Art 5

DESIGNING A FUNCTIONAL OBJECT
Making something functional is a challenge for many reasons; you must:  

1) know the MECHANICS behind a purpose

2) understand the nature of MATERIALS

3) have knowledge of HISTORY behind the object

4) be able to notice SIMILARITIES and RELATIONSHIPS of form from unrelated devices

5) learn to use TOOLS appropriate for construction of models

6) be able to VISUALIZE in three dimensions and SKETCH out concepts on paper.

As discussed in previous projects, creatively designing something does not have to be an instantaneous process.  You don’t have to simply be a mechanical genius to come up with good ideas.  If you are such a person, good for you!  If not, then be prepared to do a little research, experimentation and discussion before you develop your concept.  

We will approach the project in this way:

Think about something functional of interest to you that is relatively simple (don’t design a space station or computer!).  You need not lock yourself into this first object; it may be a springboard into other entirely different concepts – keep yourself open for a day or two.  When you do finally make a decision on an idea, stick to it.  Make sketches and design on paper first.  Show and discuss the design with others in the class and borrow (and improve upon) things you have seen.  Do some research into the object using the internet.  Look at patents and print them out as reference materials.  Find books in the library on design, functionality, or other related materials, and gather them together in a research folder.  Begin to make prototypes from easy to work materials.  Making a completely functional model is NOT necessary due to restrictions in materials handling in our classroom.  If your design is for a large object, make MAQUETTES, or miniature models.  If the concept is tiny, make LARGE models.
