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SUPER STUDIO 2004: CREATIVE LEAP [~
_ TWEENS, TECHNOLOGY, PERSONAL AGENCY AND ENGAGEMENT

e —————— e —_—

" INTRODUCTION

————————What are ways to design from research? How can we think differently ———
__about topics and open ourselves to new ideas and ways of thinking?
This book is the work of the students from the graduate Media Design
— 7 Program at Art Center College of Design. It contains our responseto

- e e S— . research into tweens (ages 11-14) and their relationship to the themes of ——
| (B) © M0 Cond BE A Cboring_ (b WG RRIO technology, personal agency, and engagement. These pages contain our
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1 ___those ideas. The sketchbook that follows documents our work in process.
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. assumptions about tweens, so we began by first understandingourown

point of view. To do this, we cut out words and images from magazines
—and placed them on a “swipe wall" from which we developed a series of

| panels that.explored the themes of technology, personal agency, and i
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possibilities for visualizing the themes. Through this exercise we
" were able to free ourselves from our biases and approach the
——design process from a-fresh perspective. — - ——
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man-made, HAZARDOUS, dangerous, toxic, bright, beauty, molecular, structural, pattern, abstractions, overlay, transparent, mechanical,
uncontrolled, light, shiny, slick, sharp, movement, intersections, POWER, pointy
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badges authority, yellow, human, strength, weakness, chance, movement, peace, motion, circular, doorway, entryway, ascent, entry, future, protesting, voice, choice, INTIMIDATION |nd|V|duaI|ty

against the grain, rebellion, freedom, launch, invention, risk, power, control, fear, insecurity, CONQUER, eIevate break through, flight, respect, gamble
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soft, blue, water, clouds, activity, sports, nature, flight, eyes, sighﬁonnection,joint, poaints of contact, intersections, light, journey, openness, risk, contact, flow, RIPPLES, yellow, paths,
elephants, knowledge, experience, freedom, love, open, passive, look, herd, scan, made, inside, expansion, live, future, disobey, twist, turn, problem solve, disconnect, mediate, TELEPATHY,
meditate, transference, flexing, operations, movement, examine, mind, explore, travel, feet, VO'E, ponder :
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 EXTREME AFFORDANCES:

;_Exaggﬂaiing a desire or affordance helped us

start to see the unexpected possibilities and
break away from the obvious ones.-We-created-
——alist of both “extreme"” and “nightmare”

prwndthng frinm 3 Infarm yoo of what other sutfits people are woaring Deforn vou et dressed for schook

1 Bast wawy bo Nt nto socal groun

cameleon attire

affordances for tweens to help us think s uke YouR
- BN Yoy o S0 e 2, T
differently about what we might design for—— et Em orfet
. . ¥ wilf w b b
—them. We used collage to visualize how these i L e A R
i)

_affordances might work in a non-literal way.
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extreme affordances:

invisibility (not being seen on surveillance camera)
emory forrecording dreams :: détete nightmares :: dream playback
conscious drea IE

read minds=:conitrol access to your thoughts———

hearing colors-plants-animals

¥-ray vision ;: adjustable sight filters
predict future
eportation ion)
time trave
endless energy + motivation
accurate memory :; inaccurate memory o selective memory
massive memary starage
rsonal book processor
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underwater breathing

nightmare affordances:

incurable boredom
every time you sleep an alarm wakes you up

VERBAL FILTER:

grow clothes-shed old

] o TALK WITHOUT THE PROCESS OF HAVING TO FILTER YOUR WORDS IN
can't move more than Smem at a thne + mute function 7 YOUR HEAD, BUT SPEECH IS FILTERED AS YOU SPEAK. THIS OPENS UP
everything you touch disappears g | BRAIN SPACE FOR THOUGHTS TO FLOW THROUGH WITHOUT BEING DIS-
every thought you think disappears communication without words TRACTED WITH THE PROCESS OF FILTRATION,

A indestructibili \
everything you touch becomes a part of you s \
idenr:#tﬁesgi:at Erow on i:l'mzlru:mlrni:'l & kee intefnet without computer \/ -
phantom appendages antenna that allow you 1o kKngw when someone’s talking a | O
not being able to save anything '“" ! si _II" key \
a secret comes out every time you speak "
P never having to
: self-cleaning anything
night vision : \“\
glow in the dark — "This wckn. T e g
super clumsy never having to go to the bathroom o'y 4,#,: ;“'..”" \ 2
glasses that obscure vision mlrrl:l control gt Ty = v"'
never meeting deadlines eating for pleasure Being adle o sce The nkenst withmd & ompylent v v
never knowing the time seif-heaiing ; i “l"m [|| b
perpetual motion speak any language :: understand every language P create f:lg::llfigﬁm’ density: _ H
every time you say the word “like” you vomit inside joke interpreter ..:":_-.'-\.TI \ li‘..'i?.’.':h":‘;'l!."';;“&"“'
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memary loss



BRAINSTORM WITH HP:

We had, the opportunity to put our design research tools into action in a brai'nanrming session with
~——HP, combining our-academic-orientation-with-their-experience-of designing products forreal-life
____situations. The focus of the brainstorm was to design a transmedia system for tweens that would
fill an unmet need in their lives related to technology, personal agency, and engagement. We divided
—the group of HP representatives and Art Center students-and faculty into four teams-that were asked
to compete with one another. We used the tools that we had created as part of the de5|gn research .

process—personas, scenarios, V|brat|ons and tween realities-to prowde each team with a Ieaplng -off
—point. In thirty minutes, the brainstorm session delivered four-ideas rich-with-potential.——
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GROUP 1: Theo Alexopolous (acco mop student), Valerie Poliakoff (acco 1.0. student),
Peter Lunenfeld (acco mop faculty), Aura Oslapas (1p)

PERSONA: Jake, Age 13. Skating + Friends = Jake

SCENARIO: Hanging out with Jake

REALITY: No Time
GRAND STRATEGY: Secret Buddy Service

| 4 |~ oaT
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GROUP 2: Jed Berk (acco mop student), Phil van Allen (acco mop faculty), PR '-,-”'P'-I 4 Ik i'{, m ||'lI "r \P }-"[‘I t 'IEK ! . FJ "J.-";*"
Angel Lin (acco mop student), Yoshiki Ohshima (k) - L ) oA 14 ]K!-JJ ATl /
PERSONA: Amanda, age 14. Control + Choice = Amanda ; : "1 |'1| v o
SCENARIO: Amanda’s night out ,l,-\ Tar:i v
REALITY: Trying it on for size PN ’1|\—(} a A1y IY
GRAND STRATEGY: Creativity as a Social Network [ v I L / - {l,f T2l 1{.{ {/I 7
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GROUP 4: Katherine Bennett (acco 1.0. faculty), Amy Sheppard (acco mop student),

Gary Herman (r), Nikhil Mitter (acco mop student)
Pam, Age 12. Status + Independence = Pam
SCENARIO: Pam purchases iPod

REALITY: My Most Valued Object - My Room

GRAND STRATEGY: Kid MicroEntreprenuer Kit

PERSONA:

R (.

SWAL

GROUP 3:

PERSONA:
SCENARIO:
REALITY:

GRAND STRATEGY: Open Source Multi-Player Game

S0 j(d L_JUE/’

L

Sebastian Bettencourt (acco mop student),

Han Rhyu (acco mop student), Abbe Don (+p),
Susan Lee (acco mop student)
Stevie, Age 11. Video Games + Adventure = Stevie
At home with Stevie

Stuck at home

-



OUR CREATIVE LEAP:
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After the brainstorm with HP, the Media Design students were

askedto take the-ideas from the visual research-completed so

far and expound on them. The sketches that follow are merely

starting points that will provide us with different ways to approach

designing for tweens.-They represent-our-thinking on-paper-as we

take the creative leap from research to design.
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THE VIRTUAL HOMIE SERVICE

THEO ALEXOPOULOS

Virtual Homie was created as a salution 1o the problems that Jake
{one of the personash experienced in his day-to-day life. Jake tried
hard to do well at school, and spant a lot of time preparing for his
tests, Having enough time for everything he neaded 1o do was
difficult for him. He also had a hard time communicating his
feelings and thoughts to others

Virtual Homie was created to address these issues and more. Itis
an onling service that provides tweens with a virtual friend who
they can completely customize and talk to through instant messag-
ing. Virtual Homie is mare than just a friend, it 18 a complete
netwaork designad to give advice related to social, personal and
school related problems that the tween gncounters. For example,
the tween can get tutoring for homework from a teacher, talk to a
doctor about medical issues, or even just play a game onling
thraugh the site. The site can be used as a space where the tween
can go to getl assistance for anything that they might need in this
tongh time of their life.
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LBRATHAME

OPEN SOURCE MULTIPLAYER PLATFORM.

Grand Strategy

’A‘ “l Like the COde Webﬁ\t ens albett?rsenﬁe DfperEDnal a.gency
.| can get codes formy games and get spacial items.”

Being recognized and respected in a virtual, multiplayer environment led me to think of a way of
making the gaming experience more personal and free of restraints.

Computer gaming has its own limitations, but if the player could build upon those limitations and
rearrange them for his/her own benefit he could succeed and stand out in this reality through his
own expertise. The user could use his abilities to create or madify a specific character that could
live on a free paming platform connpected ta a gaming community that appropriates its space
$ fighting for ranking, popularity, and making a difference.

This affordance motivates creativity and transforms the user into a hybrid player and author at the
same time. The persona “STEVIE" fits perfectly in this environment and although he's not socially
popular in the real world, he has his own secret identity in this open source dimension of gaming
where he has become a leader.
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- HYBRID EXPERIENCES/ERERTIVE SPRCES
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Tweens create and program unique experiences in a device that they would like to experience in a virtual
3-D environment. The device projects this virtual experience into real lived spaces, or shares content that
has been created with other tweens who have created their own content. These virtual worlds can be
anything from re-creation of an experience that is difficult to repeat (ie.sky diving) to a fantasy-based

experience (ie.Anime worlds).
One possible application is the ability to mix music and share/create new mixes while layering a phisical : LLLL ) ' IIII_I‘IItIlum, T ERLA
component. For example, how would music feel in a 3-D space with light and rhythm? And could you step d = : """(u”“‘

I
i i e
into the music? it

&
] lIIIIIIQI"III W
These hybrid experiences become creative spaces that offer new experiences which can be shared with P ! ' = ; ' S - :
other tweens in a network. Continued hybridization yields continued renewal of creativity. : ~ '

CUSTOM EXPERIENCE 1

TWEEN "1

CUSTOM EXPERIENCE 2

.
~

CUSTOM EXPERIENCE 3

TWEEN *3
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hello me

A potential source of frustration for the tweens lay
in their lack of independence and restricted control
over the ramifications of their decisions. They would
benefit from increased responsibilty and structure in
their everyday lives, where they have the means to
fulfill their desires by themselves, along the lines

of an older teengager or adult. Tweens need
heightened access to the tangibles in a real space
and the ability to share physical objects within their
respective social networks. They need the affordance
to be self-assured and begin to be more aware of
themselves as an individual with some degree of
power, the development of a distinct motivating
identity.
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== "My style (regarding clothes) depends on my mood. If | am happy | wear pink a lot;if | am sad | wear black.”

—_— . . Amanda - s 2 ,,
Individual Coordinator (iC) Its competitive in the way you look. Jed Berk
“ “I change all the time depending onwhere | am. | try to fit in a lot and copy things on magazines.”
Grand Strategy “Turquoise is my signature color.”
A system that helps tweens retain a high degree of individuality in social groups / networks.
Idea

To provide tweens with an affordance to always know what their friends are wearing before meeting.

_.--= An access cloud for group coordination
in remote locations

The Abstract A visual language created to look at tweens as Individuals and in social groups.

NaINant, MY3g1d3

JOIVNIQY UJ7|6

i : 1"
: 5 "!ﬁ
L E . : ‘
a tween a home a group | /
— / =

............................................................................................................................. s y n

' \L,’__’_._;‘ o a—'—"'--..._\__‘__\_‘_‘

» » » - =<\
Tween group members in remote locations. o, . _
Individual tween B
5 :. Q L_‘::’> A tween at home coordinating with others,

" This device allows for remaote access
to your group members.

|
Il

Individual tweens all part of the same group

Tweens speaking with a group before leaving home Some tweens speak to more than one group

Different kinds of groups

Individual tweens part of different groups

----------------------------------------------------------------------------------------------------------------------------
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(EXRPRNDED SOCIAL GRAMING

‘we use alot of technology when we are together
(in reference to the gamecube)
-galvin

GRAND STRATELY:

,

NETWIORK
NETWORK NODES

Trsrsrmits LOCATON vig

ELUETOOTH

o o TERENULDSIES

Fortable Unit

PORTRELE GRAME

AUGMENTED REALITY GLRASSES
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