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Project Brief 
 
IDEA9202: IDEA Studio 2 
Semester 2, 2013  |  12 Credit Points 

Unit Coordinator(s): Dr Rob Saunders 
Office: Room 274, Wilkinson Building, G04 
Phone: 9036 6379 
Email address: rob.saunders@sydney.edu.au 
Consultation hours: By appointment 
Teaching team: Dr Rob Saunders, Dr John Whelan <john.whelan@sydney.edu.au> 
Studio blog: http://idea9102studio.wordpress.com 
 
Studio: 
Thursday 1-4pm Wilkinson 161 (Mezzanine); Friday 9am-12pm Wilkinson 161 (Mezzanine); and, 
Friday 1-4pm Wilkinson 161 (Mezzanine) 
 
Note: Wilkinson 161 (Mezzanine) is the newly renovated MIDEA studio space. Students will need 
to have access enabled. Wilkinson 261 (Digital Media Lab) and Wilkinson 261 (Mac Lab) are 
booked throughout the semester, primarily for IDEA Lab 2, but can be used during the studio. 
 
This design brief describes the studio project and its associated tasks and activities. The aim of 
this assignment is to explore the creative potential and interaction design challenges associated 
with producing drawing machines / creative robots. 

1. INTRODUCTION 
This semester the studio will explore the creative potential of drawing machines, where drawing is 
interpreted broadly to include a wide range of mark–making activity. A major project will provide 
the platform for this investigation, with the theme of Creative Robotics. Through inspirational and 
user research, possible scenarios for the deployment of creative robotic systems will be 
developed. These ideas will be further tested through the development of working experimental 
prototypes. Students will participate in the entire design process from concept to completion, 
developing their own software and hardware as required. 
 
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 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. 
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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”. 
 
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”. 
 
Design Process 
In order to address the design brief, you will have to complete the following phases. Each phase is 
a separate assessment item. In each phase you can choose from a variety of available methods to 
suit your project. The design process follows a typical human-centred interaction design approach: 
 

Phase 1: Grounding research and ideation (individual) 
Phase 2: Concept proposal (group) 
Phase 3: Prototyping and evaluation (group) 
Phase 4: Final documentation (group) 

 
This section summarises the tasks and deliverables for each phase of the project and their due 
dates. 
 
Phase 1: Grounding Research and Concept Ideation 
Description: Students will conduct background, user and first-person research to explore the 
challenge outlined in the design brief. Students will produce 2 or 3 initial concepts through ideation 
processes and communicated through storyboards and interaction scenarios. 

1. Select at least one example of a mark-making practice (e.g. graffiti, Abstract 
Expressionism, Guilloché Patterns) and document its characteristic nature. 

2. Collect material on topics of interest related to your chosen drawing machine or mark-
making practice. This could include historical information, inspirational material, 
art/design/technology precedents, etc. 

3. Find at least one journal article, research paper or book (chapter) related to your project 
proposal. A good place to start your research is http://scholar.google.com/ where you may 
find references to papers that are either available on-line or through the University library. 

4. Document 2 or 3 different ideas that speculate on the future of creative collaborations 
between humans and machines, ranging from the mundane to the fantastical. Visually 
communicate these ideas through storyboards and interaction scenarios. Do not limit your 
ideas at this stage to what you think would be possible in the time available in the studio. 

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

1. Create a blog post summarizing your findings from the above activities. 
2. Present your findings in class on Friday, 6 September, 1pm (Week 06: Presentations 01). 
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Each student will have a maximum of 5 minutes to present. Upload a PDF of your 
presentation to the blog. 

Assessment Criteria: The general criteria include relevance and quality in response to brief; depth 
and breadth of background research; well-planned and executed user/first-person research; clear 
communication of findings; engaging and innovative concepts. 

 
Phase 2: Concept Proposal 
Description: As a group, decide on a concept based on or building upon your ideas developed for 
Assessment 1. Continue to do grounding research to inform your concept. Develop your concept 
using low-fidelity prototyping methods, e.g., sketching, mockups, animation, and storyboards. 

1. Form a group of 2 or 3 students and email your names to rob.saunders@sydney.edu.au 
2. As a group decide on a single concept that you like to explore in more detail. 
3. Explore and develop your concept using low-fidelity prototyping methods, like sketching, 

paper prototyping, mockups, animation, vide prototyping, etc. 

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

1. Report and reflect on your design process throughout this phase. Blog posts can discuss 
sketches, designs, prototypes, change in your concept, etc. You are encouraged to write at 
least one progress blog post (per group). 

2. Present your concept proposal in class on Friday 13 September, 1pm (Week 07: 
Presentations 02). A panel of critics will be providing feedback and advice on your 
proposal. Upload your proposal PDF to the blog.  

Assessment Criteria: The general criteria include relevance and quality in response to brief; 
engaging and innovative concept; clear communication of concept. 

 
Phase 3: Experiments and Prototypes 
Description: 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 using development environments and input/output technologies covered in IDEA Lab 2, 
eventually leading to one working prototype. In experimenting, prototyping and realising a working 
version of your concept, you are expected to experiment with some of the technologies covered in 
the Lab – namely Processing and Arduino. You may also bring in other skills and technologies that 
support the aims of the studio project. Test and refine your prototype(s) with users. Report and 
reflect on your design process throughout the development on the studio blog. 

1. Develop aspects of your concept as experiments and into high-fidelity prototypes using the 
development environments and input/output technologies covered in the Lab, eventually 
leading to one working prototype. You should show evidence on the blog of your iterations 
as you experiment with making different kinds of prototypes. The results of experimentation 
and testing with these prototypes should inform the next version of the prototype to be 
developed. Consider prototyping aesthetics/content, technical solutions, interaction 
mechanisms, physical/spatial form, experience. 

2. If you are encountering difficulties with implementing your concept, then break down the 
task into small, manageable pieces. Focus on the simplest scope of interaction and the 
basic elements required to make it function. For example, you need to get some kind of 
controlled movement of a motor before you can control the movement of a pen – consider 
what type of motor might be most suitable for your needs. You may also need to generate 
some kind of user interface in Processing, start with a simple user interface or consider 
using a library. After you get your experiments working you can extend the system to more 
complex abilities and/or interaction. 
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3. 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. Capture evidence of this process, e.g. photos or videos – but make 
sure you ask for permission from volunteers first. Discuss in your group how your 
observations, findings and insights from user testing should inform the next version of the 
prototype. 

Deliverables: An in-class presentation of your group’s experiments on Friday, 27 September 11 
October, 1pm (Week 09 Week 09: Presentations 03) and a demonstration of working prototype in 
Friday, 25 October 1 November, 1pm (Week 12: Presentations 04), together with a set of 
associated blog posts. 

1. Present your initial experiments on Friday, 27 September 11 October, 1pm. A panel of 
critics will be on hand to provide feedback an advice on your work in progress. Upload your 
presentation PDF (or any other documentation of your experiments) to the blog. 

2. Present your design/evaluation work and demonstrate your working prototype in class on 
Friday, 25 October 1 November, 1pm. A panel of critics will be providing feedback and 
advice on your work. Consider how you want to run your demonstration. What are you 
showing? Who will be interacting? How will you structure this? You are not required to 
prepare slides for this presentation. 

3. 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. You should blog about the issues, difficulties and successes as they 
happen. Remember: more marks are available for clearly documenting your process than 
for a fully working prototype. You are encouraged to write at least one weekly progress blog 
post (per group). 

Assessment Criteria: The general criteria include evidence of iterative prototyping and evaluation; 
evidence of structured approach to testing; clear, articulate rationale and design documentation; 
aesthetic quality of prototype; demonstration of working prototype. 

 
Phase 4: Documentation  
Description: Based on the feedback from Phase 3, refine your prototype towards exhibition-ready 
robustness and site suitability. Finalise the documentation of your project. 

Deliverables: Final entries in process blog, a peer assessment, high-quality images and a 
promotional video. All deliverables are due by Monday, 4 November 11 November, midnight. 

1. Polish your documentation of the project. 
a. Create a video summarizing the development and final form of your design concept. 

Aim for a professional look, you may want to include it in your portfolio. Videos 
should be kept short, just 3-5 minutes in duration. Videos can be uploaded to Vimeo 
or Youtube and then embedded in your blog posts.  

2. Discuss the final changes/improvements to your prototype.  
3. Conclude with a critical evaluation of your design process. 
4. The final project documentation is due on the blog on Monday, 4 November 11 November, 

midnight. 

Assessment Criteria: The general criteria include critical evaluation and reflection on process; 
response to the brief; quality of final blog posts; and, engaging video presentation of project. 

1. Final documentation on blog 
2. High quality (300 dpi) images 
3. Video documentation (3-5 minutes) 
4. You will be asked to provide a justified rating of your own and your team members’ 
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contributions to the project. If there is consensus that individual contributions to project 
work differ significantly, then the individual marks for the project will be weighted 
accordingly. Peer assessment forms will be available on Blackboard. 

Notes 
For further details regarding the weighting of assessments, learning outcomes and University of 
Sydney policies, please see the Unit of Study Outline. We may ask your permission to use your 
documentation in promotional material for the Design Lab and M.IDEA program. 


