve as a way to examine 

issues from multiple perspectives as well as offer a 

valuable study in semiotics. Most importantly, it is a 

process through which a diverse range of backgrounds 

can influence a new and unexpected outcome.

In an attempt to mimic this process, our cohort as-

sembled to play a game of Writey-Drawey. Each person 

was provided with a spiral-bound book containing 

seventy-one blank pages. Given “the unknown” as 

the starting prompt, each person had one minute to 

write a sentence related to “the unknown.” After one 

minute, the books were passed to the left and each 

person was given two minutes to sketch a visual re-

sponse to the sentence. The books were then passed 

to the left and without referring to the previous entry, 

the new receiver had to write a sentence in response 

to the image that the previous person had drawn. 

This process continued, alternating between sen-

tence and image, one minute to two minutes, until 

all seven books (totaling 497 pages) were completed. 

The intent was to circulate each book ten times such 

that when the books were passed around clockwise, 

they would eventually return to their originator. Due 

to a miscount, as well as an unplanned change in 

seating rotation, the books switched hands at unan-

ticipated points but were returned to their person of 

origin for the final round of the game.
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or indicators give rise to new ideas. 

For designers, this process can 

serve as a way to examine issues 

from multiple perspectives as well 

as offer a valuable study in semiot-

ics. Most importantly, it is a process 

through which a diverse range of 

backgrounds can influence a new 

and unexpected outcome.

In an attempt to mimic this process, 

our cohort assembled to play a 

game of Writey-Drawey. Each person 

was provided with a spiral-bound 

book containing seventy-one blank 

pages. Given “the unknown” as the 

starting prompt, each person had 

one minute to write a sentence 

related to “the unknown.” After one 

minute, the books were passed to 

the left and each person was given 

two minutes to sketch a visual re-

sponse to the sentence. The books 

were then passed to the left and 

without referring to the previous 

entry, the new receiver had to write 

a sentence in 

response to the 

image that the 

previous person 

had drawn. This 

process con-

tinued, alter-

nating between 

sentence and 

image, one 

Hrag Vartanian’s text, Holy Holy 

Copy Copy Culture Culture, A Man-

ifesto, addresses copy culture and 

the notion of originality. When an 

image or idea is recreated time and 

time again, its form and content 

are subject to change as different 

people derive and give, or create, 

meaning in more subjective ways. 

One way to view this process is 

through the destruction of an idea, 

or as a process in which an idea 

deviates from its original form or 

intended meaning, becoming lost 

or misconstrued along the way. 

Another way to frame this concept 

is to appreciate the new and poten-

tially distant ideas that may emerge 

from the process of reproduction 

where the end results are infinite 

and unknown. It is interesting and 

incredibly valuable to track this 

process of evolution. If broken down 

and examined up close, it may be 

possible to see where new mean-

ings are derived from and what cues 

“With each of us in a completely  
different state of mind that evening 
(tired, sick, stressed, annoyed....), we 
embarked on this first of a series of 
events inspired by our theses topics 
that would ultimately form the con-
tent of this publication. What ensued 
was part translation, part perfor-
mance, and part speculation. It was 
an activity with a simple prompt, but 
in its simplicity came confusion and 
misinterpretation, which quickly be-
came one of the most reoccurring—
and interesting—themes of the night. 
All seven of us became  
responsible for initiating a unique  
conversation within the group.4 De-
spite the unpredictable nature of the 
exercise there were several common 
factors that contributed to the way 
the ideas and content developed and 
evolved.7”
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Lorem ipsum 
dolor sit amet, 
consectetur 
adipiscing elit, 
sed do eiusmod 
tempor incididunt 
ut labore et dolore 
magna aliqua. Ut 
enim ad minim 
veniam, quis nos-
trud exerci

mood

minute to two minutes, until all 

seven books (totaling 497 pages) 

were completed. The intent was to 

circulate each book ten times such 

that when the books were passed 

around clockwise, they would 

eventually return to their origina-

tor. Due to a miscount, as well as 

an unplanned change in seating 

rotation, the books switched hands 

at unanticipated points but were 

returned to their person of origin for 

the final round of the game.

With each of us in a completely 

different state of mind that evening 

(tired, sick, stressed, annoyed....), 

we gathered as a group to initiate 

what would develop into a series of 

seven events inspired by our the-

ses topics. What ensued was part 

translation, part performance, and 

part speculation. It was an activity 

with a simple prompt, but in its sim-

plicity came confusion and misin-

terpretation, which quickly became 

one of the most reoccurring—and 

interesting—themes of the night. 

All seven of us became responsible 

for initiating a unique conversation 

within the group. Despite the un-

predictable nature of the exercise, 

several common factors developed 

that contributed to the joint ideas 

and content that resulted in each of 

the seven books.

One factor that became apparent 

that night was the “need” to loosen 

up, which has become a crutch for 

many people, including our group 

of seven. Because it is something 

that is executed occasionally and 

isn’t necessary to function as a 

society, it cannot be considered an 

intrinsic need. However, one might 

argue that we are becoming more 

and more dependent on some sort 

of catalyst for social interactions, 

which in the absence of, we tend to 

feel paralyzed. Perhaps this is due 

to all the virtual socializing that we 

are inclined towards or maybe it is 

just a matter of our time! Although 

it was a marginal and supplemental 

piece of technology, alcohol played 

a crucial role in our event– as it 

does in many social gatherings. I 

am certain that without it, our event 

might not have even begun as our 

moods were shaken from preceding 

incidents as well as environmental 

factors courtesy of Hurricane 

Joaquin.

The seven different books circu-

lating that night also affected our 

mindsets. Inherently, books with dif-

ferent ideas and themes influenced 

each other, causing us to subcon-

sciously use ideas and feelings that 

we may not have experienced had 

we only been passing around one 
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Translation
book. We took a few breaks during 

the event, pausing and changing po-

sitions several times in an attempt 

to create a new and unique seating 

arrangement for each “round.” As a 

result, ideas introduced in one book 

often reappeared in the other books.

As the event progressed new sets of 

rules were defined. This added an-

other layer of “randomness” to the 

exercise. As the original structure 

was repetitive, it proved beneficial 

for us to make changes that allowed 

each person to receive input from 

more than just one person. This 

perhaps contributed to one of the 

most exciting parts of the exercise; 

the surprise of what you would end 

up with next. It’s interesting that 

topics were often repeated, causing 

thematic patterns to emerge. Across 

seven books, each with completely 

different starting points, there grew 

to be consistent themes and feel-

ings. Perhaps this was due to the 

very personal nature of the process 

as it involved subjective ideas and 

feelings, which although scattered, 

became contagious as the game 

progressed.

Subjective interpretations acted 

as points of deviation where new 

concepts were introduced and 

“conversations” changed directions. 

“Miscommunication”, or misinter-

pretation also caused new, perhaps 

unrelated, elements to emerge, 

which in turn, became beneficial 

to our process. If everything fol-

lowed a predictable path, the event 

would not have triggered as many 

insights and reflections as it did. It 

was at those deviation points that 

new concepts and vocabulary were 

introduced, ultimately enriching the 

experience.

In some cases, communication 

was completely broken during 

the process of being translated 

from drawing to sentence as the 

receiver was unable to interpret the 

sender’s intended idea. For exam-

ple, a weather radar map became 

astronomy, which then became 

a keyhole and then eyes. Those 

miscommunications were not ideal 

as they interrupted the meaning-

ful circulation of information. As 

previously mentioned, however, the 

miscommunications were embraced 

for their spontaneous nature and 

the unexpected and interesting 

translations that followed.  

(figure 3)1

Conversely, when the communica-

tion was fluent, the outcome felt 

like a loop. It flowed from a concept Sub  ectivity

reflect how “memes” act within 

contemporary society. A meme, as 

defined by Wikipedia, is “an idea, 

behavior, or style that spreads from 

person to person within a culture”. 

So, can it be said that misinter-

pretation is technology or that it 

contributes to the ways in which 

technology evolves? As demon-

strated during our event, when 

concepts are transformed with new 

significance a type of evolution 

takes place. Zebras.

There were several different factors 

that affected the process of transla-

tion throughout the exercise. Jump!

It’s interesting to experience how 

limiting the written word can be 

when compared to imagery. Sym-

bols and images can have different 

interpretations and designers 

can profit immensely from the 

responses they elicit. Additionally, 

different cultural contexts as well 

as the conscious or subconscious 

influence of current events affect 

the way people interpret what they 

see. Due to time constraints and 

varied writing and drawing abilities, 

we developed adaptations, such 

as relying on semiotics, in order to 

communicate quickly and manipu-

late or trigger desired outcomes.2 

A quick moment of reflection and 

in a sentence to a drawing, then 

back to a sentence and finally, to a 

similarly exceptional drawing. Given 

that the participants were directed 

to interpret, rather than modify or 

distort what they had been present-

ed with, this confirms that in the 

absence of any deliberate or acci-

dental subjectivity, “copy-culture” 

does not thrive.

For example, the subject “darkness” 

was interpreted differently in sever-

al sentences. Some responses were 

very fact-oriented and translated 

only the information that had been 

depicted in the previous drawing. 

Others were poetic or fictional. Al-

though the subjective interpreta-

tions shifted and were sometimes 

lost in the process, keywords like 

“darkness” remained. (figure 2)1

In the process of information 

transmission, images and text were 

meant to provide a framework for 

the next receiver to interpret and 

manipulate. During this process, 

“original” information was lost and 

morphed to create new meanings. 

For example, based on different 

understandings of the visual per-

ception of the “sun”, people created 

different interpretations of nature 

cults, which are formative of diverse 

religions. Similarly, these evolutions 
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translation would precede another 

contribution to the conversation—

either through words or pictures— 

resulting in yet another layer of 

meaning that would have to be 

interpreted and expressed visually.

Without knowing what the others 

had drawn in response to our own 

responses, these themes, despite 

the confusion and misinterpreta-

tion they would suffer, managed to 

live on over the course of 497 pages, 

re-imagined and re-contextualized 

by each of us. For designers, this 

way of thinking and approaching a 

brief is essential as it allows us to 

be more open to not only the unfa-

miliar, but also the unimaginable.

Conclusion

Knowing what one’s own strengths and weaknesses are and 

where (and how) to improvise is an important exercise for design-

ers who are reliant on others and vice versa. In our case, seven 

points of view made up a grand, albeit exaggerated, narrative 

despite some rather significant misinterpretations. If it’s true 

that all forms of design produce effects, what can we take from 

language, shared vocabularies, misinterpretations, experiential 

knowledge, and semiotics to transcend us towards new and 

useful design tactics and methodologies? Perhaps the answers lie 

in the unknown. 

For further experimentation of the processes explored during this 

event, it may be beneficial to consider additional and/or different 

constraints as well as a desired end goal(s). It would have been 

interesting to see, for example, what would have happened if 

each of the seven participants had been assigned a different initial 

prompt. Let’s just be clear, this is not to say that this event did not 

have or reach an end goal; the end goal here was met as it succeeded 

in offering insights into how this methodological approach may be 

used to develop unique content in unconventional ways through the 

process of repetition.
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The Angry and the 
Desperate

Four days ASK EMILIA FOR 
META DATA

In the essay: The Subject and 
Power, Michel Foucault defines 
through several examples the 
relation of power. Not to clarify 
the definition of power but 
to understand the subject in 
relation to complex power re-
lationships. I have designed an 
event that consists in changing 
our group dynamic where the 
order of the normal structure is 
intervened. 
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In the essay, The Subject and Power, Michel Foucault 

uses several examples to define the subject of power 

in relation to complex power structures. In an attempt 

to better understand these structures, I decided to 

design an event that would change our group dynamic 

by disrupting power structures that we often take  

for granted. 

By changing the pattern of communication and defining 

different hierarchies within a pre-existing system or 

community, I wanted to build comparative framework 

for understanding our daily social structures and 

behaviors. 

Inspired by Foucault’s essay, I decided to focus on the 

“individual” as an attempt to understand behaviors 

and the development of human systems within a 

defined power relationship. 

I chose to use a personal device, a smartphone, as an 

interchangeable object through which a new group 

structure could be established; one in which certain 

participants would exercise control and power over others. 

Event Introduction

My intent was to emphasize how individual and group 

dynamics change under a particular power structure 

in an effort to provide a new way of approaching our 

daily routines and structures.

For this event, I referenced an exhibition at the Simon 

Bolivar Museum in Bogotá, Colombia in which chidren 

were asked to surrender their most precious toys for 

use in the exhibition. 

The argument used by the museum curator was that 

once you make things personal, people begin to view 

them differently. After the toys had been handed over 

to the museum, the chil-dren commented on how 

their bears, Barbie’s, and car toys were placed in the 

bed of Simon Bolivar and compared their own homes 

to Bolivar’s “home”. 

Using this example as a frame of reference, I wanted 

to use a personal object that has come to define 

contemporary culture––the smartphone––as it’s an 

object that illustrates how quickly power structures 

can shift the instant it changes hands.
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“

”

You will surrender
your phone!!! for  
a week!!! Two people
will be in charge
of your phones!!!

If you want it, you will 
have to pay!!!

When one defines the 
exercise of power as  
a mode of action upon  
the actions of others,  
when one characterizes  
these actions by the  
government of men by  
other men-in the broadest  
sense of the term-one  
includes an important  
element: freedom. Power 
is exercised only over free 
subjects, and only insofar  
as they are free.

Michel Foucault
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Xinyi, Moein... you’ll 
be in charge of the 
phones...

I want you to spy, and 
get me all the infor- 
mation you can get 
from the devises.

I want you to imper-
sonate the others 
and manipulate their
phones... and I want
reports!!!
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Event Journal

Entry 1

Jackie was the most adamant that 

I should be part of the  

experiment and follow the same 

rules as the others.

That night Nicole bought me some- 

thing from the store, which  

I intend to reimburse her for, of 

course. When she gave it to me  

I replied: “Well, now you’ve earned 

an extra day with your phone”. I 

coudn’t believe myself.

Entry 2

Today was a disaster. I didn’t think 

we would last until Friday, but I 

thought the event would have last 

longer than two days.

They smiled and seemed very 

willing to give me their phones;  

I didn’t even have to ask!

Moein was obviously feeling be- 

trayed and angry. For me, it was 

not an easy task to invade his 

privacy. I was trying for the most 

part not to hurt anyone’s feelings 

given the circumstances, but no 

matter how little or innocent the 

disruption of privacy was, the  

results were still the same.

Entry 3

There was a noticeable feeling of  

anxiety and then Aryn and Nicole 

came to collect their phones.

I wondered if Michael ever found 

other means of communication?

Why couldn’t he find another way 

to do what he wanted?  

Why did he need his phone with 

such urgency? 

It had only been a couple of hours 

and he was growing more desper-

ate. 

I thought, “God no, not another 

panic attack!”
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In 1996, American cypherpunk, Eric Hughes, penned the Cypherpunks 
Manifesto, a call for widespread privacy via the act of people 
coming together to deploy anonymous transaction systems for the 
common good. Hughes states, “Privacy is necessary for an open 
society in the electronic age. Privacy is not secrecy. A private 
matter is something one doesn’t want the whole world to know, but 
a secret matter is something one doesn’t want anybody to know. 
Privacy is the power to selectively reveal oneself to the world.” 
More than twenty years later, the issue of privacy continues 
to impact our day-to-day lives as we become more and more screen- 
dependent, and yet we seem more willing to hand over our personal 
information; it has almost become necessary to function in con-
temporary society. But if privacy is the power to selectively 
reveal oneself to the world as Hughes suggests, then what happens 
when someone takes control of one of your most personal (and 
prized) possessions: your iPhone? 

When Emilia ordered us to hand over our iPhones and pass-
words for a week we all thought she was kidding, but when we 
realized she was being completely serious, our moods quickly 
shifted from entertained to irritated. The thing about privacy 
is that when you have it, you take it for granted and when it’s 
taken away from you, you can’t help but feel helpless. And 
while I didn’t feel particularly helpless (I was fairly certain 
that Xinyi, the assigned “keeper” of my iPhone, wouldn’t do any-
thing malicious with my information), I did feel inconvenienced 
and that made me realize just how much we rely on our smartphones. 
It’s fair to say that we’ve evolved into a screen-dependent 
culture that is becoming increasingly impatient and over-stim-
ulated. Had my iPhone been confiscated by someone that I didn’t 
trust, my experience would have been completely different; I 
would have felt violated and furious, but knowing that it was 
in the hands of Xinyi, I felt almost grateful . Not only was 
she respectful of my privacy, but she also created a physical 
barrier between me and my iPhone screen. And that’s an experi-
ence every smartphone owner should welcome from time to time . 
Just make sure that it remains a private matter. 

Aryn Beitz | 10.25.15 | New York, NY
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Moein and Xinyi were 
interviewed and were 
asked to respond to a  
series of questions by 
addressing themselves 
in the third person. 

This exercise allowed 
them to evaluate  
their roles in the event as  
the assigned “phone 
keepers” from an  
objective perspective. 

The idea was to under-
stand their experience 
as “phone keepers”  
and to uncover the ways 
in which certain power 
structures can influ-
ence a design outcome.
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Although the original plan was to keep the event going 

for one week, it only lasted for two days, proving that  

we are dependent on technology and have become  

a culture addicted to our smartphones. Throughout 

the event the group began to question the name “phone”  

as it clearly has many other functions beyond just 

making and receiving phone calls. 

Smartphones have come to represent something 

different to us now; we often think of our phones as 

an extension of ourselves. During the project, some 

reacted in a very personal way, while others just 

accepted the situation and looked at it from an objec-

tive point of view. 

Those who had strong reactions to having their phone 

taken away from them were observed as experiencing 

major shifts in behavior, especially regarding their inter- 

actions with others. Because the event took place in 

a personal environment (our studio) and with people 

we know well (our cohort), a level of comfort was 

maintained despite some random irritation and anger 

that developed over the course of event. In general, 

everyone wondered how things would have changed had  

complete strangers also participated in the experiment 

as the assigned “phone keepers.”

While few saw a potential for this kind of methodology 

to exist in the realm of graphic design, there was  

one specific approach (Michael’s) that expressed how 

this experiment is a reflection of what designers are, 

what their role is as content managers and message 

translators, and how they exercise this kind of power. 

For me, this event was a methodology that addressed 

how you can find objectivity in such a personal and 

uncomfortable scenario. In design, we seldom encounter 

exercises that force us to respond to specific briefs 

based on subjectivity and self-reflection. We are always 

asked to look at things from a neutral point of view 

and to understand language in a specific context, but in  

doing so we forget the affect power structures actually  

have on us. We might be subjective in the way we 

express ourselves, but in a given design scenario, we 

are taught to look at things as objectively as possible. 

When things become personal, it is hard to be objective 

about anything as was the case when I changed the 

power dynamic during my event. I wonder how much of  

our personal input we are letting go of for the sake 

of being neutral in design. As seen during the event, 

being put in an unfair and compromising situation 

caused disruption among the group and caused each 

of us to examine our actions in different ways. 

Conclusion
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Although uncomfortable and strange, it’s worth consi- 

dering how certain shifts in power structures can 

influence design outcomes.



Xinyi Li

Two o’clock in the afternoon on October 16th  
From 123 W 18th St to Central Park for two hours.

Awareness Using performative methods 
to trigger self reflection and 
improvisational pieces, this 
event aims to help partici-
pants quickly grasp the five key 
insights offered in the article 
Five Things That Make You 
Metamodern. This event tries 
to create conditions to let par-
ticipants experience those 
concept, and raise awareness 
of cognitions and emotions, 
probably even use the event 
as a diagnose opportuni-
ty to trigger understanding of 
oneself.
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Using performative methods to trigger self reflection 

and improvisational pieces, this event aims to help 

participants quickly grasp the five key insights offered 

in the article Five Things That Make You Metamodern. 

This event tries to create conditions to let participants 

experience those concept, and raise awareness of 

cognitions and emotions, probably even use the event 

as a diagnose opportunity to trigger understandings of 

oneself. 

The first prompt—pay attention to the encounters that 

makes you feel bad/good—were given on the day we 

went for another field trip to Eastern State Penitentia-

ry and Mütter Museum in Philadelphia, and the rest of 

the prompts were revealed on Friday during the event. 

The choice of hosting this event in a natural environ-

ment without office equipment was to experience the 

idea of reconstruction, utilizing whatever items we 

had at hand to create and facilitate a spatial-temporal 

experience. Participants were asked to bring whatever 

they think will make they feel more comfortable. The 

original intended meeting space is Bryan Park, a place 

to seek for quiet moment in the middle of the busy New 

York city that will cause contrast. Unexpected disrup-

tions such as the construction work at the originally 

Event Introduction

planned meeting space, become part of the experience, 

forcing us to let participants take the lead and quickly 

determine an alternate venue, Central Park, that would 

be conducive to the nature of the intended experience. 

A few other exercises were executed during the event, 

such as writing a poem about the word we picked, add-

ing one concept to other people’s words, and doing an 

improvisational piece with what we have brought. The 

overall experience is an immersive design intervention.
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Pay attention to what you will 
encounter during the day. Especially 
those make you feel bad.

Pay attention to what you will 
encounter during the day. Especially 
those make you feel good.

Read the word, and the poem. 

How you feel about the word and 
the poem? Does writing the poem 
change your emotion?

Prompt 1

Prompt 4

Prompt 2

Prompt 3

I knew that the trip to Philadelphia 

would break our routines and 

there would be a lot of conceptual 

inputs, so I gave Prompt 1 on that 

day, hoping to get a mix of daily 

emotions and conceptual ideas 

like critical theories. Half of the 

people got the bad one and the 

rest of them get the second.

We talked about what we brought 

today—some are more practical, 

such as picnic blanket, foldable 

chairs, and food; some are helpful in 

a conceptual way, such as Nicole’s 

incense and Moein’s collection of 

small objects. 

I think poetry is a medium of art 

and a “good” thing. Using the 

methods of writing a poem could 

add another layer of meaning to it, 

and potentially change the cogni-

tion of the original concept. This 

exercise could become emotional 

reconstruction and maybe create 

transcendence from the feeling. I 

also let people read the poem and 

reflect on the exercise.

Write a poem based on the word.

Write down a word or phrase 
according to the prompt you got on 
Tuesday. It could be either a concep-
tual subject or a physical subject.
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Take one word from another person 
randomly, then write down a 
concept that you can relate to the 
word, not necessarily the contradic-
tory one. 

Take one word from another person 
randomly, then write down a 
concept that you can relate to the 
word, not necessarily the contradic-
tory one. 

Prompt 5

Prompt 6

This part provides an opportunity to 

see others’ interpretations that you 

haven’t thought of, the subjective 

nature of the things that people 

have either negative or positive 

emotional responses. There are 

chances to get the opposite con-

cept and by creating another piece 

addressing both concepts might 

generate a sense of both-and.
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When I was asked to pay attention 

to the things that make me feel 

bad during our group field trip 

to Philadelphia, I found myself 

thinking about how I was feeling 

both physically and emotionally. I 

remember waking up that Tuesday 

morning feeling tired, nauseous, 

and incredibly anxious. It was 

technically our fall break and I 

just kept thinking about all the 

work that I needed to finish before 

Wednesday. Knowing that we were 

about to spend a majority of the day 

inside a car only made my anxiety 

worse. In reality, the change of 

scenery and break from our normal 

schedule and routine was nice, but 

in my tired and clouded state of 

consciousness, I just kept thinking 

about how much time I was “wast-

ing” and how “unproductive” I was 

being. Sadly, we can’t always turn 

off the voices in our head even when 

we want––and need––to. As the 

day progressed, my anxiety moved 

through various states as I encoun-

tered different situations at both 

Eastern State Penitentiary and The 

Mütter Museum, but it never eased. 

So naturally, when we were asked to 

pick one word that would represent 

our initial prompt (pay attention to 

what you will encounter during the 

day, especially those things that 

make you feel bad), I chose the word 

anxious. It’s a feeling that not only 

sums up that particular Tuesday in 

Philadelphia, but it also sums up 

the past year and half––otherwise 

known a graduate school.
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In my family, food is very important. More than food 
itself it is the time when we all get together and share 
the same interest. It is a fun process to discuss food 
and to learn about other cultures, especially when 
you are sitting at a table with amateur’s chefs that 
are obsessed with cooking shows. Probably everyone 
refers to his or her Moms as the best cooks they know, 
and so it happens to be the case in my family. She can 
take celery and a tomato and make a delicious dish. 
When I was young, I was not so engaged in cooking, 
but she always tried to teach me tips. Not I’m thankful 
she did because it has made my life so much easier 
and I actually find it relaxing to cook. 

Because of this love for food and experience, most 
of our troubles have been centered around that, you 
can learn no much of a place and culture just by the 
way they cook and eat. And also, the journey to look 
for the best place to eat can become a enriching 
experience in itself. In the case of Philadelphia, a 
place that I had been only once, I never got to eat a 
Philly-cheese-stake. And when I found out we were 
going, I was so excited to actually try one. You never 
know what you can gain from an experience and food 
will always provide one, only if it’s just to satisfy your 
pallet. I had been talking about it for weeks and I was 
really excited to go and share this with everyone. But 
in the end, I sort of felt like a nuisance. It had become 
an obligation to everyone to take me to a place to eat 
the Philly-cheese-stake and nobody saw it as I did: A 
potential to gain insight and share with you.

When we finally arrived to the restaurant, everyone 
was a little bit annoyed with my nagging. But I didn’t 
want to let it go. I knew it could be great so we had 
to give it a try. In the end: What a bummer! The place 
was not the best one, and everyone complained of the 
food they got, especially those who order a vegetarian 
sandwich. Since it was not a traditional Philly-cheese-
stake restaurant, my order was not good at all. The 
bread was stiff and dry. And that’s when I felt it. The 
bittersweet moment. Something that you need to do 
and you are happy about it but it’s also a disappoint-
ment. Don’t get me wrong. I’m grateful to everyone 
who endured my constant nagging, but it wasn’t my 
best food triumph. Even in food, or especially with 
food, disappointments can be huge. Because taste 
does not lie! So I was prepared for the worst but I 
hoped for the best… the bittersweet.
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We spent Tuesday as a class in Philadelphia 
visiting the Eastern State Penitentiary and the 
Mutter Museum, two considerably morbid places. 
In hindsight, I wish I had chosen to say something 
about driving as I find driving to be incredibly 
cathartic and relaxing and I spent most of the day 
driving; Instead, I chose “the people I love” as my 
response to the prompt “pay attention to what 
you will encounter during the day, especially 
those make you feel good,” as parts of the trip, 
and perhaps being overly hormonal, triggered 
feelings that provoked thoughts about my closest 
friends and family. 

A bunch of people or things located close 
together, thrown together, considered together 
or classed together is called a group. What I like 
about a group is that even the most lurid things, 
as long as they are group members lose their 
independent meaning and become a component. 
Beside that whatever goes with the whole, pleas-
ant or nasty, is shared and sharing is fun, intimate 
and humane.

In the morning of Philly trip, the moment that I 
read “things that make you feel good” I knew that 
no matter what happens during the day, I like that 
we, although being tired, grumpy and stressed- 
are going somewhere to do something together.
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I’ve chosen two words: Similar Memories and 
Being. I chose these two expressions base on the 
requirement of “things make me happy”. When 
we are on the way to Philly, we got stuck in 
the middle of the road because of the traffic of 
Manhattan. Usually people get in this situation 
for wasting time. However, I felt peaceful and 
claim at that moment. It reminds me the time 2 
years ago that I was sitting in a bus on the way 
to work when I was in Beijing. Since I move to 
New York, I always take subway to transport, and 
haven’t really experienced the traffic jam in New 
York at 9:00 AM in the morning. That’s way I chose 
the phrase “Similar memories” because I realize 
Beijing and New York are both metropolises, and 
waiting in traffic jam is how we live there. I always 
claim the time I was in Beijing is the best time 
in my life because I always fighting by myself in 
a metropolis, and I felt I truly exist in that city at 
that time. I moved to Beijing from my hometown 
because of my expectation of exploring myself 
in a large platform, and I’ve moved to New York 5 
years later because of the same reason. I felt my 
being in the city at that moment because I try to 
think what make sense I exist in the current city. 
I try to recall my journey of these years and see 
the path of my life. My existences in New York and 
Beijing overlap with each other and their fusion 
became the significance of my being. 



Conclusion

The first prompt let you being hyperaware of your situa-

tion and feelings, potentially act like a first step to help 

develop metacognition, a state which your are aware 

of your mental allergies and managed not  to let them 

influence your mind in making objective judgments. 

Since negative emotions might be more impactful, the 

state of metacognition is also important in design 

process. Having an awareness of what is subjective 

and what is objective will help you separate emotions 

and facts, thus enables better understandings of the 

context and audience.

The act of writing a poem and doing improvisations as 

response to your own word and other people’s adds-

on brought out a sense of inbetweenness of opposite 

or related concepts. Some people came with positive 

words but ended up with depressive poems, which 

generated a feeling that one thing won’t be either good 

or bad, but it is both-and. The temporary medium of 

this improvisation response piece also speaks to the 

instability and flux of the two poles of good and bad.

This exercise also reveals the complexity of human 

nature, and subjectivity and self awareness of emotion 

can be considered as ways of technology under its 

broader definition. We were in the same space and 

experienced the same trip, but we produced totally 

different contents, yet normally we don’t think about 

this. The subjective interpretation acts as the deviation 

point, where  new concepts are introduced and make 

our world a great diverse place. Our emotions are 

extensions of ourselves, an enhancement of what is 

happening to the world.

The fact that the event is about another event, the 

Philly trip, also adds to the meaning of meta. The whole 

event could be considered as design intervention and 

influenced people’s emotions and behaviors, and it 

tested that interventions could  be used as method 

to generate contents. Subjectivity, too, if being used 

properly is a way to produce contents.  The latter half 

of the event has been commented as an immersive 

experience and almost therapeutic. Being at the place 

at the moment really helps people stay involved and 

concentrated. To the design field, this process could 

serve as an inspiration of experiential and performa-

tive approach to present a complex concept.
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Maurice Blanchot writes in 
his essay, Everyday Speech, 
“One can say that in this 
attempt to recapture it at its 
own level, the everyday loses 
any power to reach us,it is no 
longer what is lived but what 
can be seen or what shows 
itself.” The idea of capturing, 
or recapturing, moments in 
time became the inspiration 
behind my event—an investi-
gation into the everyday lives 
of seven people. When seen 
through a series of images, we 
begin to understand what the 
everyday represents and more 
so, how easily it’s lost.

Maurice Blanchot writes in his 
essay, Everyday Speech, “One 
can say that in this attempt to 
recapture it at its own level, the 
everyday loses any power to 
reach us, it is no longer what 
is lived but what can be seen 
or what shows itself.” The idea 
of capturing, or recapturing, 
moments in time became the 
inspiration behind my event—
an investigation into the 
everyday lives of seven people. 
When seen through a series of 
images, we begin to understand 
what the everyday represents 
and more so, how easily it’s lost.

The Everyday 
in Seven Days

Aryn Beitz

Seven o’clock in the evening on 
October 31st, 2015 at a studio 
apartment in Lower Manhattan
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Event Introduction

Looking at the everyday as a way to better understand 

its meaning—the meaning posed by writer and theo-

rist, Maurice Blanchot, who believed that the everyday 

is lost the moment it is captured—I wanted to create 

an event that would call attention to the banal, day-to-

day moments that often go unnoticed. Given that we 

are so used to being inundated with photographs of 

mundane objects and places thanks to social media, I 

thought the act of photographing and cataloging the 

everyday for seven days might encourage people to 

think differently about the everyday moments that we 

attempt to capture (and recapture) through technology. 

The prompt was simple: For seven days, create a col-

lection of photographs that represent the everyday 

as it relates to your own day-to-day life and routine. 

Organize your collection by day and time and think 

about what you’re photographing and why you’re pho-

tographing it. Additionally, I assigned each person one 

constraint in the form of a topic: Jackie: People; Nicole: 

Above and Below; Moein: In Between; Emilia: Chaos; 

Xinyi: Order; Michael: Structures (of any type); and 

Aryn: Patterns. The constraints were provided as to 

encourage a more cohesive collection of photographs, 

while remaining broad enough to allow for complete 

creative freedom. The seven topics were selected 

based on our current surroundings which in my opinion, 

and abstractly speaking, make up New York City and 

are at the core of the everyday.

Following seven days of photographing, we gathered 

at my studio apartment to assemble our collections 

into one giant collection of the everyday. The event 

itself was an example of the everyday in the sense that 

things didn’t go as intended, as is usually the case in 

daily life, however, it was Halloween, which is the exact 

opposite of the everyday— it falls into the category of 

the extraordinary, a term that over the course of the 

event, would add a new layer of meaning to the everday 

and how we view it.

The results, as seen in the following photo essay, 

represent this exact contradiction: that the everyday 

and the extraordinary exist side-by-side, with everyday 

moments passing over into extraordinary territory as 

soon as they are captured by the human eye.
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E 10.26 8am A 10.26 9:16am J 10.26 9:19am

E 10.26 11:24am A 10.26 11:26am J 10.26 11:28am

A 10.26 12:22pm A 10.26 12:29pm J 10.26 12:52pm

J 10.26 1:39pm X 10.26 3:53pm X 10.26 6:32pm

M 10.26 10:33pmM 10.26 10:32pm E 10.27 8:30am

J 10.27 1:42pm J 10.27 2:31pm Z 10.27 2:45pm

J 10.26 11:09am A 10.26 11:12am M 10.26 11:24am

J 10.26 11:31am J 10.26 11:48am A 10.26 12:17pm

J 10.26 12:59pm J 10.26 1:20pm M 10.26 1:33pm

M 10.26 10:32pm M 10.26 10:32pm M 10.26 10:32pm

A 10.27 12:19pm A 10.27 12:29pm A 10.27 1:02pm

Z 10.27 3:00pm Z 10.27 3:01pm Z 10.27 3:11pm
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Artist Statements

ARYN BEITZ  

Born in 1982 near Ann Arbor, MI. Resides in NYC, postcode 10038. 

Has lived in the suburbs of Detroit, the mountains of Colorado, on 

various streets in Chicago named after trees, in the Presidio of 

San Francisco, in the NW8 postcode district of London, on a gen-

trified street in Oakland, and inside a very tall building in Lower 

Manhattan. Would like to reside in Berlin at some point in the near 

future. Is drawn to patterns, forms, seriality, collections, archives, 

typologies, materiality, presence, coincidence, language, and the 

written word. Finds patterns anywhere and everywhere and enjoys 

discovering peculiar things that often go unnoticed. Is particularly 

drawn to patterns that draw attention above and below eye level 

and towards strange, in-between places and moments. Is in-

trigued by patterns formed in moments of chaos and order and by 

people and structures. Draws correlations between patterns and 

everyday life on a daily basis. Sometimes writes about patterns 

in design and architecture for various publications and online 

journals. Currently studies and practices graphic design, patterns 

of repetition, and form making in New York City.

MOEINEDIN SHASHAEI 

My name is MOEIN. In fact, it is MOEINEDIN but few people in the 

world call me that. I lost my EDIN a long time ago. Here in New 

York, my friends often call me MO, so the whole EINEDIN of me 

is lost somewhere in-between my home in Tehran and my place 

here in New York! I was born in 1989 somewhere in-between East 

and West. Wherever I go, there has been something before me and 

something after; something sits to the right of me, something to 

the left of me. I am always surrounded by stuff, in-between things 

and things in-between each other. Rumor has it that once, some 

thirteen billion years ago, nothing was nowhere and in-between 

nothing but suddenly, there was a BANG and stuff got plunged 

in-between each other and started moving unintentionally. For 

whatever reason, I now have the chance to be in-between all of 

this stuff, taking photographs and sharing them with you. So enjoy 

looking at them because they won’t last forever and neither will 

you.

NICOLE SALAMONE 

Nico Saladdrone is a self-proclaimed half real, half fiction-

al photographer living above and below ground, U.S.A. After 

spending years in the suburbs of New York City, Saladdrone 

began to develop a severe cognitive dissonance that has 

influenced her to never be able to experience one perspec-

tive at a time. Following this realization, Saladdrone has 

begun to exercise her inherent dissonant consciousness to 

develop a distinct body of work that consistently explores 

two opposite extremes simultaneously. For her most recent 

project, Above and Below, Saladdrone extracts from her 

everyday surroundings to depict situations that are both 

above and below the middle ground.

JACKIE ANERELLA 

Jacqueen, a born and raised New Yorker, began her career 

as a creative practitioner in 1991 when she exited her 

mother’s womb. Her work is often characterized by a myriad 

of disparate ideas and themes. Through a blend of reality 

and irony with humorous overtones, she creates works 

across multiple mediums including but not limited to music, 

dance, sculpture, painting, design and the occasional ode. 
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She currently lives in Manhattan, alone, but travels to her 

hometown in Queens often to spend time with her sonsband, 

a quadruped of the trinomen canis lupus familiares. In 

her collection, Excraetures, Jacqueen showcases the false 

reality of “individuals” that populate her “existence.”

XINYI LI 

Xinyi Li, a designer currently living in New York City, enjoys 

wandering around and capturing moments with her iPhone 

5 and occasionally, with a DSLR. She accidentally started a 

series about expressing order through photography, which 

emphasizes formal qualities of everyday scenes but viewed 

through a conceptual lens. Her photographs simplify the 

world through structured visual representations, thus some 

black and white photography has been included. These 

snapshots are natural and spontaneous while still main-

taining a sense of control. Her work is full of subtleties 

and sensitivities that aim to awaken the consciousness of 

viewer.

MICHAEL YUAN 

Michael Yuan’s most recent collection titled, Structure, was 

inspired by his daily routine in and around New York City. In 

his attempt to collect and analyze the concept of structure 

in a more conceptual way, Yuan avoids taking photographs 

of traditional architectural structures and prefers to thinks 

of structure as a set of components that when combined, 

create a stable assemblage, either permanent or tempo-

rary. In this latest collection, he documents multiple types 

of structures, including both physical and non-physical 

assemblages that reflect the everyday. Through his work, 

he attempts to challenge what a structure is and can be 

by questioning the distinction between structures and 

non-structures while simultaneously establishing his own 

typology of structure based on his daily routine.

EMILIA ARAGON 

Emilia Aragon, a Colombian artist living in New York, sees 

beauty in everyday chaos and believes that the most cha-

otic thing in the world is to try to make sense of it, or to go 

against nature’s tendency towards disorder. She relies on 

commonsense as she walks the streets in search of chaos 

and believes that in our attempt to make the world a better 

place, we have further disrupted natural systems, losing our 

symbiotic relationship with the environment in the process. 

In her work, she refers to humans as the culprits of inex-

plicable chaos as human actions typically go against the 

natural order of things, an idea that both fascinates and 

frustrates her. Aragon believes that chaos is everywhere 

and manifests itself over a series of events as expressed in 

her work, where images are often non sensical, encouraging 

the viewer to get lost in the randomness and question their 

meaning. Creating such inexplicable collections has become 

Aragon’s recent obsession as seen in her latest project, Hu-

man Chaos. At first glance, the collection has no apparent 

connection but upon closer inspection, the photographs tell 

a personal story that Aragon has loosely woven together, 

forcing the viewer to experience a moment of chaos as they 

attempt to understand their relation to one another. 
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“At no point can we say, ‘Here it 
commences, now; last minute 
was night and this is morning.’ 
But insensibly we are in the 
day. If we care to look, we can 
foresee growing knowledge, 
growing order, and presently 
a deliberate improvement of 
the blood and character of the 
race. And what we can see and 
imagine gives us a measure 
and gives us faith for what 
surpasses the imagination.” 

-H.G. Wells

Board of Fortune

Nicole Salamone
November 2nd, 2015 -
November 13, 2015
New York City, NY
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“At no point can we say, ‘Here it commences, now; last 
minute was night and this is morning.’ But insensibly 
we are in the day. If we care to look, we can foresee 
growing knowledge, growing order, and presently a 
deliberate improvement of the blood and character of 
the race. And what we can see and imagine gives us 
a measure and gives us faith for what surpasses the 

imagination.” (Wells 17).    

According to HG Wells in his 1902 lecture, The Discov-
ery of the Future, personal prophecy and fortune-tell-
ing will never be possible, but a general knowledge of 
future events is certainly attainable. Wells states that 
humans naturally view the future as a distant entity; 
an alternative world that is generally thought to be 
centered around the unknown. However, he argues 
that the growth of the human population has allowed 
for an “averaging out” of human behavioral patterns 
which makes it more possible to generalize about how 
the future of mankind will unfold. 

Instead of viewing the future as a mystical, supernatural 
entity, one can look at patterns of the past to generalize an 
understanding of what’s to come. When designing this event, 
my objective was to construct an experience that would 
force others to practice this method of speculation discussed 
in Wells’ lecture. I looked to complex strategy games like Risk 
and Diplomacy which force players to recall on the patterns 

Event Introduction

of past moves in the game as a way to speculate about 
different possible future scenarios for moving forward in the 
game. However, I also knew that there was a level of empa-
thy involved in being able to decipher these patterns. Thus, 
the event would probe participants to use strategy tactics, 
but also would depend on their own understandings of each 
other’s behaviors. 
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Board of Fortune, Round 1

Board of Fortune, Final Round

About the Event

Board of Fortune became 

the outcome of a similar 

strategy game to Risk and 

Diplomacy, but instead of 

a fictional fight in a World 

War II combat zone, the par-

ticipants were battling each 

other to gain the most and 

the best future fortunes. 

Players were able to move 

their “fortune bags” around 

the board to occupy desired 

fortunes and take fortunes 

from other players. The 

game began by each par-

ticipant choosing a number 

which revealed their first 

fortune. Each round, players 

were able to move their 

three bags into any 1-3 ad-

jacent spaces on the board 

as well as deciding to re-

main in their current space. 

Players would submit to me 

their moves, the reasoning 

for their moves and at least 

one prediction for where 

another player would move 

that round. Forcing players 

to think ahead about the 

other players’ moves helped 

direct each person’s think-

ing towards the behavioral 

patterns that direct our ev-

eryday decisions, and also 

allowed players to test out 

their own understanding of 

each other. 

The strategy element of 

Board of Fortune was 

created to help partici-

pants flex their thinking to 

occupy a vision of future 

outcomes, and the choice 

to make the game a theme 

about fortunes was to 

help embody and visualize 

future thinking.  Although 

players didn’t put as much 

consideration into gaining 

desired fortunes, the object 

of obtaining and poten-

tially losing these fortunes 

became a metaphor for the 

simultaneous plausibility 

and uncertainty of future 

predictions. 

The game began with partic-

ipants each playing individ-

ually, however after the first 
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four rounds, players were 

allowed to form alliances 

in order to more forcefully 

occupy and defend desired 

fortune spaces. The element of 

alliances in the game helped 

to simplify the way partici-

pants were able to envision 

strategic patterns of the other 

opponents. 

It seemed players were very 

anxious to form alliances and 

they all stated that this was 

their preferred way of playing 

the game. The players orga-

nized themselves evenly into 

two groups of three, and ended 

up playing in these teams 

for the duration of the game. 

Even though the players knew 

that the winner could only be 

one person, they decided to 

stick with these alliances and 

aim to have their team win, 

rather than shooting for an 

individual win. The benefits 

of the alliances became  that 

the players would consult with 

each other on best strategies 

to move forward based on the 

perceived mentality of the 

ALLIANCE 1

Emilia 
Aryn 
Xinyi

ALLIANCE 2

Moein 
Jackie 

Michael

opposing group

The outcome of the game fa-

vored Moein from Alliance 2 as 

the winner, however Alliance 

1 ultimately achieved more 

spaces on the board. Regard-

less of the game objectives, 

each player naturally formed 

their own objectives for the 

game and so the outcome was 

seen differently from each of 

these perspectives. 

At the end of the game, I asked 

each player to respond to me 

as their future self as a product 

of the fortunes they received 

from the game. This exercise 

was made to further explore 

future envisioning, and to see 

if the participants’ practice of 

future thinking had changed 

since the beginning of the 

game. 
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Michael’s Fortune

• You will find yourself using the 

word “DEGREE” a lot

• You will smoke a cigarette in the 

future

• I see a mailbox in your future

• You will realize you need to cut 

down on a habit, most likely involv-

ing food or drugs

• I see you running your fingers 

through your hair while listening 

to a song you used to like in high 

school

• At some point you’ll have to make 

a big decision between the colors 

BLACK and GREY

• You will receive a bad wound 

which starts a conversation with 

the person whom you will marry

#503

#501

Xinyi’s Fortune

• You’ll spend 10 years living in the 

country up north

• you’re going to be around some-

one who flirts a lot

• you will come up with a brilliant 

idea one day while wearing a blue 

shirt

• you will purchase a box of tea 

bags

• I see Eggs and Eggplants 

• In the act of losing one friend you 

will gain another

• You’ll be running, either physical-

ly or metaphorically

• I see a pack of Orbit gum (sweet-

mint)
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Emilia’s Fortune

• You will go on a hike and bring a bag 

of Lays chips with you

• You will sip a delicious coffee but 

also spill some of it on your paper

• You’ll be in a place where you notice 

a lot of surveillance cameras

• Someone will read your fortune and 

it will be extremely accurate

• You will get arrested for a petty 

crime that was influenced by alcohol

• I see fire

• One day you will use a printer and be 

in a good mood on the same day

• You will want cookies

• The color purple will become a big 

theme for you

#504

Moein’s Fortune

• you won’t own a red car but you’ll 

be in one a lot

• there will be a chart reading 

“NEGATIVE”

• you will have a lot of enjoyment 

reading books on very long train 

rides

• you will spend a lot of time with a 

significant other whom you will not 

marry

• I see a bar of SOAP

• there will be a man with the 

initials J.L. in your future

• there will be a woman named 

Miranda in your future

• you will be involved in a creative 

project that references a popular 

film

• you will buy a new sweater that’s 

a different color

• you will sleep next to a friend

H: Is everyone coming? Is Miranda 

there?

M: Uhh yes… of course she’s here 

you know she’s the project chief. 

But J’s also here this time! You 

know, JL, who you haven’t met yet. 

He’s such an interesting guy.

H: Okay, whatever. Just wanted to 

say I miss you. Do you even care?

M: Um, yes of course I care baby.

H: Honestly its hard to believe. It 

feels like all you care about is this 

stupid project and chief Miranda 

and Jay Leno. 

#505
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Overall, this game experimented with a few different 

experiential/pedagogical tactics in order to help par-

ticipants practice pattern analysis and future envision-

ing. The element of human interaction in the game was 

a key component to fostering the same type of future 

thinking that was discussed by Wells in his lecture. 

Not only was it crucial for players to use their own 

understanding of each other’s character in order to 

effectively strategize, but an overall empathy of human 

behavioral patterns in strategy games was necessary 

for success in the end. 

In addition to incorporating strategy game thinking, I 

simultaneously designed other thematic elements to 

the game that were representations of concepts from 

Wells’ lecture. There was always an element of uncer-

tainty in the structure of the game. I told the players 

that they were to pick desirable fortunes because it 

would impact their status in the end of the game. All 

the fortunes were relatively neutral, so it wasn’t clear 

which ones were favorable. Also, there were fortunes 

with just images, that would pertain to multiple de-

grees of interpretation. These rules made it so that 

participants were ultimately forced to construct their 

own perception of the game narrative.

Conclusion

In general, because this game explored a few different 

methods of probing future thinking, it could have been 

executed more extremely using just one. I believe that 
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Generation gaps were 
created by divergences 
of different technological 
frameworks. To bridge these 
gaps, we need to find the 
commonalities behind them, 
which according to the 
definition of technology, is 
the connections between 
different collections of 
methods and techniques 
to archive same goals. 
The intention of this event 
is to experiment using 
experiential knowledge to 
bridge the gaps.

Bridge the Gaps

Zibin Yuan
Four o’clock in the afternoon, on the 
twefth of Novmenber, of the year two 
thousand and fifteen, in Chelsea, China-
town and Union Square, for three hours.
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Event Introduction

The objective of this event is analyzing the 
relationship between technological framework 
and generation gap, and trying to create the 
methodology to bridge these gaps. In the article 

“The Children of Cyberspace: Old Fogies by 
Their 20s” the author used multiple examples 
to illustrate the different experiences of using 
technology formed generation gaps because 
these differences create diverse knowledge 
frameworks, such as calling a Kindle a “book” 
and calling a robot a “pet”. Generation gaps 
also reflect on behaviors. People from younger 
generation have their unique expectation to 
interact to the world, such as expect people 
respond every message immediately or get use to 
multitasking. These technological frameworks are 
already embedded in our daily routine because 
we are depended on these technologies. Moreover, 
Generations are broad and open typologies. 
Besides the technical development of different 
period, technology also influences the modalities 
of each generation in multiple aspects, such as 
cultural diversity. 

Base on the definition, technology is the 
collection of techniques, methods, process and 
skills. Hence these gaps are the divergences 

to archive the goals. In terms of bridge these 
gaps, finding the commonalities behind these 
collections might be the key to connect the 
divergences. I assume these commonalities are 
experiential knowledge. Because of the power 
of Information Communication Technologies, 
our experience is attached to these electronic 
devices because a phone can almost provide any 
information or assistant: finding the direction, 
checking time, translates languages, taking 
pictures or team management. We ask for 
solutions instead of create or finding solutions. 
Hence the gap became thicker because the 
sharing experience is lost. 

The intention of this event is using our generation 
as a test model to uncover the common 
experiential knowledge, in order to see the bridge 
between generation gaps. All team members 
had been divided into two groups and they 
need to finish all the tasks in a scavenger hunt 
without using any Information Communication 
Technologies (Such as cellphone). These tasks 
include mathematics, language translation, 
communication and finding directions. The 
team leader of each team had to organize their 
strategies to finish all the tasks. Since the 
absence of using the phone, team members 
had to use their experimental skills to figure 
out how to archive all the goals in 3 hours. And 
after the game, team members had to evaluate 
the performance of themselves and their team. 
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The processes of the event and the responds 
from the team members reflect how people 
encountering gaps and how they bridge this gaps 
base on knowledge from different technological 
frameworks. 

This game was a competition. All 

the group members except the host 

(Michael) were divided in two groups 

by a draw. Each group has 3 people, 

including one group leader. Before 

the game start, each group leader 

got a package of all the information, 

including all the information, tasks 

and tools for the game. Each group 

has 30 minutes to plan their strate-

gies to finish all the tasks. 

Rules

1. No Information Communication 
Technology Devices 
2. Organize strategies on paper (At-
tached in toolkit) 
3. Document every process and re-
sults in the boxes 
4. Measure how much time spend to 
finish every task 
5. Find a clock to take a picture with 
it on Exactly 4:30, 5:30 and 6:30 
Each group has 2 chances to use 
their phone to look up information. 
However, they should take a selfie 
with the device by using the instant 
camera.
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Buy a Korean or Japanese newspaper, 
translate at least 3 headlines

Spend Exactly $ 12.34 in a pharmacy in-
cluding tax

Collect profiles from 10 pets (Name, sex 
age, profile picture), at least two species

Find a Catholic Church and ask for this 
Sunday’s schedule

Buy 桂花 and 瑶柱

在德昌肉食公司拍一张自拍

Figure out where best Falafel in Chelsea is 
and find out why it’s the best

Get a subway performer, or group of per-
formers, to help you write their artist bio

Get five cigarettes from (one or multiple) 
strangers

The tasks of this game covered 

multiple places in Lower Manhattan. 

Participants should plan their path 

on the map the host provided in 

the package. These settings were 

base on the technology framework 

of older generation: They used to 

plan everything because starting it, 

and always had the expectation to 

spending time to search informa-

tion. The main feature of the screen 

of Information Communication 

Technology is the “Meta-informa-

tion”. After we request, the screen 

will generate the result for us on 

the interface, and this process had 

made us have less patience. Before 

these ICT devices, the information is 

static, and people need to find them 

manually by connecting clues of 

information. There is no good or bad 

between these two types, but the 

difference definitely reflect the gap. 

During the process of planning the 

strategy, as the host expected, the 

most difficult task is to calculate 

how much product combines 

together as $12.34 including tax. 

Again, because of the developments 

of technology, we began to filter 

more information we used to know, 

such as tax rate. According to the 

DIKW Pyramid, knowledge is formed 

by information subjectively.  The gap 

also reflects on how people from 

different generations filter different 

information to build their knowl-

edge framework.
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Meanwhile, to finish all the as-

signments, participants also been 

required two important skills: time 

management and group manage-

ment. Group members can finish 

the tasks separately and regroup 

at some point. But because of the 

absence of phone, they need to 

calculate the timeframe of each 

task. The role of group leader is 

very important. In order to create a 

productive group dynamic, leaders 

need to know the advantages and 

skill sets of their group members, 

in order to plan a good solution for 

these tasks. 

The event ends at 7:00 pm at night. 

Team A (Emilia, Aryn and Xinyi) 

finished all the tasks and came to 

the destination first. Team B (Nicole, 

Moein and Jackie) decided to focus 

on one task (Street performance) 

and made it perfectly, and experi-

enced a small group fight because 

of several disagreements.
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Conclusion

Technology, as mentioned in the introduction, is the collections of 

method, techniques, skills and process to archive the goal. Just 

consider, we, as a society, have become extremely dependent on 

technology, technology can be incredibly liberating. It also has 

given us the opportunity to be more connected to one another 

than ever before, we have grown more isolated as a result. The 

main characteristic of “cyber-generation” is the lack physical/

real human contact. We didn’t realize how much of a habit we 

had gotten into of relying on these devices for information. Since 

screen is the basic interface of these devices, the “cyber-gener-

ation” already got used to the “meta-contents” of on the screen, 

the information is so easy to been accessed in this technological 

channel. As result, we lack of awareness of the process of getting 

information and knowledge by physical/human interaction. 

In the responds from the team members after the event, they all 

mentioned the difficulty of interact with strangers. In general, 

people have no problem talking to new people. But because of 

the comfortable of using “meta-contents” we didn’t see asking 

people is an option to archive the tasks. As result, the skills of 

interact with strangers had degenerated because we are not 

under this mindset. Meanwhile, the group dynamics also affect 

the consequences. For group A, they separate the tasks nicely, 

and each person is respond for their job based on whey they 

good at. They finish the entire assignments base on this setting. 

However, another group experienced a group fight because of the 

disagreements. Again, Information Communication Technology 

provides people many ways to organize themselves. We have 
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Facebook, Slack, group message, Gmail, etc. This old school style 

group works was tried to demonstrate how we use technology as 

frameworks to structure human working relationships. 

Base on the conflicts people experience,  “Gaps” are not neces-

sarily between two generations, but as disagreements of certain 

methods and techniques base on different mindsets. In order to 

bridge the gaps, finding the commonalities behind these different 

technological frameworks, which was the common experiential 

knowledge behind it, can make agreements. For example, how 

would people use the experience about sense of direction and 

how do people find a place to eat base on stranger’s recom-

mendations. Google Map was made by people’s contributions; 

as same as Yelp, we check the rate of the restaurants base on 

vpeople’s comments. To bridge the gaps between different gener-

ations and design for them, we need to catch the sharing knowl-

edge and analyze how these knowledge and experience transmit 

into different technological frameworks. Hence, the bridge will 

been established. 
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This chapter is devoted to the 
concept of lightness and the 
contradictions and coexistence 
of light and heavy both in the 
world of concrete objects and 
abstract concepts. Inspired by 
a written but never delivered 
lecture of Italo Calvino on 
lightness, it focuses on the 
examples of the concept of 
weight contradiction, the politics 
of transmutation of heavy to 
light and maneuvering on the 
periphery of them.

Poor Bewildered Quills

Moeinedin Shashaei

Four o’clock in the afternoon on No-
vember 13th, 2015 
for six hours.
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This chapter is devoted to the concept of lightness and 

the contradictions and coexistence of light and heavy 

both in the world of concrete objects and abstract 

concepts. Inspired by a written but never delivered 

lecture of Italo Calvino on lightness (Six Memos for the 

Next Millennium, 1988) it focuses on the examples of 

the contradiction we faced with during our event, the 

politics of transmutation of weight to lightness and 

maneuvering on the periphery of them.

Calvino investigates the meaning of lightness in litera-

ture, philosophy, science and gives us abundant quota-

tions of literature works covering different aspects and 

levels of lightness, the value of it and possible ways to 

achieve lightness in literature. Here before you is some 

investigation in that respect, in the context of daily life; 

a normal friday evening that our group walked through 

a series of staged micro-events in different locations. 

The evening consisted of sequences of tasks that the 

group was asked for as the mission in the event, while 

a hoax planned by me alongside some other unprece-

dented external factors pushed the whole night into a 

different level of weight.

Event Introduction

Being based on an event that was staged, but not 

thoroughly directed, this chapter more focuses on the 

genuine improvisations that my peers had in each or-

ganized situation and their assumed collateral actions 

and less revolves around their active responses to the 

prompts they were given. So, I believe it is a reliable 

example for understanding the  abstract notion of 

weight in our routines and how we manage to lighten 

the heavies in a daily life situation; also it is a good ex-

ample of a probe for design research and observation 

of the user/audience in a given context.
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The quality of weight, beyond its 

literal meaning, has quite an exten-

sive presence in our language.

We tend to use it metaphorically 

so much in our basic colloquial 

that the figurative aspect of it is 

almost stripped. Surprising as it 

sounds the metaphor of weight as 

a concept has become hardwired to 

our linguistic imagination and real 

cognitive experience in a way that 

when we talk about a light sleep or 

a heavy task, we mean “literally” we 

think! The threshold for that meta-

phor to be considered poetic is so 

high that we do not get stunned by 

it unless it is way too flamboyant as 

in unbearable lightness of being.

In the now-classic book Metaphors 

We Live By (university of Chicago 

Press, 1980), George Lackoff and 

Marc Johnson argue that our lan-

guage, thought and action is funda-

mentally metaphorical and the way 

we think, the world we experience 

and our reality in general, is defined 

by metaphors. Regarding that, I 

believe we can deem metaphors 

in general as a technology that we 

A Metaphor We Live By 

evolved to utilize, in order to facili-

tate our cognition. “To learn easily 

is naturally pleasant to all people” 

Aristotle said in The Rhetoric “and 

words signify something, so what-

ever words create knowledge in us 

are the pleasantest.”

We use the qualities already fa-

miliar for us to conceptualize new 

matters; in that sense the dichoto-

my of light and heavy is pervasively 

used in reference to contradictions, 

oppositions or the ends of any 

given spectrum as both are tangible 

qualities in obvious contrast that 

we learned quite early in our life 

and developed a personal feeling for 

each.

In some case the figurative meaning 

of weight works almost alongside 

the literal one. a light weapon for 

example is defined as ‘man-porta-

ble’, yet as the arms control pro-

tocols get more specific, the defi-

nition of weight shifts toward the 

destruction capability (mortars are 

considered light weapons as long 

as they are of calibers of less than 

100 mm). So is the case with heavy 

( = powerful) vehicles, or heavy 

(=resilient) fabrics. Sometimes the 

gap gets larger — although heavy 

cream is literally heavier than light 

cream, it is not the weight that we 

care about, It is the fat concen-

tration more so. We take weight to 

conceptualize the density (Also look 

at heavy fog and heavy traffic).

And we can go further as the weight 

gets more and more abstract, to a 

point that there is no physicality 

left in the qualities it encapsulates. 

Think of the hardship in digesting 

a heavy meal, excessive habit of 

a heavy smoker, the intensity of 

a heavy discussion, the grief in a 

heavy heart all the distortions, mas-

sive beats and loudness of heavy 

metal music. Heavy is ample, harsh, 

rough, intimidating, gloomy, op-

pressive and too much. Accordingly 

the absence of it is light. the light-

ness unfolds as soon as the least 

unpleasant or controversial element 

is reduced  just as a matter of some 

PPMs — What is the opposite of 

light as in Marlboro, Coca or Coro-

na? Of course the regular; for their 

regular is the de facto heavy, not 

being acknowledged!So given the 

familiarity of weight’s figurative 

meaning, I found it crucial to 

make a point clear at the begin-

ning of my event, when I asked 

my friends to bring the lightest 

thing they could find around as 

their first assignment:

“...Do not get too conceptual and 

come to me with 35 seconds of 
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silence, or a smelly fart (Something I would have totally done, had 

I been asked for this task). I mean an actual thing that I can weigh 

with a scale.”

I ended up with a strand of hair, a safety pin, a little strip of paper, 

a matchstick, a bobby pin and an iPhone charger cable; all of 

them showing 0 on my scale except the last one, which was 16 

grams but for Michael who brought it “charging a phone before 

it dies is light, also the cable [in fact the connection type] is 

called lightning ”. Still it was not the only case of referring to the 

figurative weight. Xinyi told me, having her tiny blank piece of 

paper in her hand, that it was cut from the same roll of paper she 

had used to write pretty heavy stuff for a friend.  “I have poured 

some thoughts and emotion on the paper and added to its weight. 

It is physically light but I find it heavy now. yet again, he fact that 

it is saved as a leftover of a previous project makes it light.

Beside that, seeing the heaviness brought up by the lightest 

objects was interesting. Emilia, having issues finding the bobby 

pin in her pocket, called it a heavy task to carry around a tiny light 

object. Aryn cringed away from the strand of hair: “I have this 

thing with hair”. 

Yes there is a thing more or less in anything we brought to the 

table that night, a thing potentially in any object found around 

us. A thing in the weightless paper of a break up note. A thing in 

the hair you find in your sandwich. A thing in the cable that you do 

not see before stepping on it and hearing the sound of your phone 

cracking. A thing in the safety pin accidentally penetrated your 

body (or again, was in your sandwich). A thing in the matchstick 

that can set the whole city ablaze. A thing in the unfamiliar 

bobby pin that a woman finds on her husband’s pillow. Any given 

lightness is just a thing away from getting unbearable.
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For us, weight, even in the con-

crete physicality is a nebulous 

quality dependant to the subject, 

the context and our mindset. For 

example I believe most of us have 

experienced the surprising light-

ness of an object (could be our own 

body) when it is submerged fully 

or partially in water; we know this 

happens due to the buoyant force 

of the displaced water (Archimedes 

Principle). Or consider the image of 

a feather or a dandelion afloat in 

the air—a classic visualization of 

lightness, while we know physically, 

this phenomenon has nothing to 

do with their weight and is a result 

of the aerodynamic drag of air, in 

other words mass does not affect 

gravitational pull; theoretically, all 

things should fall at the same rate, 

regardless of how heavy they are (as 

was stated by Galileo in 1581 and 

confirmed in 1971 when Apollo 15 

commander David Scott dropped a 

How Light is Light?

feather and a hammer on moon and 

they hit the ground simultaneously).

Finding more such examples of 

weight in the physics of our cogni-

tion and conception of weight in our 

daily life is easy. The point is that 

after all, even the concrete light and 

heavy are very relational concepts 

when it comes to us encountering 

them. Lift twenty pounds. Heavy? 

Now lift forty pounds (at least try) 

and go back to the twenty. Much 

lighter, right? And of course the 

same rationale is applicable to the 

metaphor of weight, or any other bi-

nary qualities—when the dark gray 

seems black in a white background 

and white in a black one. There is 

always a superiority to which any 

harshness seems mellow! there is 

always another layer of heavy await-

ing to be added to our burden just 

when we think it can not get heavier. 

Sure enough when it unfolds we can 

find lightness in what we already 

had. 

That is what we experienced on 

the infamous evening of Friday the 

November 13th, 2015. The unpleas-

We are the poor bewildered quills, 

the little scissors  

and the grieving penknife 

Guido Cavalcanti

ant act of waiting in a crowded 

restaurant to sit and eat became 

somewhat relaxing and euphoric 

for a group that just had a nervous 

breakdown and a bit later whatever 

frustration lost its weight when put 

next to a terrorist attack! 

I had told the group that for my 

event we were going to have some 

plays and experiments around the 

physical and mental heaviness. 

We did actually. We compared the 

lightest thing they could find in 

their home and discussed them. 

We blew up balloons, carried them 

around the street, took them to a 

crowded restaurant and ate while 

having them in our hand. But the 

main weight of the night came 

from a disappointing, crude email 

that Christina, our teacher sent, 

early in the evening, telling us that 

this whole project sucks! She and 

department does not understand 

it and we are not capable of deter-

mining where we want to go with it 

and what we really want to say and 

“How do you all expect to get jobs 

when you leave school?”

The email actually was a prop! I had 

asked for it and after a series of 

back and forth she—hoping it was 

not a prank on her—and I agreed on 

a mild but still roasting text:
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Hi All, 

Thanks for a good working session in class this past week. 

I’ve spoken with the department, and frankly they just don’t understand what 

you are trying to achieve with your efforts on this publication; it was critiqued as 

being really confusing and self-involved. 

I am also a bit concerned that this project just continues to make no sense at all 

to me. I have no idea what most of you are saying or doing and how your work 

is reflecting anything coherent or related to design. Seriously, how do you all 

expect to get jobs when you leave school? 

I really need you all to step up your game and figure out a way to make some 

damn sense. I would like, next week, to see a performance, in class, that 

communicates conceptually and coherently how all of your ideas can become 

comprehendible. I’m having a hard time continuing  to support something that I 

just don’t understand. 

let me know if you have any questions,

all the best

succeeding immediately by another one:

I want to hear an update by 

Monday afternoon  

Moein, please take the lead in 

organizing this ask—I want to 

make sure you are pulling your 

weight.

Sure enough we got paralyzed for 

a bit, especially for we were at the 

beginning of the last event of our 

series and were having a feeling of 

accomplishment. The frustration, 

anger, humiliation and bewilder-

ment that dominated group, our 

individual or group reaction can 

be seen the documentation video. 

We were on the verge of a group 

emotional collapse, and what we 

did to make the the rest of the night 

bearable, became the point of focus 

for me, although for my friend it was 

what derailed the whole night.
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In his aforementioned essay, Italo 

Calvino brings up the example of the 

famous myth of Medusa and how in 

order to defeat this hideous mon-

ster Perseus “supports himself on 

the very lightest of things, the winds 

and the clouds, and fixes his gaze 

upon what can be revealed only by 

indirect vision, an image caught in 

a mirror”. He kills Medusa and “for 

the severed head, Perseus does not 

abandon it but carries it concealed 

in a bag. When his enemies are 

about to overcome him, he has only 

to display it, holding it by its snaky 

locks, and this bloodstained booty 

becomes an invincible weapon in 

the hero’s hand. It is a weapon he 

uses only in cases of dire necessity 

[...] Perseus’s strength always lies 

in a refusal to look directly, but not 

in a refusal of the reality in which 

he is fated to live; he carries the 

reality with him and accepts it as 

his particular burden”.

For me, one of the most inspiring 

parts of the story is when after a 

battle Perseus want s to wash his 

hands and has to put the head 

somewhere. This is where the poet 

shows us the extreme delicacy 

Politics of Weight

that Perseus, a killer of monsters has in his spirit: “So that the 

rough sand should not harm the snake-haired head, he makes 

the ground soft with a bed of leaves, and on top of that he strews 

little branches of plants born underwater, and on this he places 

Medusa’s head, face down.”

I agree with Calvino that “the lightness, of which Perseus is the 

hero, could not be better represented than by this gesture of 

refreshing courtesy toward a being, so monstrous and terrifying 

yet at the same time somehow fragile and perishable. In physical 

term, there is a certain level of delicacy—as technology that we 

learn to maintain in our daily life to face the lightness. Like when 

one catches a butterfly and does not want to hurt it in their hand. 

Or taking care of a balloon in a crowd or carrying a tiny object (we 

practiced the two recent examples and of course some failures 

were not avoidable)

Also some basic techniques for dealing with heaviness. We learn 

for example that for moving a heavy box pulling tends to be easier 

than pushing (When the box is pushed, the vertical component of 

the push increases the normal force. Hence, there is an increase 

in friction.) Also look at some basic primitive technologies that 

human utilised: wheel, ramp, pulley. They were answers to the 

question of how to tackle heaviness.

In terms of weight as a metaphor, things are more nebulous and 

personal. It is believed that expressing and sharing the heaviness, 

makes it light, even if it has no useful feedback coming after (ask 

your therapist about it). I agree that Christina’s email would have 

hurt more if we had not seen it and discussed it while being all 

together.
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Sometimes denying, disregarding or a 

momentary distraction becomes the 

technology of dealing with heaviness. 

Like when after half an hour of awful 

conversation about the email, Nicole 

lowered her voice and altered her tone 

abruptly to change the topic of discus-

sion. If the distraction does not happen 

voluntarily and we can not push our 

state of mind we tend to seek the help 

of some catalyst—viva tequila (here let 

me pay tribute to fermentation as one 

of the main technologies of survival for 

human. First and foremost, for preserv-

ing the drinks in old days and yet for 

unpreserving the minds, now!)

Leave it to get old, I believe is the 

ultimate and inevitable technology of 

dealing with heaviness. Like a fresh 

wound that turns to a scar any given 

heaviness, even the one that seems 

fatal in the first impression gets bear-

able (unless it really kills us). The heavy 

does not get light, but it is us who just 

look around after a while, shrug and 

say “so what?” maybe only based on 

our survival instincts. As Calvino says 

“everything can be transformed into 

something else, and knowledge of the 

world means dissolving the solidity of 

the world”.
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Experience is in the mind of the user

Jorge Luis Borges wrote once that “The taste of the apple ... 

lies in the contact of the fruit with the palate, not in the fruit 

itself; in a similar way ... poetry lies in the meeting of poem 

and reader, not in the lines of symbols printed on the pages 

of a book. What is essential is the aesthetic act, the thrill, the 

almost physical emotion that comes with each reading.”

I believe the exact same rule is valid in the world of design. 

There is no achievement in a product, an environment, an 

interface etc. unless when it is in the possession of the 

audience/user. And a designer, who wants to make a change 

(however much subtle and small that change be) can not 

claim the accomplishment unless turn the whole outcome 

of his practice, the whole aesthetic act, the thrill, the almost 

physical emotion, to an experience that dominates the mo-

ment of the one who receives it. Even then who knows what 

mood the user is in at that time! In other words, I believe 

that lightness for example, can not be achieved in design 

through a light material, a light composition or — if you can 

define it — a light typeface, unless the designer be such a 

great master who can turn the whole work into a piece so 

affecting, touching and dominating that the one who stands 

on the receiver end get fazed by it no matter how one was 

Conclusion

feeling before getting hit by it.

Honestly I want to argue that unless we design for a specif-

ic — very very specific  — audience in a specific context, that 

attempt is moot! Who knows in whose hand will a design 

work end? Or maybe designers need to take one step back 

and start from training their audience to see and feel and 

experience what they believe is the valuable, because just 

like the beauty that lies in the eye of the beholder, experi-

ence lies in the mind of the user. 16916
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We are a group of seven second-year MFA Com-

munications Design students at Pratt Institute in 

New York City. For the past semester, we’ve been 

working on Techncolage, a project that stems from 

concepts of relational, anticipatory and performa-

tive design approaches and explores contemporary 

methodologies and practices that call for more 

improvisational and situationally-based approaches 

to design. The project exaggerates upon these 

methodologies and rebels against a traditional, 

linear design process by building upon a concept 

that restrains from predetermined goals, embraces 

constraints, and utilizes performative experimenta-

tions to generate and develop content.

Interview Title

Lorem ipsum 

Lorem ipsum dolor Sit amet, 
duo dicat Euismod intellegat 
Id eum omnes detraxit. duo 
dicat Euismod intellegat Id 
eum omnes detraxit. duo dicat

Lorem ipsum dolor sit amet, duo dicat 

euismod intellegat no, id eum omnes 

detraxit inimicus, eum te magna ceteros 

officiis. Eros feugiat adipisci mei an, ex 

mollis facilis ius. Et vim prima delectus, 

dicta platonem necessitatibus ea qui, an 

vulputate assueverit referrentur per. Ex 

cum iusto quaestio. Id eam dicam cetero 

admodum, qui regione tritani eiasd asd-

joasjd sadpjpowqi. Pro an iudico utroque 

denique. Duo at everti impedit gubergren, 

sensibus consequat his ei, vim ex aeterno 

appetere reprimique. Agam recusabo 

adversarium te sed, ceteros accusamus 

vim eu, eros legimus abhorreant te qui. 

Bonorum invidunt id vis. Pri possit liber-

avisse ea, te vel errem deleniti. Ex erant 

quaerendum eam, et facete postulant 

laboramus vel.

Cum cu oportere delicatissimi. Mel unum 

commune posidonium te, graeco facete 

placerat vel ut. Ut modo illum quo, ex 

amet intellegat expetendis eam. Duo 

tantas doctus feugait et, iudico partem 

dissentias cu sea. Et vivendo mandamus 

pericula mei. Posse decore petentium vix 

an, vel cu ferri verear iriure.

You’ve been writing about 
relational design method-
ologies since 1998, long 
before it was embraced as a 
valuable design approach. 
In your opinion, how has 
the discourse shifted and 
evolved since you first began 
writing about the subject?

Have designers responded 
and/or reacted to relational 
design approaches as you 
imagined they would? 

Based on how the field of 
graphic design has evolved 
over the last decade, do 
you think relational design 
methodologies have been 
explored to their full poten-
tial? Is there room for further 
experimentation? 
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Magna zril nullam pri at, inani minim percip-

itur eos ut, utroque impedit accumsan ea usu. 

Ut dicta conve nire efficiendi mel. Qui ad 

inani feugiat percipit. At mei viderer officiis 

pericula, ad assum error pro d assum error 

po. Lorem ipsum dolor sit amet, duo dicat 

euismod intellegat no, id eum omnes detraxit 

inimicus, eum te magna ceteros officiis. Eros 

feugiat adipisci mei an, ex mollis facilis ius. 

Lorem ipsum dolor sit amet, duo dicat eu-

ismod intellegat no, id eum omnes detraxit 

inimicus, eum te magna ceteros officiis. Eros 

feugiat adipisci mei an, ex mollis facilis 

ius. Et vim prima delectus, dicta platonem 

necessitatibus ea qui, an vulputate assueverit 

referrentur per. Ex cum iusto quaestio. Id 

eam dicam cetero admodum, qui regione 

tritani eiasd asdjoasjd sadpjpowqi. Pro an 

iudico utroque denique. Duo at everti impedit 

gubergren, sensibus consequat his ei, vim ex 

aeterno appetere reprimique. Agam recusabo 

adversarium te sed, ceteros accusamus vim 

eu, eros legimus abhorreant te qui. Bonorum 

invidunt id vis. Pri possit liberavisse ea, te vel 

errem deleniti. Ex erant quaerendum eam, et 

facete postulant laboramus vel

.

How important is it for 
today’s designers to let go 
of control and to invite (and 
embrace) external influences 
and input? What are some of 
the most effective ways to 
establish more open systems 
of working and generating 
content?

In your essay, Ghost in 
the Machine: Distributing 
Subjectivity, you discuss 
open and closed systems 
and raise the question, 
“Where does control and 
design happen in an open 
system? You also call for 
a radical rethinking of the 
designer as only a manip-
ulator of tools. In your 
opinion, what is the role of 
today’s graphic designer? 
Has it moved beyond 
designer as author/cre-
ator of systems/manipu-
lator of tools to something 
more profound as your 
text begins to suggest? 

Magna zril nullam pri at, inani minim percip-

itur eos ut, utroque impedit accumsan ea usu. 

Ut dicta conve nire efficiendi mel. Qui ad 

inani feugiat percipit. At mei viderer officiis 

pericula, ad assum error pro d assum error 

po. Lorem ipsum dolor sit amet, duo dicat 

euismod intellegat no, id eum omnes detraxit 

inimicus, eum te magna ceteros officiis. Eros 

feugiat adipisci mei an, ex mollis facilis ius. 

Lorem ipsum dolor sit amet, duo dicat eu-

ismod intellegat no, id eum omnes detraxit 

inimicus, eum te magna ceteros officiis. Eros 

feugiat adipisci mei an, ex mollis facilis ius. 

Ex cum iusto quaestio. Id eam dicam cetero 

admodum, qui regione tritani eiasd asdjoasjd 

sadpjpowqi. Pro an iudico utroque denique. 

Duo at everti impedit gubergren, sensibus 

consequat his ei, vim ex aeterno appetere 

reprimique. Agam recusabo adversarium te 

sed, ceteros accusamus vim eu, eros legimus 

abhorreant te qui. Bonorum invidunt id vis. 

Pri possit liberavisse ea, te vel errem deleniti. 

Ex erant quaerendum eam, et facete postu-

lant laboramus vel.

Are there any particular 
designers actively practicing 
relational design that you 
think are creating truly 
exceptional work? 

What are the main differ-
ences between conditional 
and relational design 
methodologies? 

In your essay, Towards 
Relational Design, you 
state, “We might chart the 
movement of these three 
phases of design, in lin-
guistic terms, as moving 
from form to content

to context; or, in the parlance 
of semiotics, from syntax 
to semantic to pragmatics.” 
Given how quickly things 
move in contemporary 
society, do you anticipate a 
fourth phase of design? Have 
we already begun to move 
beyond form as context? 
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Magna zril nullam pri at, inani minim percip-

itur eos ut, utroque impedit accumsan ea usu. 

Ut dicta conve nire efficiendi mel. Qui ad 

inani feugiat percipit. At mei viderer officiis 

pericula, ad assum error pro d assum error 

po. Lorem ipsum dolor sit amet, duo dicat 

euismod intellegat no, id eum omnes detraxit 

inimicus, eum te magna ceteros officiis. Eros 

feugiat adipisci mei an, ex mollis facilis ius. 

Lorem ipsum dolor sit amet, duo dicat eu-

ismod intellegat no, id eum omnes detraxit 

inimicus, eum te magna ceteros officiis. Eros 

feugiat adipisci mei an, ex mollis facilis 

ius. Et vim prima delectus, dicta platonem 

necessitatibus ea qui, an vulputate assueverit 

referrentur per. Ex cum iusto quaestio. Id 

eam dicam cetero admodum, qui regione 

tritani eiasd asdjoasjd sadpjpowqi. Pro an 

iudico utroque denique. Duo at everti impedit 

gubergren, sensibus consequat his ei, vim ex 

aeterno appetere reprimique. Agam recusabo 

adversarium te sed, ceteros accusamus vim 

eu, eros legimus abhorreant te qui. Bonorum 

invidunt id vis. Pri possit liberavisse ea, te vel 

errem deleniti. Ex erant quaerendum eam, et 

facete postulant laboramus vel.

As we’ve experienced in our 
project thus far, embracing 
constraints, dilemmas, 
and even uncertainty 
has been an extremely 
important approach and 
has allowed us to generate 
some truly interesting and 
unexpected content. In your 
opinion, how important is 
it for designers to embrace 
contradictions, dilemmas, 
and constraints? Are today’s 
graphic designers taking 
enough risks? 

Magna zril nullam pri at, inani minim percip-

itur eos ut, utroque impedit accumsan ea usu. 

Ut dicta conve nire efficiendi mel. Qui ad 

inani feugiat percipit. At mei viderer officiis 

pericula, ad assum error pro d assum error 

po. Lorem ipsum dolor sit amet, duo dicat 

euismod intellegat no, id eum omnes detraxit 

inimicus, eum te magna ceteros officiis. Eros 

feugiat adipisci mei an, ex mollis facilis ius. 

Lorem ipsum dolor sit amet, duo dicat eu-

ismod intellegat no, id eum omnes detraxit 

inimicus, eum te magna ceteros officiis. Eros 

feugiat adipisci mei an, ex mollis facilis ius. 

Ex cum iusto quaestio. Id eam dicam cetero 

admodum, qui regione tritani eiasd asdjoasjd 

sadpjpowqi. Pro an iudico utroque denique. 

Duo at everti impedit gubergren, sensibus 

consequat his ei, vim ex aeterno appetere 

reprimique. Agam recusabo adversarium te 

sed, ceteros accusamus vim eu, eros legimus 

abhorreant te qui. Bonorum invidunt id vis. 

Pri possit liberavisse ea, te vel errem deleniti. 

Ex erant quaerendum eam, et facete postu-

lant laboramus vel.

Do you think practicing 
graphic designers have 
as many opportunities to 
explore and employ rela-
tional design methodologies 
as graduate design students 
do?

Finally, it can be said that 
relational design encourages 
the circulation, reception, 
and reaction of ideas as to 
provide feedback that, in 
turn, creates more open-
ended systems that can 
reach beyond the creative 
class. In your opinion, has 
relational design succeeded 
in creating a platform in 
which generative and open-
ended systems are preferred 
over highly controlled and 
prescribed systems or is 
there a need for further, 
more radical experimenta-
tion? 
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