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Greetings from Chicago,

Let’s keep the tension high and 
take out the game of “operation.”
Be sure to pick your target carefully... 

If not... 

...Buzz Buzz!

The game was invented by John Spinello while he was 
a student of industrial design at the University of Illinois. 
In 1962, he received an assignment to create a game. 

He did just that and got the highest grade of his class.

“I did my prototype of my magic box and everybody liked it,” 
said Spinello.

Hours of pleasure poking at the character 
with the wonderful name of “Cavity Sam.” 

The goal of the game is to pick up 
the funny shaped objects that are placed in the patient’s, 
cavities. Broken heart, wrenched ankle (aka. sprained ankle), 
butterflies in stomach, funny bone, writer’s cramp, 
brain freeze (aka. ice-cream headache) and many more...

The objects, that refer to the humourous conditions, 
are grabbed with metal-tipped tweezers that are connected 
to the box of the game. 

Once the player touches the metal outline of the cavity, 
the electric circuit is closed, a buzzing sound occurs 
and our poor patient’s nose lights up!

Buzz! Buzz! Blink! Blink!

https://iversity.org/en/courses/design-1o1-redux-part-3-my-world
http://www.design1o1.net/design1o1redux
http://www.huffingtonpost.com/2014/10/27/john-spinello_n_6055174.html


Question of the day: 
A prototype to test an idea? 
The word prototype comes from the Greek “prototypon” 
which means “original”, “primitive”, “a first impression”. 
It is a product’s early model or sample 
that we use for testing a concept or a process. 

Do you remember the video we watched on Monday? 
In real life, ms. Lohbeck’s notebook does not really 
act as a mirror, a scanner or a toaster. 
It is just an idea. It is some kind of early “prototype” 
shown using fantastic storytelling skills. 

Some more examples? 

During the online workshop we had 2-3 weeks ago, 
some of us made some “prototypes”. 

Dina Neri made a very nice one that 
you can find here on Instagram. 

Then, Stefano, Fosca and Anne-Sophie made another one. 

Here you can find the photo album they created 
on the Facebook Arena and here, their pdf file 
to show you how it works / how they printed it.

The point was to convey an idea. 
The content in our magazine prototypes was not 
the important point. It simply served as way to “explain” 
to others how the overall worked. 

To understand if our ideas could work. 
To understand if you liked our ideas. 

It’s like when John Spinelli presented his prototype 
to his schoolmates. He had a working prototype 
of his game, but it was still very “primitive”. 

:-)

http://i.huffpost.com/gen/2212090/thumbs/o-OPERATION-PROTOTYPE-570.jpg?4
https://youtu.be/tP-reW1eLYE
https://www.instagram.com/p/BC_AY8iGWn5/
https://www.facebook.com/media/set/?set=oa.452017438325502&type=1
https://drive.google.com/file/d/0B98SbbiLESuHX3ZZX0RmclJnc0E/view


What will I do today? 

Today you will make a prototype of your magazine. 

Show / tell us how it works. 
How would it look like?
How would it be made?

Where would the title be? 
Do you dedicate special spaces to text and images? 
Why don’t you use some random text / random images 
to make us understand the overall? 

Would it be printed all in black and white? 
Would it be printed in color? 

Would it be composed of pictures (photographs) 
or maybe of drawings? 

Do you use particular fonts? 
Is it made using a photocopier or a regular printer?

So many options and things to decide! 

In the examples we showed you previously 
(Dina’s prototype + Stefano / Fosca / Anne-Sophie’s example), 
we understand quite well how the overall would work / look like. 

Find a way to show how yours works!

We suggest you to share a minimum of 3 images, but you can use 
more if you wish to do so. Once you have your images ready, 
share them on Instagram using the hashtags: #ALittleTickle and 
#Design1o1Redux. Then, share a nice (and meaningful) caption to 
accompany your images and hashtags.

What will I learn doing this?
That a physical prototype is not necessary 
the final output of your thing. 

This said, you should not make everything perfect and real. You 
need to find an appropriate way to represent / fascinate / fake. 



Faking things will save you work and energy to dedicate to 
other parts of the project. If you manage to find a sustainable 
(and justifiable) level of faking, it will indicate that your 
process is correct.

Why do we do this?
To make you feel (and understand) 
the incredible strength of the prototype. 

Something to remember: 
A prototype to convince others 
that an idea is good. 

Further inspiration
We forgot to tell you about the little toy we have on the 
finger you see in today’s video-postcard... 

:o

A little tickle here and there... 
We discovered a sexy toy collection, to arouse and excite and 
carry around... One that is both aesthetic and functional... 

:o 

:o

:o

Have a nice day + see you on Instagram! 

Kisskiss / Lovelove

http://www.designboom.com/design/menage-a-quatre-sex-toy-collection/


Today’s Postcard References

Design 1o1 Redux is run by the Design 1o1 crew.

Design 1o1 Redux is on: Instagram (here and here), Twitter, Facebook page, Facebook group, 

Google+, Pinterest.

Golem

Isaac Asimov, master of hard 
science fiction

Ménage à quatre ring

http://www.design1o1.net/community
http://instagram.com/design1o1
https://instagram.com/design1o1redux/
http://twitter.com/design1o1
https://www.facebook.com/design1o1
https://www.facebook.com/groups/design1o1/
https://plus.google.com/communities/117081032406443054822
https://www.pinterest.com/design1o1pins/

