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E M B O D I E D  R E A L I T I E S  L A B



8th August: 19.00-21.00 

Intro to lab, workshops and my projects+Q&A


9th August: 19.00-21.00 
Random Cards/Oblique Strategies: A Universal Ideation Method for Integrating New Technologies 

10th August: 19.00-21.00 
Rapid Prototyping for Embodied Realities Projects 


11th August: 19.00-21.00 
Mixed Reality Interfaces for Remediating Cultural Heritage


14th August 12.00-18.00 

Mixed Reality Interfaces for Remediating Cultural Heritage in Practice 


14th August 19.00-21.00 
Mixed Reality Interfaces for Remediating Cultural Heritage Continued


15th August 19.00-21.00

Hacking Fashion: Wearables, Embodiment and Data Body Creation


16th August 19.00-21.00 
Designing Wearables for Consumer Needs: A Practical Approach


Embodied realities 

Lab schedule



TODAY 



• Intro to design theory 
• Intro to Critical design and its 

history 
• Intro to Speculative design 

and its history 
• Intro to Open design and its 

history 
• Intro to The Design Cycle 
• Intro to Design Ideation 

Processes and Models 
• Introduction to Random 

Cards/Oblique Strategies 
(RCOS) Method 

9/8/2017  

Random Cards/Oblique Strategies: A 

Universal Ideation Method for 

Integrating New Technologies 

Overview



This workshop will look specifically at developing a design ideation 
process, that will enable students to develop concepts for a product-
service-, that will integrate new technologies and media into new and 
existing content delivery formats.  

Following a brief overview of contemporary design processes, the Random 
Cards/Oblique Strategies Method (Stadon, 2015) will be introduced and 
used to develop a practical framework for seamlessly integrating new 
technologies, innovative media formats, content delivery methods and 
audience interactions, to produce rigorously developed ideas and 
concepts, that are sophisticated in their understanding of user groups, 
interface strategies, emerging trends in museology, content strategy and 
cultural impact/value creation
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Random Cards/Oblique Strategies: A 

Universal Ideation Method for 

Integrating New Technologies 

Overview



• As technology develops and becomes increasingly integrated into 
our lives, the need for interface design increases. In recent years with 
the advent of networked mobile technologies, this integration had 
occurred at such a speed that, until recently designers were so busy 
learning new techniques and technologies that they were unable to 
consider the impact of designing with and for such technologies.  

• We are now living in an era where human impact on nature (the 
anthropocene) is as ubiquitous as the technologies that continue its 
growth and due to this, the entire way that designers interface people 
with technology has to be reconsidered. 

• This group project will address this growing need for designers and 
developers to build skills in areas such as speculative, open, critical 
and anthropocentric design, in order to offer something beyond 
aesthetic beauty to clients and more importantly, to society and the 
environment. 

Introduction



HOW AND WHY DOES THE 
CRAFT-BASED 

METHODOLOGY OF 
DESIGNING THROUGH 

MAKING BENEFIT FROM 
THE INTRODUCTION OF 

DIGITAL TECHNOLOGIES?



“IN AN INTUITION BASED METHOD, 
THEORY AND PRACTICE ARE 
INTERWOVEN AND OCCUR AS ON 
PROCESS, AT THE SPEED OF 
COGNITION” 
-HENRI BERGSON



As we become more technologically 
embedded and ubiquitous technology 
grows closer to the body, it is 
therefore increasingly linked to self 
and our own lives and  stories, so in 
regards to media, it is important to 
reflect this evolution appropriately 
and cohesively. 



AS CULTURAL PRODUCERS, 
RESEARCHERS AND 

EDUCATORS, WE NEED TO 
BE WEAVING HUMANITY 

INTO THE FABRIC OF 
DIGITAL MEDIA.



Is This a New Paradigm? 
Fundamental Aspects to Design 

Approaches



Within the crafting process of 
design, digital technology exists in 
all phases of all processes in some 
way. This should be recognised and 
embraced. Digital is no longer 
novel, new, or an alternative. It is 
the norm. 



Making traditionally occurred at the speed 
of thought and hand.. With automation 
through Digital tech and also the speed of 
processing vs the speed of learning and 
developing in technologies this is shifting 
and as educators we need to be teaching 
students to adapt to this tradition. 



Within what I call analog crafts, 
you can have a vision and maintain 
an evolving  physical  articulation 
of this vision. for those new to 
digital media, often there is a gap 
between vision, processes of 
making and physical output. 



Designing and Developing 
for Participatory Culture



TRANS…REALLY? UBIQUITY OF DESIGN 



• Mixed Reality is awesome 
• Mixed Reality goes beyond 

AR, VR and traditional 
definitions and paradigms 

• Very Useful for Industry 
• Very Useful for Society 
• Very cool for art and design

a quick note on  
mixed reality



Beyond Findability: Frameworks IA Summit 2009   |   Joe Lamantia | MediaCatalyst �18

The future...



Anthropocenic Design



Outcomes Based 
Anthropocenic Design



Rapid Prototyping Strategies



Creative Coding



My Smartphone

▪ camera,
▪ microphone,
▪ geolocation,
▪ Accelerometer,
▪ Device orientation,
▪ Motion,
▪ Vibration



• Can Industrial Endeavours Merge with Societal 
Needs?  

• Can we control privacy and ownership within 
mixed reality? 

• How do we interface for the era of ubiquitous 
computing?  

• How can we make mixed reality inputs? 
• How can we make mixed reality outputs?  
• How do we do all this on a mobile smart device? 

Some Questions 



Traditional craft based approaches to 
art produce objects of value. Today 
consumers are much more interested 
in the value of experience and this is 
one way digital technology have 
redefined such approaches to making



THE REDUCTIVE NATURE OF (INTERFACE) 
DESIGN OFTEN OBFUSCATES OUR EMBODIED 
INTERACTIONS WITH TECHNOLOGY, THOUGH 
IN FASHION WE ARE YET TO REACH THIS 
LEVEL OF EMBEDDING  

HOWEVER, WITHIN FASHION AND ITS 
INHERENT CONNECTION TO THE BODY, 
THERE IS AN EMERGENT TREND OF PLAYFUL 
AND FUNCTIONAL INVOLVEMENT IN 
EMBODIMENT  



THIS NEEDS TO BE REFLECTED 
WITHIN APPROACHES TO 

TEACHING AND RESEARCH  



INNOVATION AND LEARNING 

Source: http://myampgoesto11.tumblr.com/post/34390982863/shiping-toohey-cinderella-intoxication

http://myampgoesto11.tumblr.com/post/34390982863/shiping-toohey-cinderella-intoxication


1. Using innovative digital platforms that 
are embedded within participatory culture, 
designed for digital natives and utilise 
emerging technologies to enable you to 
transfer content in a more innovative way. 

Source: https://virtualrealityreporter.com/dior-eyes-virtual-reality-headst-vr-fashin/



Here we are talking about 
shifting approaches to art 
and design: being more 
transdisciplinary and 
collaborative, more open 
and participatory



But also 
streamlining this in 
an appealing and 
accessible delivery 

 



2. Developing a Critical Understanding of Media 
Technologies Within Practice, Industry and Society

Source: http://www.castle33.com/5-best-luxury-fashion-houses-on-social-media/http://money.cnn.com/2017/04/26/technology/amazon-echo-look/



INTERFACING NETWORKED  
PARTICIPATORY CULTURE 

FOR DATA BODIES



2. The second focal point is the critical understanding 
of media practice technologies with the goal of making 
students into content producers that can use emerging 
platforms that go beyond generic solutions. This can 
expand into a number of emerging areas such as open 
data, data visualisation, social media, analytics, 
biometrics, mixed reality, 3D, gaming and simulation, 
embedded devices and so on. IT is really just such a 
rich, dense area of current and future inquiry. 

source: http://techcrunch.com/2014/03/10/shopify-examines-social-roi-for-commerce-sites-finds-facebook-dominates-but-reddit-is-growing/



Everything exists within 
algorithmic society and 
networked culture



Much of our daily existence could be 
seen as the physical output of a 
generative process. 



That widening of generative 
processes is also what makes it 
relevant to a wider audience. 
People can identify with their own 
use of Google, Facebook or 
Amazon, and they can see for 
themselves how those systems 
construct their behaviours, their 
norms, their lifestyles  



3. Demystifying Technology Through 
Understanding Technological Processes. 



Of course next generation interface design 
relies on thorough knowledge of the field and 
new innovations. These are occurring in areas 
such as… Source: http://augmentnl.com/hyperfabric/



ART, FASHION & 
DESIGN  

CRAFT AS PROCESS 
  





http://www.biocouture.co.uk/ http://shameesaden.com/



Source: http://www.dezeen.com/2013/12/09/reality-mediators-wearable-technology-punishes-laziness-ling-tan/











APPROACHES



make them collaborate 
document everything 

give it to others   











Open Design and Sharing 
Ideas /Community Building



P2P Participatory Learning 



Terms: UbiCom Era  

Ubiquitous Computing has without a doubt 
revolutionised society. The integration of constant, real 
time digital networking has shifted our relationship with 
technology towards a state of reliance (?) dependance 
(?) connectivity (?) isolation (?)… Now with the social 
media and IoT revolutions UbiCom is positioning itself 
to completely integrate into every aspect of life, from 
home to the office, to the public. From politics to 
economics to health, transport.. EVERYTHING.. 



General Readings 



Speculative, Critical and 
Open Design



General Readings 

Researchers  should 
always be choosing 
their own independent 
‘readings’ also.  

These can be texts, 
magazine articles, films, 
video games, fiction 
books, applications etc 
etc.



Critical and Speculative Design



Critical Design

What is Critical Design?
Critical Design uses speculative design proposals to 
challenge narrow assumptions, preconceptions and givens 
about the role products play in everyday life. It is more of 
an attitude than anything else, a position rather than a 
method. There are many people doing this who have never 
heard of the term critical design and who have their own 
way of describing what they do. Naming it Critical Design is 
simply a useful way of making this activity more visible and 
subject to discussion and debate.



Critical Design

• One of critical Design's roles is to question 
the limited range of emotional and 
psychological experiences offered through 
designed products

• It is more about the positive use of negativity, 
not negativity for its own sake, but to draw 
attention to a scary possibility in the form of 
a cautionary tale.



Critical Design

Why is it happening now?
The world we live in today is incredibly complex, our 
social relations, desires, fantasies, hopes and fears 
are very different  from those at the beginning of the 
20th century. Yet many key ideas informing 
mainstream design stem form the early 20th century. 



Critical Design
• What are its main relatives?
• Activism
• Cautionary Tales
• Conceptual Design
• Contestable Futures
• Design Fiction
• Interrogative Design
• Radical Design
• Satire
• Social Fiction
• Speculative Design



Critical Design

• What are the biggest misconceptions?
• That it is negative and anti-everything.
• That it is only commentary and cannot change 

anything
• That it is jokey
• That it is not concerned with aesthetics
• That it is against mass-production
• That it is pessimistic
• That it is not real
• That it is art



Open Design

Open design is more of a philosophy or approach to 
design than a style. It embraces the growing open 
source movement and aims to keep creativity free of 
corporate intervention. 



Open Design

Open design heralds new possibilities for artists, 
scholars and interested citizens to engage in a 
simultaneously conceptual and material critique of 
technologies and information systems in society



Open Design

Open design can be employed to develop a critical 
perspective on the current institutions, practices and 
norms of society, and to reconnect materiality and 
morality.



Inspiration for Futurist Designing



Inspiration for Futurist Designing



Science Fiction and Science Fact



Speculative Design

Speculative Design deals with what can 
also be called Design Futures. It takes an 
approach that ttys to forecast future trends, 
but more importantly, future needs and 
desires of society (and therefore consumers 
if you want to bring economics into it). 



Speculative Design

With the advent of the UbiCom Era, we live 
in an ocean on unnecessary applications. 
Many of these aim to improve our lives, but 
due to their generally heterogenous 
functions and homogenous distribution, 
most prove to be totally useless!



Speculative Design

"the computer world deals with imaginary, 
arbitrary made up stuff that was all made up 
by somebody. Everything you see was 
designed and put there by someone. [...] 
There are so many ideas to care about, and 
with ideas comes the politics of ideas."      
— Ted Nelson



Applying Critical/Speculative and 
Open Design to Interface Design

How can the ideologies of modern experimental 
design approaches integrate in the traditionally 
conservative world of interface design?

"an interface is not a thing; an interface is an effect 
[...] Ideology is 'modeled' in software” 
Alexander Galloway



Designing and Developing for 
Participatory Culture



Designing and Developing for 
Participatory Culture



PROTOTYPNG  
METHODS AND 

IDEATION 



How do you Design and Test this? 

SO…..



Or this.. 



Random Cards 
Ideation  



SIMPLIFYING WITH 
RANDOMNESS



DESIGN  
PROCESSES 



Elaboration and Reduction 

• Elaborate - generate solutions. These are the opportunities 
• Reduce     - decide on the ones worth pursuing 
• Repeat     - elaborate and reduce again on those solutions 

 
Source: Laseau,P.  (1980) Graphic Thinking for Architects & Designers. John Wiley and Sons  



Design Thinking - Three Phase Model 

http://dschool.stanford.edu/redesigningtheater/the-design-thinking-process/ 



Interaction Design Process 



Iterative Design



Design/Prototyping Tools 



Typical Development Steps 

▪  Sketching  
▪  Storyboards 

▪  UI Mockups 
▪  Interaction Flows 

▪  Video Prototypes 

▪  Interactive Prototypes 
▪  Final Native Application 

Increased  
Fidelity & 
Interactivity  
 



Brian Eno and Peter 
Schmidt: Oblique 

Strategies  



Random Cards 
Ideation  



Random Card 1.  
Technologies  



Random Card 2.  
Media Formats  



Random Card 3.  
Audiences  



Random Card 4.  
Content/Topic/Problem 



Ideation and Flexible Play 



Brian Eno and Peter 
Schmidt: Oblique 

Strategies  



Oblique Strategies 
Examples   



Oblique Strategies 
Examples   



SO LET’S TRY 
IT ALL OUT!!  



Every Group Project 



1.Prototyping Methods and 
User Centred Approaches

2.Creating a Design Brief
3. Deciding on a Prototyping 

Approach
4.Ideation Methods 
5.Prototype Development
6.Preparing Prototypes for 

Presentation

10/8/2017 

Rapid Prototyping for 

Embodied Realities Projects



THANKS!!


