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reflection
Blender is  a system of parts

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

Try different approaches: 

Write the rules after you’re done 
Hierarchy of tools 
I terate more with order bending  
Making uncooperative tools cooperate/making unimportant tools 
important ( ! )  

My exploration st i l l  feels incomplete,  what else haven' t  I  
experimented with yet? 
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Lett ing go of control  to the machine; the 
machine as the designer 

+ Where human control  comes back in

Visual ly explaining your process

“The plan would design the work”
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troubleshooting blender
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path_1

RULES 
1. You are famil iar  with the software now. You’ve worked through a 

series of i terat ive experiments to create a desired object.  
2. Recreate the object entirely from memory.  
3. Track your steps,  see what remained important to you. 

what remains
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RULES (MEMORY) 
1. Add bezier curve 
2. Shape in edit  mode 
3. Edit  mode 
4. Create a circular array along an arc 
5. Convert to mesh 
6. Add displacement modif ier  
7. Play with the texture 
8. Remesh 
9. Add sol idify modif ier  
10. Go to data > geometry to add thickness and create closed caps 

=Error
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path_2

RULES 
1. You encountered an error.  
2. Try to f ix  i t .  

troubleshooting
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For a while,  
nothing was 
working to 
convert  my 
object into a 
sol id form.  
 
Then I  noticed 
a ‘curve to 
tube’  modif ier,  
which saved 
my object.
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path_3

RULES 
1. Work with the formerly uncooperative tools.  Make them 

cooperate.  
2. 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.  

3. Edit  mode 
4. Shape ( I  spent more t ime here,  and added a subdivision surface 

modif ier  to smoothen) 
5. Create a circular aray along an arc ( I  modif ied the array a bit  to 

shape the object to appear more l ike the source) 
6. Click new texture and add noise to create the r idges (worked 

real ly wel l )   

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

8. Go to sculpt mode to smooth and f inal ise shape (didn’t  help) 
9. Duplicating the coral  leaves 
10. Posit ion the coral  leaves (was confusing) 
11. Slice cyl inder objects (had to add them in) 
12. (Had to add shading) 

cooperating with the uncooperative

Why each tool  does or doesn’t  work + which tools are st i l l  important



NOOR DHANJU 11WEEK 04 ITERATIONS

Because I  was working with a subdivided square to 
star t  with,  the results were so spiky and interesting 
( init ial  shape matters)
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two formerly uncooperative tools were powerful on their own…
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uncooperative tool #1: 

edit mode
Actual ly very powerful .  Even though I  used it  sparingly init ial ly,  
and worked with a cube instead of the bezier,  i t  is  real ly powerful  
in shaping the object into what we want.  

I  focused more t ime on this tool  to sculpt the coral  shape as best 
as I  could.  

As I  spend more t ime with the software,  I  learn more about each 
tool’s  capabil i t ies.  Maybe the tool  wasn’t  uncooperative,  I  was.  
 
However,  i t  y ields results that are more or less expected as you’re 
trying to work to an end result  (human control l ing the output).
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uncooperative tool #1: 

edit mode
Actual ly very powerful .  Even though I  used it  sparingly init ial ly,  
and worked with a cube instead of the bezier,  i t  is  real ly powerful  
in shaping the object into what we want.  

I  focused more t ime on this tool  to sculpt the coral  shape as best 
as I  could.  

As I  spend more t ime with the software,  I  learn more about each 
tool’s  capabil i t ies.  Maybe the tool  wasn’t  uncooperative,  I  was.  
 
However,  i t  y ields 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
Actual ly very powerful .  Even though I  used it  sparingly init ial ly,  
and worked with a cube instead of the bezier,  i t  is  real ly powerful  
in shaping the object into what we want.  

I  focused more t ime on this tool  to sculpt the coral  shape as best 
as I  could.  

As I  spend more t ime with the software,  I  learn more about each 
tool’s  capabil i t ies.  Maybe the tool  wasn’t  uncooperative,  I  was.  
 
However,  i t  y ields results that are more or less expected as you’re 
trying to work to an end result  (machine control l ing the output).
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uncooperative tool #2: 

displacement modifier
Actual ly very powerful .  Even though I  used it  sparingly init ial ly,  
and worked with a cube instead of the bezier,  i t  is  real ly powerful  
in shaping the object into what we want.  

I  focused more t ime on this tool  to sculpt the coral  shape as best 
as I  could.  

As I  spend more t ime with the software,  I  learn more about each 
tool’s  capabil i t ies.  Maybe the tool  wasn’t  uncooperative,  I  was.  
 
However,  i t  y ields results that are more or less expected as you’re 
trying to work to an end result  (machine control l ing the output).

machine controlled output
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special mention
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uncooperative tool #3: 

sculpt tools
Even though these tools have a lot  of  capabil i t ies,  and 
supposedly yield results that are human control led, somehow the 
toolkit  I  was using led to very unexpected results that were 
control led by the machine.
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uncooperative tool #3: 

sculpt tools
Even though these tools have a lot  of  capabil i t ies,  and 
supposedly yield results that are human control led, somehow the 
toolkit  I  was using led to very unexpected results that were 
control led by the machine.

combined output
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path_3

RULES 
1. The displacement modif ier  has been reduced to ‘one tool’.  I t ’s  

actual ly a powerful  component of tools,  with a lot  of  possibi l i ty 
for unexpected variat ion. 

2. Revisit  your corrected error.  
3. Go play.  

displace away
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Musgrave texture Stucci  texture
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Stucci texture <rotated>
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Voronoi texture Voronoi texture
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Magic texture Musgrave texture
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Musgrave texture Musgrave texture



NOOR DHANJU 26WEEK 04 ITERATIONS

Musgrave texture (feels most versati le)


