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Lab Review
Cool timers? 

ECAD adventures? 
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Innovating from scratch vs. Shanzhai innovation 



When so much of developing interactive devices is  
“just” the rearrangement and repurposing  

of basic modular units, the design— 
placement, packaging, presentation,  

application, target user, use case 
—is what makes the product. 



Two ways we address this in our class are: 
1) hacking—taking apart things to understand how 

they work, technically, but also from a design 
perspective, 

2) prototyping—developing lots of ideas, and lots of 
variants of our designs, and testing them with people to 

understand nuances of making things *really* work. 



Hacking
Culture | Understanding how things work   

Being rough and ready 



Hacker: 
[a] person who 

delights in having an 
intimate 

understanding of the 
internal workings of a 

system, computers 
and computer 

networks in particular
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Homebrew: 
Several very high-

profile Silicon Valley 
hackers and IT 
entrepreneurs 

emerged from the DIY 
computer movement 

of the mid 1970’s.

http://en.wikipedia.org/wiki/Hacker_%28hobbyist%29
http://en.wikipedia.org/wiki/Hacker_%28hobbyist%29










Prototyping 
Getting the Design Right vs.  Getting the Right Design
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Double Diamond Design Process, British Design Council



Prototypes 

Describe 
Refine 
Answer 
Test 
Resolve 
Specify  
Depict 
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Breadboarding  
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Protoboarding: 
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Examples
Sketches, Prototypes, & How they are used
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Wii Fit  
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