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THIS SPECULATIVE PROJECT WAS AN INVESTIGATION INTO THE WAY WE IN-
TERACT WITH THREE-DIMENSIONAL DATA, IN PHYSICAL AND DIGITAL SPACE.  
I PROPOSED TWO FUTURE SCENARIOS IN WHICH DATA HAS A LIVE, INSTANT 
EFFECT ON A PHYSICAL OBJECT, AND PHYSICAL INPUT HAS A LIVE EFFECT 
ON COMPUTER DATA.

My initial area of investigation for this project was 
work-flows used in design, wherein designers move 
between digital and physical work. I started by an-
alysing these work-flows by interviewing design-
ers, looking at existing products, and looking back 
through the history of the work-flows, to see from 
where they evolved, may that it help me project my 
thinking forward speculatively to imagine the future 
of this ever-changing work-flows.

Through interviews and analysis of academic articles 
I identified problems within the realm of three-di-
mensional computer aided design work, when trying 
to describe complex three dimensional movements, 
rotations, forms or surfaces etc. to a computer, us-
ers often found great frustration, and a complicat-
ed work-flow stood in the way of speed and artistic 
expression. I was able, through experimentation and 
prototyping to isolate a possible root of these prob-
lems, the exclusion of proprioception from these 
work-flows where the mind and computer are deal-
ing in three dimensions, but the hand and eye are 
only dealing in two. This flaw in visual interfaces ac-
counts, I believe, for many of the frustrations people 
feel in 3D design working interfaces today.

My goal for the project was to pose a speculative 
solution to the problems surrounding sensory depri-
vation in design work-flows, including incomplete 
feedback loops, the lack of feedback from models, 
the lack of live physical consequence to three-di-
mensional decision making in the computer, and the 
complexities of describing gestures in three dimen-
sions to a computer. 

I gave myself the demarcations of proposing a 
speculative product, as a combination of physical 
prototypes and a demonstration video evidencing 
the interface.

I used sketch prototyping, lots of quick investigations 
through my research to back-up my findings wherev-
er possible. My work-flow for the visualisations of the 
final work-flow was based around Cinema 4D R14 
for the 3D animation of the final product and Adobe 
After Effects CS6 and Premier CS6 for video com-
positing and editing the final video presentation. 
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