M

g

- ?\": T H L

.sA

3

b
75

&
N

S

e

"
A

}

ISSUE 043 JANUARY 2007 £4.50

-

MAGAZINE OF THE YEAR

ARCHITECTURE + DESIGN

London's new wave of interaction designers

,,,,,,

Tokyo's design week

A day at the Calatrava circus
Zaha’s first UK building

e 4




Oroog Design that reflects a real question, desire or need,” says Loop.ph’s “We're working with people like Waldemeyer
B Mathias Gmachl. Others have pointed out the and Troika to create a market space for

N ; L h limits of work that is mostly experimental: - Interaction design products. I'm interested in
cracked, and over time “Many of these kind of provocative projects taking these things out of the museums and
:: ‘ 7 wouldn’t make it through as products,” remarks | laboratories, and in front of consumers.”

the products, subverting Jack Mama, creative director of Philips Design. = Troika’s Noel sees this development as the

g as “Elements get taken on and put into something | inevitable outcome of a post-industrialised

B else; the interesting thing is how they get - soclety, where functional needs are being

an attempt to uncover translated, but they can get lost in translation.” superseded by more abstract desires such as self-
“ | _ However, Dunne sees the work being worth. “It’s not really about solving a problem,
It's all about hooking U produced by designers such as Troika as part of a  it’s about solving a psychological need for poetry
S e e e wider movement known as “device art”, aterm | and inspiration,” he says. And this means

3; . coined in 2004 by Machiko Kusahara, professor  thinking laterally about how we use the

jesign,” he says at Tokyo's Waseda University, to describe a new technology. As Bill Moggridge, founder of
::‘_; | OE o body of Japanese work. Alexander Grunsteid], interaction design giant IDEO and inventor of

nain article) and his Beer who set up Digital Wellbeing Labs in September  the laptop, puts it: “It’s to do with behaviours
‘\ | 3nd Tree (04 as the first retail environment for device art, that are not about a mouse and a keyboard.”

oimon Heiidens, 28 uses projects., which attempt . . . ol se ¢ )
technology o entiven our e predicts that consumers will buy it as much to | KITHT S (ST E, whose work sits

environment in poetically urban spaces inspire as to meet a functional requirement. somewhere between art and design, creates 4
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products and installations that are intended

to inspire. In his Lightweeds project, plants
projected onto a hospital’s interior walls spread
and grow depending on the weather and how
many people walk past them, making the space
alive. “I think the labels ‘artist” and ‘designer” are
outdated, they don’t have relevance anymore,”

says Heijdens.

Also working in spatial design, _-.

calls itself a public art collective, and comprises a

composer, a theatre designer and an art historian.
[ts work applies the interactive principles of
device art to public spaces, engaging users in

the artwork’s creation and enabling a more
subjective experience. One project involved
tuning a set of railings so that they play The
Girl from Ipanema when you run a stick along
them; another is a bus stop in Bradford that
emits different sounds depending on the colour

' of the clothes worn by passing pedestrians.

“We [produce] situations that make people
react, leading to a community of presence,”
says Greyworld founder Andrew Shoburn.
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By making the interaction effortless and
invisible, Greyworld’s work is infused with a
sense of magic. Professor Steven Gage, from
London’s Bartlett school of architecture, believes
the mechanics of interactive architecture and
design are often close to stage magic in their
ability to deceive and create wonder. “Bruce
Tognazzini, one of Apple’s first interaction
designers, is an amateur magician,” he says. By
appropriating illusion and narrative, designers
are rediscovering modes of communication
that have evolved over millennia. Products and
buildings are being infused with the power
of storytelling and dialogue. “The choice is

between the familiar and the abstract; the

practical task-based design versus an en
of aesthetics that is closer to art,” says
Moggridge. “Any product has to sit somewhere
on that scale. It’s happening not because we
didn’t always want it, but because it's now
much more possible. Because of the dispersal
of technology you can make magic with

oyment
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almost anything.” ¥
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