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reflection

Blender is a system of parts

How do | develop my theoretical and practical subversion of
the toolkit?

Try different approaches:

Write the rules after you're done

Hierarchy of tools

Iterate more with order bending

Making uncooperative tools cooperate/making unimportant tools

important (!)

My exploration still feels incomplete, what else haven't |
experimented with yet?
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Visually explaining your process

faciay and in Bhe crse of canditioral doaign in
particyler is that the sutjective hos been
distributed throughout the process. its instruc-
tlons can only gulde snd offer congtralnts,
itis nod b purzle whoss sucoesstul com plelion
was tologrophed im advanec by the dosigner.
I is 0 this way an open system, An open system
collects its input from the weorld In which it
is situated and returns its results baok 4o that
warid. It responrds 1o feed back and adapts in
order to sustain Itsel. Concltiona! design
supports this nolion insofar as it meogaizes that
It inputi ‘should eomao from gur external
and comples enviroamen!: nature, saciety
and ies human imeractions,

Le'Witt's own work moved from sarisl
ob)octs whass pormutations woro tha rogult
of 2 generative process, towerd more open«
ended methods af realization by others of
his Famous wall drawings that re<Inscribed the

\John

Letting go of control to the machine; the

machine as the designer

+ Where human control comes back in
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sianals, other skilled ariins, or dedicates
amateurs following his Instructions. In
sdsancs, they are more dig tal' than ‘ana-
log, In thot they are based on an art equiva-
lent of code atrings that allow them to be
reproduced suthentically again and ago'n—
thereby playing sweet hovoo with inherited
nations of authentieity'

Here tha intreduction of ‘ather skilied artists,’
or pven ‘dedicsted smateurs,” to reniize the
work is toleld go of absolete canlral over
the final product. His mara variable than digital
roplication, whereln the copy Is another orgi-
pal. It foregrounds the subjective nets of
{ransiation, adaptation, and interpretation on
the part of thia team of producen. In the end,
Le'Witt's wa'l drawings are in effact authorized
raproductions that are still gavarnad by
tho neticn of falthful repreduction of sameane
oo s icdern.

Today's werld af opon source computing,
socls! metworking, crowdsourcing, sversgoners
atnd encvtanl, app stove platfarma, and ather

‘menfestations of the perticigstory culture of
| Web 2.0, sugget systems that are mors radi-

cally zpen In nsture, ol iciting Input from and

LAST BIT OF RESEARCH

ampawering craastions by many usern Al"unm;h
the rhyoteric of decomralizod autho ity pervoden
these andeavors, the question of cantrol e a0
Sxpression of suthority (and design e rate In )
lingues. |t is not simply » guestion of no control
o¢ no dosign, but rather ¢ question of where
control and detign happun in an vpen system,
Luna Mourer mates: | chaase to give control
away. That s a deliburate act. |n the act of
Piving up eontral, thora is a eartain connatatian
of losing It 'n my desian | give the contrel
away. Bt 2o wha, or what? She sdds ‘Deface
| give cantro! away, | mun devwelop g systam that
weill fakn pwer the decisiont of design. | mmie
doecisions on which factiars will influanae the
design, but slso whal kind of rules gnd propars
tieg Whis symtem wall follow, In my croative
procwss 1'd ke to think In fesmes of organksms, "™
Although design has abways been open o
the fallibliity of othars Interms of Its realization,
H haslargaly baan a clasad ryriem or aspived to
:,',,':,::: Writing just two years earlier, LeWitt had

opposite ¢ spelled out the methodological terms for pro-

m: ducing a process-oriented art:

of creation

avsilable, 1 ‘“To work with a plan that is preset is one
:;,m way of avoiding subjectivity. It also obviates
thefsedbs _the necessity for designing each workin
::‘;’;;': turn. The plan would design the work. Some
a» soolenk ‘plans would require millions of variations,
context thi and some a limited numbar, but both
:';:Z:'_’: are finite. Other plans imply Infinity. In each
productior case, however, the artist would select
::‘;‘;g:" the basic form and rules that would govern

Gortes _the solution of the problem. After that

enstieoth | the fewer decisions made (n the course of |
tnchroloy | completing the wark, the better. This |
that harne| ~eliminates the arbitrary, the capricious, and
;::."'.‘:: the subjective as much as possible. Thatis
holpeches the reason for using this method.”™

anglogous

joopen ™ Seeking to produce an art of seriality, which
gor just .
afdiscrete Would allow for permutation and variability
questions | within a given rule sat, LaWitt would famously
:':::::!: | remark: ‘The idea is the machine that makes
sharaand | | the art.” But this seemingly mechanistic,
?..’.':".'.'ﬂ.: prescriptive view always had a more subjective,
computer: | NUMan dimension since it assigned to the artist
ago. AsJa | 3 new priority for tha conception and artic-
lesmtoen | ulation of an idea to make art instead of under-
standing art as simply a by-product of a series
of variable tochniques, codified styles,
| and specific media to be chesan by the artist.
The idea for LaWitt was inherently generative
in nature, capabie of producing more than

a singular work.

“The plan would design the work”
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troubleshooting blender




NOOR DHANJU WEEK 04 ITERATIONS 5

path_1

what remains

RULES

1. You are familiar with the software now. You’'ve worked through a
series of iterative experiments to create a desired object.
2. Recreate the object entirely from memory.

3. Track your steps, see what remained important to you.
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1. Add be21er_ curve

2. Shape in edit mode

3. Edit mode
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path_2

troubleshooting

RULES

1. You encountered an error.
2. Try to fix it.

ITERATIONS

8
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For a while,
nothing was
working to
convert my
object into a
solid form.

Then | noticed
a ‘curve to
tube’ modifier,
which saved
my object.
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path_3

cooperating with the uncooperative

RULES

1.

Work with the formerly uncooperative tools. Make them
cooperate.
Follow exactly the order of steps 3-11 to recreate the coral, even

if they don’t work. Analyse why those steps go wrong. Record
any extra steps you take.

Edit mode

Shape (I spent more time here, and added a subdivision surface
modifier to smoothen)

Create a circular aray along an arc (I modified the array a bit to
shape the object to appear more like the source)

Click new texture and add noise to create the ridges (worked
really well)

10.
11.
12.

ITERATIONS 10

Go to data > geometry to add thickness and create closed caps
(did nothing)

Go to sculpt mode to smooth and finalise shape (didn’t help)
Duplicating the coral leaves

Position the coral leaves (was confusing)

Slice cylinder objects (had to add them in)

(Had to add shading)

Why each tool does or doesn’t work + which tools are still important
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Because | was working with a subdivided square to
start with, the results were so spiky and interesting
(initial shape matters)
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two formerly uncooperative tools were powerful on their own...
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uncooperative tool #1:
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Actually very powerful. Even though | used it sparingly initially,
and worked with a cube instead of the bezier, it is really powerful
in shaping the object into what we want.

| focused more time on this tool to sculpt the coral shape as best
as | could.

As | spend more time with the software, | learn more about each S D R A -

tool’s capabilities. Maybe the tool wasn’t uncooperative, | was.
1B0S =20 G B8O "0AC

However, it yields results that are more or less expected as you're
trying to work to an end result (human controlling the output).



NOOR DHANJU WEEK 04 TOOLS 14

@ Blender  ‘Wincow

uncooperative tool #1:

| ]| [T~
edit mode ~ e

Actually very powerful. Even though | used it sparingly initially,
and worked with a cube instead of the bezier, it is really powerful
in shaping the object into what we want.

| focused more time on this tool to sculpt the coral shape as best
as | could.

As | spend more time with the software, | learn more about each N -
tool’s capabilities. Maybe the tool wasn’t uncooperative, | was.

PO =R80 g BED-TRAC

However, it yields results that are more or less expected as you're
trying to work to an end result.

human controlled output
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uncooperative tool #2:

displacement modifier

Actually very powerful. Even though | used it sparingly initially,
and worked with a cube instead of the bezier, it is really powerful
in shaping the object into what we want.

| focused more time on this tool to sculpt the coral shape as best
as | could.

As | spend more time with the software, | learn more about each
tool’s capabilities. Maybe the tool wasn’t uncooperative, | was.

However, it yields results that are more or less expected as you're
trying to work to an end result (machine controlling the output).

[
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uncooperative tool #2:

displacement modifier

Actually very powerful. Even though | used it sparingly initially,
and worked with a cube instead of the bezier, it is really powerful
in shaping the object into what we want.

| focused more time on this tool to sculpt the coral shape as best
as | could.

As | spend more time with the software, | learn more about each
tool’s capabilities. Maybe the tool wasn’t uncooperative, | was.

However, it yields results that are more or less expected as you're
trying to work to an end result (machine controlling the output).

machine controlled output
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special mention
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@ Blender  ‘Wincow
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uncooperative tool #3:

sculpt tools

Even though these tools have a lot of capabilities, and
supposedly yield results that are human controlled, somehow the

toolkit | was using led to very unexpected results that were
controlled by the machine.

peaanN >

-

> 'm0

ABRO0e=K0Fg B8O "084+0 B o

L




NOOR DHANJU WEEK 04 ITERATIONS 19

uncooperative tool #3:

sculpt tools

Even though these tools have a lot of capabilities, and
supposedly yield results that are human controlled, somehow the

toolkit | was using led to very unexpected results that were
controlled by the machine.

combined output S CESPSSD N RENNS PPN T
1B =0Fa B@0- 7040
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path_3

displace away

RULES

1. The displacement modifier has been reduced to ‘one tool’. It’s
actually a powerful component of tools, with a lot of possibility
for unexpected variation.

2. Revisit your corrected error.

3. Go play.
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> 2review
v Musgrave
NoiRe BAjIR
Tyoa
Siza
Nabla
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taves

OTrset
Intensity

Galn
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Stucci texture
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Q

N
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2.00
0.0

Pattern  Plastic

Type Soft

1.0¢
5.02

192

Jze
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2.50
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Stucci texture <rotated>
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B BézierCurve, 006 > BN Taxture.006
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Magic texture Musgrave texture
Q, Q,
. . Ly M BézlerCurve007 > BN Toxture.007 -, . - iy M BézierCurve 008 > BN Toxture.008
— . - g .~ Displace L y : 3 & Displace
- 43 . ™, B Texur2.007 [ - 43 s ™, B Texur=.000
‘ al Type B Mauic v ‘ &l  Type B Musy zve

> Freview > Freview

v Vageo v VLISQrAave

Depth Original Perln

Turbudence

Ridged Multifractal

v LDIArs 1.40

Clamp Nabla C.10

Miushply < 1000 Diveision C.0¢
G 1.000

3 1.000

Lacuaily 212

Cctaves C.74

Brightness 1.000

-~ . . . A

Otrset 1.00
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Musgrave texture Musgrave texture
Q, Q,
- s W BézierCurve 009 B Taxture.009 ot - /‘,‘ . ‘ B BézierCurve,010 > BN Taxture.010
_— y : g & Dicplace _— y : g & Dicplace
-~ 4o - - ® B Texus=009 J 2 - . =N . ™, B Texwr2.010 OB x
‘ d Type B Musy zve y ‘ d Type B Musy zve

> Freview > Freview

v VLSrAave v VLISQrAave

NojseBasie Original Perln NojseBasie Original Perln

Type Ridged Multifractal Type Ridged Multifractal

2L C.24 L 2.00

Nabla C.10 Nabla C.10
Divession 0.38 Diveasion 1.0¢6

Lacunaity 2.52 Lacuaity 3.02

Cctaves 1.48 Cctaves 1.92

Otrset 1.00 Otrset 1.04
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Musgrave texture (feels most versatile)




