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feedback
Challenge the notion that my week wasn’t  purposeful .  
Time spent learning is also purposeful .

How do I  theoretical ly and practical ly subvert  the toolkit?

Employ different approaches: 

1. Limited toolkit   
2. Different tools entirely  
3. Reverse process  
4. Play with one tool   
5. Lesser used or most used in my thing  
6. Limited process  

Al l  of  these can be part  of  my iterat ive process 
Test out one restr ict ion to inform the next i terat ion 
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“Consider the concept of unknowing the 
world as a communication design question”

Last week: “i terat ion ³  =  Process is  the output” 
This week: “ Iterat ion ¹  =  Working towards a desired result”  
 
Subvert ing this,  what i f  we work where we come to the 
point of  making something imperfectly (changing the 
natural  order of “rules” in Blender,  but st i l l  producing an 
outcome)? 

“In this way, the instructions are the 
core of the project:  the algorithm”

Understanding where something 
comes from, to add new meaning

To what extent is  an 
order of things 
imperative to the 
outcome?
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re-blending blender
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original.blend

RULES 
1. Add bezier curve 
2. Go to edit  mode 
3. Shape 
4. Move closer to origin 
5. Convert curve to mesh to subdivide 
6. Add an array modif ier  
7. Create a circular array along an arc 
8. Add displacement modif ier  
9. Click new texture and add noise to create the r idges 
10. Rotate and posit ion 
11. Right cl ick and convert  to curve 

12. Go to data > geometry to add thickness and create closed caps 
13. Convert back to mesh 
14. Add a remesh modif ier  to smooth 
15. Go to sculpt mode to smooth and f inal ise shape 
16. Duplicating the coral  leaves 
17. Posit ion the coral  leaves 
18. Change material i ty 
19. Create and posit ion cyl inder objects 
20. Slice cyl inder objects 
21. Add shading 
22. Add l ighting 

current toolkit
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experiment_1.blend

RULES 
1. Follow exactly the order of steps 2-23 to recreate the coral ,  even 

if  they don’t  work.  Mark in red the steps that “go wrong”.  
2. Add l ighting 
3. Add shading 
4. Slice cyl inder objects 
5. Create and posit ion cyl inder objects 
6. Change material i ty 
7. Posit ion the coral  leaves 
8. Duplicating the coral  leaves 
9. Go to sculpt mode to smooth and f inal ise shape 
10. Add a remesh modif ier  to smooth 
11. Convert back to mesh 

12. Go to data > geometry to add thickness and create closed caps 
13. Right cl ick and convert  to curve 
14. Rotate and posit ion 
15. Click new texture and add noise to create the r idges 
16. Add displacement modif ier  
17. Create a circular array along an arc 
18. Add an array modif ier  
19. Convert curve to mesh to subdivide 
20. Move closer to origin 
21. Shape 
22. Edit  mode 
23. Add bezier curve

reverse toolkit
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Unexpected visual,  looks organic yes but not the same. 
Interesting how the steps need to be fol lowed in a part icular order.
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experiment_2.blend

RULES 
1. Steps 4,  7,  8,  9,  12,  15,  17,  21,  and 22 didn’t  work in the previous 

experiment,  thus are uncooperative and deserve to be 
cancel led.  

2. Steps 14 & 23 produced insignif icant results,  observe i f  they do 
something now. 

3. Now fol low a new order,  with the uncooperative steps omitted. 
Fol low the subsequent steps in their  exact order,  even if  they 
don’t  work.  Mark in red the steps that “go wrong”.  

4. Add l ighting 
5. Add shading 
6. Create and posit ion cyl inder objects 
7. Change material i ty 
8. Add a remesh modif ier  to smooth 

9. Convert back to mesh 
10. Right cl ick and convert  to curve 
11. Rotate and posit ion 
12. Add displacement modif ier  
13. Add an array modif ier  
14. Convert curve to mesh to subdivide 
15. Move closer to origin 
16. Add bezier curve 

Nothing went wrong!

selective toolkit
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Looks a lot  l ike the original
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experiment_3.blend

RULES 
1. Experiment_2.blend was successful .   
2. Go back and only change the displacement modif ier.

selective toolkit 2.0
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Interesting that the smallest of  changes ( in the large scheme of 
things) makes the software produce such varying results
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experiment_4.blend

RULES 
1. Recognise that the uncooperative steps only fai led to cooperate 

because we were test ing the logic of the system’s orders 
2. Steps 4,  7,  8,  9,  12,  15,  17,  21,  and 22 should be reintroduced. 
3. Mark in red the steps that don’t  work.  
4. But,  23 steps is  too many. So work with these 10 steps: 
5. Add bezier curve 
6. Go to edit  mode and shape 
7. Convert curve to mesh to subdivide 
8. Add an array modif ier  

9. Create a circular array along an arc 

9. Rotate and posit ion 
10. Right cl ick and convert  to curve 
11. Duplicating the coral  leaves 
12. Change material i ty 
13. Create and posit ion cyl inder objects 
14. Add shading 
15. Add l ighting 

selective toolkit 3.0
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???
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experiment_5.blend

RULES 
1. Consider the basics that appear when you open Blender.  You 

star t  off  with:  
i. a cube 
ii. a never-ending grey expanse 
iii. world l ight (set to grey) 
iv. l ight and camera already in place (a scene) 
v. grey object material  

2. You are only al lowed to change material i ty ( including 
environment).  Nothing else 

3. How do you recreate the coral? Does Blender st i l l  function as 
expected?

limited toolkit
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Does the cube st i l l  represent a coral?
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experiment_6.blend

RULES 
1. Consider the basics that appear when you open Blender.  You 

star t  off  with:  
i. a cube 
ii. a never-ending grey expanse 
iii. world l ight (set to grey) 
iv. l ight and camera already in place (a scene) 
v. grey object material  

2. You are only al lowed to change material i ty.  Nothing else 
3. You are al lowed to add motion to change perspective.  
4. How do you recreate the coral? Does Blender st i l l  function as 

expected?

limited toolkit pro
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Does the cube st i l l  represent a coral?
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experiment_7.blend

RULES 
1. Follow on from experiment_6.blend 
2. You are al lowed to change material i ty.   
3. You are also al lowed to sculpt the object with one tool  of  your 

choice.  Nothing else 
4. You are al lowed to add motion to change perspective.  
5. How do you recreate the coral? Does Blender st i l l  function as 

expected?

limited toolkit pro 2.0
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Are we gett ing closer to the original  coral? Is  this a different coral?
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experiment_8.blend

RULES 
1. Follow on from experiment_6.blend 
2. You are al lowed to change material i ty.   
3. You are also al lowed to sculpt the object with one tool  of  your 

choice.   
4. I t  should be a different tool  than the one you previously used 

in experiment_7.blend. Nothing else 
5. You are al lowed to add motion to change perspective.  
6. How do you recreate the coral? Does Blender st i l l  function as 

expected?

limited toolkit pro 3.0



NOOR DHANJU 22WEEK 03 ITERATIONS

The cube is no longer a cube, but are we gett ing closer to the original  
coral? Is  this a different coral? What is  a coral?
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experiment_9.blend

RULES 
1. Pick up from your original  object,  as i t  is .  
2. You are not al lowed to change anything, but the displacement 

modif ier.  
3. How can you dismantle the object? How far can you push the 

software with one tool? Can you “crash” i t?

one modifier
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The more displacement I  added, 
the more it  lost  meaning.  

Despite the software seeming 
“broken”,  i t  produced an output,  
and thus i t  was chal lenged but i t  

pushed through.
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experiment_10.blend

RULES 
1. Pick up from your original  object,  as i t  is .  
2. Add key frames at the star t  and the end, and change some 

basic geometry.  
3. Sculpt the object by scrubbing the t imeline.   
4. How does t ime as a tool  al low you to vary the object?

time-bender
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how does t ime change the outcome of the displacement tool?
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experiment_11.blend

RULES 
1. Keep the mesh of your object,  but insert  other objects to 

create the same shape.

re-shaping the shape
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Is  the object st i l l  the same if  i t  is  comprised of different parts?
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experiment_0.blend

RULES 
1. Change the perspective of your 3D object/camera view 
2. Consider:  is  i t  real ly a 3D object? What does i t  look l ike from 

other perspectives

just thoughts
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Is  my 3D object truly 3D if  i t  only caters to 1  perspective of viewing it?
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a two-pronged rabbit hole

manipulat ing the order of the process 
(how does changing the order change the outcome?)

interrogating the importance of certain tools  
( to what extent are they required in the process?)

where I’m at now…
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The most important aspects of a 
process are t ime, relat ionship 
and change.

Re f l e c t i n g o n t h i s s t a te m e n t ,  I  w a n te d to 
understand i f  these factors appl ied to my 
exploration. Whilst  these were applicable,  I  was 
surprised to discover that order and toolkit  
were the most imperative factors,  producing 
the most variat ion.  

H a c k i n g t h e o r d e r a n d t o o l k i t  p r o d u c e d 
i n t e r e s t i n g b u t e x t r e m e l y v a r y i n g r e s u l t s .  
I n i t i a l l y ,  I  d e e m e d c e r t a i n r e s u l t s m o r e 
successful  than others since I  was comparing 
the output to the original  coral .  However I  was 
forced to interrogate my stance; no one output 
is  more ‘correct ’  or ‘beautiful’  than the other,  
because al l  terms are invented? A 3D rendered 
model is  deemed 3-dimensional,  despite us 
viewing it  through a 2-dimensional  screen. An 
image of a coral  on a cube could also be cal led 
a coral .  Further,  what I  was referr ing to as a 
coral  for so long could in fact be deemed an 
anemone . I  cons idered , who dec ide s what 
something is?

– Rules from the ‘Condit ional  Design Manifesto’

PROCESS LOGIC INPUT

Constraints sharpen the perspective on 
the process and simulate play within 

the l imitat ions.

Input should come from our external  
and complex environment:  nature,  

society,  and its human interactions.

The constraints I  added this week al lowed me 
to progre ss ,  and s imu late p lay w i th in the 
l imitat ions.   

Being able to access certain tools or systems 
whi lst  being restr icted to others made me 
question how both Blender and I  navigated the 
l i m i t a t i o n s .  At p o i n t s w e s te p p e d fo r w a rd 
certain steps forced us to stop the logical  
workf low. 

This process re f lected my own posit ional ity:  as 
a queer Indian gir l  who is also a Third Culture 
Kid,  I  often have to ‘hack the system’ because I  
don’t  have access to al l  the ‘ tools’  others might 
be. 

As Armstrong re f lects in Digital  Design Theory,  
post World War I I  designers from the West had 
to tackle the chal lenge of rapid relaying of 
information, thus Swiss design grids became 
the norm, for legibi l i ty and repeatabi l i ty (2016).  
A considerable amount of digital  design logic 
is  informed by the rules that were written by 
W e s t e r n d e s i g n e r s b a s e d o n t h e i r  
understanding of the preceding tools.  

Thus my experiments,  al l  developing from a 
result  in a previous i terat ion, approached the 
point of  breaking the understanding of what 
can be done in Blender.  I  wanted to break the 
order of Blender.

This week I  explored the theory of d igi ta l  
design, and questioned where the input into 
Blender originates,  an open-source software 
that was init ial ly  developed by Dutch animation 
studio NeoGeo for their  internal  workf low. 

Being open-source, i t  is  accessible to al l ,  and 
whi lst  I  s t ruggled with one vers ion of the 
software,  al l  previous versions are avai lable for 
free on their  website (al lowing people with 
different computer systems to access i t ) .  

However,  the language is ful l  of  jargon, and the 
interface is int imidating. Further,  which other 
p e r s p e c t i v e s a n d l i v e d - e x p e r i e n c e s w e r e 
involved in developing the program as i t  is  
now? 
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Week 3
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Week 3

experiment_1.blend

RULES 
1. Follow exactly the order of steps 2-23 to recreate the coral ,  even 

if  they don’t  work.  Mark in red the steps that “go wrong”.  
2. Add l ighting 
3. Add shading 
4. Slice cyl inder objects 
5. Create and posit ion cyl inder objects 
6. Change material i ty 
7. Posit ion the coral  leaves 
8. Duplicating the coral  leaves 
9. Go to sculpt mode to smooth and f inal ise shape 
10. Add a remesh modif ier  to smooth 
11. Convert back to mesh 

12. Go to data > geometry to add thickness and create closed caps 
13. Right cl ick and convert  to curve 
14. Rotate and posit ion 
15. Click new texture and add noise to create the r idges 
16. Add displacement modif ier  
17. Create a circular array along an arc 
18. Add an array modif ier  
19. Convert curve to mesh to subdivide 
20. Move closer to origin 
21. Shape 
22. Edit  mode 
23. Add bezier curve

reverse toolkit
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Week 3

experiment_1.blend

RULES 
1. Follow exactly the order of steps 2-23 to recreate the coral ,  even 

if  they don’t  work.  Mark in red the steps that “go wrong”.  
2. Add l ighting 
3. Add shading 
4. Slice cyl inder objects 
5. Create and posit ion cyl inder objects 
6. Change material i ty 
7. Posit ion the coral  leaves 
8. Duplicating the coral  leaves 
9. Go to sculpt mode to smooth and f inal ise shape 
10. Add a remesh modif ier  to smooth 
11. Convert back to mesh 

12. Go to data > geometry to add thickness and create closed caps 
13. Right cl ick and convert  to curve 
14. Rotate and posit ion 
15. Click new texture and add noise to create the r idges 
16. Add displacement modif ier  
17. Create a circular array along an arc 
18. Add an array modif ier  
19. Convert curve to mesh to subdivide 
20. Move closer to origin 
21. Shape 
22. Edit  mode 
23. Add bezier curve

reverse toolkit
experiment_2.blend

RULES 
1. Steps 4,  7,  8,  9,  12,  15,  17,  21,  and 22 didn’t  work in the previous 

experiment,  thus are uncooperative and deserve to be 
cancel led.  

2. Steps 14 & 23 produced insignif icant results,  observe i f  they do 
something now. 

3. Now fol low a new order,  with the uncooperative steps omitted. 
Fol low the subsequent steps in their  exact order,  even if  they 
don’t  work.  Mark in red the steps that “go wrong”.  

4. Add l ighting 
5. Add shading 
6. Create and posit ion cyl inder objects 
7. Change material i ty 
8. Add a remesh modif ier  to smooth 

9. Convert back to mesh 
10. Right cl ick and convert  to curve 
11. Rotate and posit ion 
12. Add displacement modif ier  
13. Add an array modif ier  
14. Convert curve to mesh to subdivide 
15. Move closer to origin 
16. Add bezier curve 

Nothing went wrong!

selective toolkit
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