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Project Theme

This studio speculates on a future where digital technology has achieved a level of 
sophistication such that the goal of producing “creative robots” has been realised.

Imagining such a future challenges our most common notion of creativity, as the 
ultimate preserve of humans, opening it up for examination in a world where we can no 
longer assume the dominance of our intellect.



The Industrial Age

The invention of the steam engine sparked the industrial revolution, which changed the 
ways that people worked and the nature of physical labour.

First, steam was applied to replace existing less-reliable forms of power, e.g., water wheels 
or horses, but did not change the nature of the work.

Second, the move to large-scale factories, powered by steam engines, changed the ways 
that people worked to better accommodate the machines.

Third, the increasing capability of the machines meant that many jobs could be fully 
automated, removing the need for people altogether – resulting in a transformation of the 
remaining work to that of maintaining and monitoring machines.













The Information Age

A similar parallel can be drawn with the on-going revolution in information technology, 
sparked by the invention of the modern computer, work has been transformed from 
doing much the same work as ever, only faster and more reliably, to working in the 
service of data collection and entry, to the current state of maintaining and monitoring 
the work of computers as they gather and process data on our behalf – having 
automated much of the work involved in this process – transforming many people into 
so-called “knowledge workers”.









The Future Creative Age?

We may have only seen at the beginning of this revolution – it is often said that the 
last refuge of the knowledge worker is the uniquely human ability for creativity. But 
there is nothing magical about creativity, despite how it may seem to us 
introspectively – it is the result of many complex factors but there is every reason to 
believe that future generations will live in a word where they are not the most 
intelligent or creative entities on the planet.

We’re going to explore this future through the microcosm of drawing machines. By 
developing machines that physically express the quintessential creative act, drawing, 
we bring the notion of machines capable of autonomous creativity a little closer and 
open up questions of how we will interact with these creative “co-workers”.



“The machine is first and foremost an 
instrument that allows me to be poetic 
(…) if we respect machines and enter 
into their spirit, we may be able to make a 
joyful machine, and by ‘joyful’ I mean 
‘free’. Isn’t that a fantastic idea?”

Jean Tinguely



The Senster by Edward Inhatovicz





Harold Cohen’s AARON





Project Schedule



Project Phase 1: Grounding Research & Ideation

A mix of background, user and first-person research to explore the challenge outlined in 
the design brief. Produce 2 or 3 initial concepts through ideation processes and 
communicated through storyboards and interaction scenarios.

Select at least one example of a mark-making practice (e.g. graffiti etc.) and document its 
characteristic nature.

Collect material on topics of interest related to your chosen drawing machine or mark-
making practice.

Find at least one journal article, research paper or book (chapter) related to your project 
proposal.

Present 2 or 3 different ideas that speculate on the future of creative collaborations 
between humans and machines.

Create a blog post summarizing your findings from the above activities. Present your 
findings and initial ideas in class on Friday, 6 September, 1pm.



Project Phase 2: Proposals

As a group, decide on a concept based on or building upon your ideas developed for 
Assessment 1. Develop your concept using low-fidelity prototyping methods, e.g., 
sketching, mockups, animation, and storyboards.

Form a group of 2 or 3 people. As a group decide on a single concept that you like to explore 
in more detail.

Explore and develop your concept using low-fidelity prototyping methods, like sketching, 
paper prototyping, mockups, animation, vide prototyping, etc.

An in-class presentation and a set of associated blog posts.

Report and reflect on your design process throughout this phase. Blog posts can discuss 
sketches, designs, prototypes, change in your concept, etc.

Present your concept proposal in class on Friday 13 September, 1pm. A panel of critics will 
be providing feedback and advice on your proposal. Upload your proposal PDF to the blog.



Project Phase 3: Experiments and Prototypes

Based on the feedback from Phase 2, continue to develop your concept. Develop 
experiments to explore aspects of your concept.

Develop aspects of your concept into high-fidelity prototypes, eventually leading to one 
working prototype.

Test and refine your prototype(s) with users. This may range from informal testing within 
the group to more structured user testing with other people representative of your expected 
end users/audience.

Report and reflect on your design process throughout the development on the studio blog.

A presentation of your experiments on Friday, 27 September and a demonstration of 
working prototype in Friday, 25 October, with a set of associated blog posts.

Report and reflect on your design process throughout this phase. Blog posts can discuss 
sketches, designs, prototypes, user experience, change in your concept, choice of 
technologies, etc. 



Project Phase 4: Documentation

Report and reflect on your design process throughout this phase. Blog posts can 
discuss sketches, designs, prototypes, user experience, change in your concept, 
choice of technologies, etc.

Create a short video summarizing the development and final form of your design concept.

Discuss the final changes/improvements to your prototype. Conclude with a critical 
evaluation of your design process.

The final project documentation is due on the blog on Monday, 4 November, midnight.

Final deliverables

Final documentation on blog

High quality (300 dpi) images

Video documentation (3-5 minutes)

Peer assessment form




