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	 My main fight is based on the empathy con-
cept. Nowadays, our society has many problems 
because people forget about this value. No one 
puts his/herself in other people’s shoes and 
everyone looks after the own interests. Many 
things would change if people would try to un-
derstand the realities of others, the situa-
tions they have to live through, the issues 
some people have to put up with. With empathy, 
wealth would be distributed in a better way, 
nobody would judge those outside the standards, 
we would all think more about our environment 
and society would work much smoothly.

As a designer, I want to bring the concept to 
my field. I believe that good design only makes 
sense if it is empathetic, if it has a function 
to improve living conditions, if it is capable 
of helping. And don’t get me wrong, design ba-
sed only on aesthetics is a relevant art form 
but, from my perspective, form always has to be 
tied to function, and this has to be the main 
goal.

Our creations are what define our environment, 
and the more empathetic our environment is, the 
more empathetic we will be.
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	 I would like to focus my strong personal 
development plan on the idea I had when I deci-
ded to choose this master’s degree, which was 
to discover new fields and explore many different 
areas. My intention was to improve my resources 
as a maker, learning more about electronics and 
programming, materials and prototyping machi-
nes. 

	 After these reflections I have realised 
that I also want to learn about other fields 
such as project documentation and communica-
tion, working with communities, discovering the 
world of AI, biology and agriculture, etc. 

	 In conclusion,  my personal development 
plan will be founded on getting to know in dep-
th all these topics that I haven’t yet had the 
opportunity to deal with and then be able to 
use them in my professional future.

In addition I have developed the process of 
analysis and reflection on myself and my expec-
tations for this master’s degree. As you can 
see in the diagram below, this process consists 
of 4 steps. The first two are the result of the 
work we did in the first Design Studio session 
and two others come out of the subsequent per-
sonal work. The subjects developed in this dia-
gram are the following:

1. Description of my identity in terms of 
skills, knowledge and attitude.

2. Concepts that caught the attention from my 
classmates after doing the meetings and talking 
about our skills, knowledge and attitude.

3. Desired professional identity based on my 
vision and on the conversations with my class-
mates.

4. What I want to learn from the courses I will 
take during this master’s degree.
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	 One of the first tasks we had to do for the 
Design Studio was to create our own Workspace 
considering four main topics: materials, tools, 
infrastructure and people. These are the four 
pillars that sustain any design project. Reflec-
ting on this subject, I started listing all the 
resources I had around me that could be useful 
in any of the main areas I wanted to focus on. 

About materials, I thought of all the elements 
we use at Ateneu de Fabricació and that are 
commonly used also in any FabLab. However I 
also added some others that I might want to ex-
plore as textiles and metals. 

Regarding the tools, I also took into consi-
deration all the machinery FabLabs have, also 
adding some electronics, programs and objects 
to help with the documentation.

In terms of infrastructure and people, I listed 
some of the spaces where I would like to deve-
lop my project but also some places and people 
I can get information from or help in case I 
need it.
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	 The roles of prototyping descibre diffe-
rent ways of doing research through design. 
During this first term of the masters, we have 
been presented to four of them that are maybe 
the most significative ones:

Role 1. Prototype as an experimental component. 
Role 2. Prototype as a mean of inquiry. 
Role 3. Prototype as a research archetype. 
Role 4. Prototype as a vehicle for inquiry. 

	 In this case, I used my Design Space to 
apply some of these roles of prototyping in 
order to get some information from the expe-
riments. On the left, one can see how different 
roles are related to different topics (that I 
will comment later on the review of my Design 
Space), and also the necessary elements of the 
workspace I just explained that need to parti-
cipate so as to make the experiment happen.

	 It is crucial to define which is the role 
of a prototype in order to get the appropiate 
information. For my experiment, I used Role 1 
and tested the strength of a 3D printed topolo-
gy (pages 33-34).
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	 In this first Design Space created during 
the AoWS week, I took as main topics Long-Ter-
minism, Tech for Equality and Rural Futures. 
I wanted to explore this fields in relation to  
digital fabrication, right to repair and maker 
education, while at the same time enhancing 
the idea of decentralization and distributed 
desing.

The multiscalar diagram below recaps all these 
concepts into the different scales, adding some 
references from existing projects and has some 
ideas of what could be done.
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	 Together with the first Design Space, I 
developed also this graphic that explains what 
are my interests in terms of technologies and 
themes I would like to include in my future 
projects. I created this diagram in order to 
define those interests that are not related to 
an specific topic but can be applied to any of 
the subjects I may or may not choose to work on.

	 We can summarize all these topics into 
two main conceps: engineering and design. These 
have always been my two passions in regards to 
my professional career, and every year I try to 
explore different branches of them. My interests 
now in terms of engineering would be electro-
nics (sensors, controllers, coding...), crea-
ting new machines for diverse tasks, and robo-
tics related to the creation of art (FabLab’s 
KUKA, for example). Regarding design, I’m inte-
rested in the creation of spaces and products, 
organic and generative design and modularity.

	 Finally, I certainly want to dig into the 
topic of giving a second life to obsolete or 
broken objects or tools. Also redesigning them 
to make them last longer, maybe this time doing 
some other function.
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	 The way I related 
this two subjects was ba-
sed on using technolo-
gy to help those people 
with some kind of disease 
or disfunction related to 
the body. Nowadays, we can 
see some prosthetics crea-
ted with generative design 
and some others done by 3D 
printers. This is becoming 
a reality in medicine and 
I found it really intere-
sing.

	 On the other hand, I 
was also thinking of doing 
something with wearable 
devices and environment 
recognition. I wanted to 
know more about people who 
call themselves cyborgs 
and how this could improve 
someone’s life.

	 The week after AoWS, I found myself a bit 
lost with the topics I had chosen. I didn’t 
feel motivated enough to explore more those 
fields so I decided to restart from scratch. 

	 This second time, I kept the weak signal 
of Technology for Equality (as it is a topic 
that really catches my attention and that I 
want to investigate) but added another quite 
different from the others that I didn’t even 
have considered before: Reconfigure Your Body.
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	 After having our own Design Spaces, 
we created a Collaborative Design Space ca-
lled Bio, Tech and Ancestry. In discussion, we 
felt that these three concepts generally grou-
ped together, in one way or another, the con-
cepts of our projects. The Bio part encompassed 
everything related to nature and living things, 
organic forms and biomaterials. Technology re-
fered to electronics and mechanics, but also to 
innovation techniques and processes. Finally, 
Ancestry grouped the ideas of connection with 
the past or with other species, it also relates 
to empathy and the spiritual part.

	 In my case, my project would be situated 
between Bio and Tech. As I defined in my second 
Design Space, my main objective was to achie-
ve organic shapes, perhaps adapted to the hu-
man body, modelled with generative design and 
topological optimisation and also adding some 
electronic coponents. This idea is a clear mix 
of these two concepts, the study of human bio-
logy and natural forms with 3D design techno-
logy that allows you to obtain computationally 
developed models and the electronics. 
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/state_of_
the_art

In preparation for Design Dialogues we had to 
do an update of our poster we made at the be-
ginning of the term related to our struggles. 
In my case, this was an opportunity to reflect 
on what I had been working on so far and whether 
or not I liked the path I was taking for my final 
master’s project.

During these three months I think my interests 
have been changing a lot and I still haven’t 
found the topics I would like to work on from 
now on. I developed a first Design Space about 
the rural world that didn’t convince me and I 
changed it completely. Then I started another 
Design Space related to wearables and prosthe-
tics and now I don’t see very clearly that this 
is the path I want to follow.

	 I’m constantly rethinking my interests 
and the problem is that they are obviously 
changing as I learn and evolve throughout this 
master’s degree.
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	 This, even though it is a problem given 
that in some things I fall behind and I can’t 
teach how my work is going because it simply 
doesn’t go, it is also making me learn and I am 
understanding that whatever I do in the futu-
re has to be something I enjoy, something that 
makes me feel good and that I can learn about 
different fields.

	 Also, thanks to the Plant B project, I 
have been able to see that what I really like 
is making things with my own hands, making with 
different machines and processes, designing sce-
narios and projects that look good and have a 
use.

	 On the other hand, I have realised that 
giving a second life to an object that is worn 
out or broken is something that I really like, 
and that it can also help to extend the life of 
something that was previously considered rubbi-
sh. I think this idea can point into something 
social, either because I’d be reducing waste 
but at the same time because this repaired ele-
ments could be used by someone who needs them.

	 Finally, I want to keep exploring techno-
logy in all its meanings, I want to work with 
generative design and Grasshopper to give this 
second life to the trash I am talking about, 
combining repair and design. I want to play 
with the machines in the labs of ELISAVA and 
FabLab, and I want to learn about electronics 
and programming, going beyond the typical exer-
cises to make something applied and useful.

I know that there is a lot of work to do and 
that it is not going to be easy, that’s why 
I wanted to show this kind of labyrinth in 
the centre of my poster, and that I have many 
things in mind, but I know that I always end up 
finding the way and that in the end I will be 
happy and I will feel fulfilled with what I do.

/dídac_torrent

/thesis_draft_chapters_0-3

/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/

/master_in_design_for_emergent_futures
/
j
a
n
u
a
r
y
_
2
0
2
2

///////////////////// /29/ /30/



/chapter.3

/master_in_design_for_emergent_futures /dídac_torrent
/
j
a
n
u
a
r
y
_
2
0
2
2

/thesis_draft_chapters_0-3/////////////////////

/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/

/dídac_torrent

/31/ /32/

first_
interventions



/master_in_design_for_emergent_futures /dídac_torrent
/
j
a
n
u
a
r
y
_
2
0
2
2

/thesis_draft_chapters_0-3/////////////////////

/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/
/

/first_
experiment

	 For this experiment I used Fusion 360 to 
carry out a first test on topological optimi-
sation in 3D printing. I modelled a very sim-
ple part where I applied some forces and after 
doing the structural analysis I used the ge-
nerative design tool to optimize the part and 
leave only the necessary material so that the 
part can withstand the same stresses. In this 
case, the optimized topology’s mass was only 
the 60% of the non-optimized one.

	 Finally I printed the two parts, the 
non-optimised one and the optimised one, and 
made an initial strength test with the resour-
ces I had at home and trying to apply the same 
forces that I had established in the previous 
structural analysis.

	 The purpose of this exercise was to check 
if 3D printing, in this case FDM, can be a sui-
table medium to develop generative design and 
topological optimisation projects, two of the 
main topics of my Design Space and with which I 
would like to work more in depth. The next step 
would be to create a more complex and organic 
shape and see if 3D printing is still a possi-
ble manufacturing method in this process.
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	 This intervention consisted in experi-
menting for 24 hours what First Person Perspec-
tive means, within the framework of our Design 
Space if possible. In this short period of time 
we had to pose a question we wanted to explore 
and accompany it with a personal experimenta-
tion exercise. In my case I chose the question 
“What if some parts of our body were heavier?”. 

	 My main intention was to find out how I 
would feel if some of my body parts were hea-
vier, and also to check if it would be comfor-
table or uncomfortable. Gathering this infor-
mation was relevant to my project as my idea 
focuses on wearables and prosthetics, and ha-
ving a sense of what it’s like to have weight 
attached to your body is essential. Also to 
empathise with those people who have to carry 
extra weight due to basic needs or illnesses.

	 Clearly, putting yourself in the situa-
tion of your object of study is not only be-
neficial for gaining first-hand knowledge of the 
context, but also brings spontaneous and unex-
pected knowledge that you cannot get from wor-
king externally. Also, by being the instrument 
yourself, you can empathise directly with your 
target and feel what they feel. 
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	 HUG ME NOT is a project born on the se-
cond week of Tech Beyond the Myth, devoted en-
tirely to the workshop Almost Useless Machines. 
The aim of this workshop was to create a ma-
chine that was not very useful. A machine that 
was functional but not practical or useful in 
itself. It had to be an artefact created and 
thought from a feeling that we wanted to trans-
mit to the user.

	 Our group, formed by Anna, Fiorella, Ma-
rina, Paula B., Rei and myself, decided to base 
our project on the emotions of desperation, an-
ticipation and discomfort. In order to transmit 
these feelings, we thought of a machine that 
would give hugs but where the arms would never 
close nor would they ever touch the person they 
were theoretically hugging.

	 We created this machine using many di-
fferent technologies (laser cut, 3D printing, 
Arduino, etc.) programs and materials. At the 
end, we managed to have this weird machine that 
pretended to give hugs using a quite complex 
flow diagram and a well-thought mechanism to 
move the arms. It was nearly mind-blowing see-
ing this project and the others and realising 
they had all been made in less than three days.
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	 For the final Design Dialogues event at 
the end of term 1, Joaquin, Chris and I tea-
med up for the collective design intervention. 
We are interested in the intersection between 
music, collaborative jamming, nature and how 
these things can be combined. We wanted to re-
search how engaging in an intimate collabora-
tive setting with plants could foster a meanin-
gful inter-species connections. For that, we 
decided to enable an inter-species jam session, 
where the plants would be both musicians and 
instruments.

	 With the help of the MakeyMakey, some 
plants from the Fab Lab office and Ableton Live, 
we managed to get a first minimal viable product 
for a few classmates to test out. We managed 
to extract some interesting insights from these 
experiments. First of all, it was intriguing to 
see how the sounds produced did not only dra-
matically change the perception of the users 
towards this plant, but also the interaction 
that comes with it. Secondly, the perception 
of the experiment as a whole changed according 
to what musical mood we were aiming for: The-
re proved to be a much different vibe between 
mysterious, atmospheric synthesizer and bell 
chimes samples on the one hand and some pulsing 
electronic lead synths on the other hand.

	 Throughout the process of making and de-
veloping our scenario, we kept changing ideas 
and details that we had previously considered. 
It was a process of discovery and also of adap-
ting to the time we had, iterating on design 
and operation. The changes were mainly due to 
the fact that we were more and more clear about 
what we wanted to transmit and how we wanted to 
do it, an aspect that was obviously not very 
clear at the beginning.

	 The response to our intervention was 
overwhelming and for all of us everything but 
anticipated. We were fortunate to witness some 
very special moments of intimate interactions 
between passersby and plants to make music to-
gether. Especially children were absolutely en-
chanted by the concept of singing plants and 
were the most fearless when it came to inte-
racting with the plants. Often, adults would 
be shy at first - but after inviting them in 
to join, they usually lost their initial hesi-
tancy. Throughout all ages and genders, people 
were amazed by this way of interacting with 
plants, which was new for almost all of them.
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