
You’re doing this.
I implemented the deciphering method in the material course I had 
with the BA2 students at interior architecture and furniture design. This 
resulted in the exhibition Voodoo and a series of fanzines that the 
students produced. They were given one object each.



The task

2.2.1. Material studies  w.2-9

“Left to his own devices he couldn’t build a toaster.
He could just about make a sandwich and that was it.”

Mostly harmless, Douglas Adams, 1992.

Part 1

Each of  you have now picked a product. Document and photograph this product as professionally as possi-
ble. The object you have picked is the starting point of  the course and creates the framework for your own 
creative process.

Look at this phase as a mild form of  reverse engineering where your research revolves around a finished pro-
duct. This product is picked a part and analyzed. The product each of  you have picked varies when it comes 
to technical complexity and material diversity. The point is not to fully understand how the product is made, 
but more what material the product is founded on.  You should make a thorough log of  your findings and 
analytics. For example; try to roughly find the percentage each material represents in the product. Document 
the process all the way.

- What is the geographical footprint of  your product? Is it produced locally or globally?
- Where does the materials come from?
- What materials is represented in your product?
- Do some research on the materiality of  your product. *
-	 Does	or	did	your	product	have	a	significant	importance	when	it	was	released.
-	 Who	is	or	was	producing	the	item.	Do	research,	send	emails,	make	phone	calls,		 			
extract as much information as possible.  

*By	materiality	I	mean	from	a	cultural	point	of 	view:
- The individual and collective history of  the item.
- The influence on human living – locally, nationally and globally
- The influence on individual and collective identity.
- Is there any emotional potential in the object? 
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Damien Ortega, Cosmic Thing (2002)



Part 2: Sympathetic Magic / Voodoo 

In this part of  the course you are going to do some making. You are free to work with whatever material you 
want. Use your product as a conceptual framework for the thing you wish to create.

Sympathetic Magic is a term deriving from the realm of  social anthropology and describes something 
that imitates an object or corresponds directly to an object. I.e the Tahitian version of  the ancient religion 
Voodoo. Maybe the most commercialized ritual is the creation of  a voodoo doll that directly is “connected” 
to the person it imitates. An example of  things that corresponds with each other is the walnut and the hu-
man brain. There is a saying that walnuts are healthy and good for your brain. This is most likely based on 
the fact that the walnut looks like a human brain and therefore are good for you.

Work with imitation, correspondence or a combination. Find something in your product that you want to 
investigate and nurture into your own work. This could be a specific feature, a technical detail, a form, a 
material or the whole thing.         (https://en.wikipedia.org/wiki/Sympathetic_magic)

-Do	you	wish	to	make	your	own	dub-version?
-Do	you	wish	to	make	a	material
-Do	you	wish	to	transfer	the	form	to	another	material?
-Do	you	wish	to	work	more	theoretical	and	conceptual?

.

Exhibition:	

This course is going to end in an exhibition in the reception gallery. At the opening you are going to present 
your findings and the process. Think together as a group on how you wish to curate the group-show. Make a 
poster on beforehand and spread it around on the campus. Use the space in the gallery properly. It is always 
important how things are shown and presented. It’s almost half  the job. Remember to document the 
exhibition well.

Reflection	:

The reflection and the sum-up for your project is going to be delivered in the form of  a fanzine. A fanzine 
can be described as an independent magazine or a book. A niche product that highlights different cultural 
topics to those who shares the same interest. You are free to choose the format yourself  (exept for A33 hori-
zontal). How you assamble the fanzine is up to you. It can be stapled, sown, glued, folded etc.

It is important that the reflection gives others an idea of  how you work as an artis and designer. The fanzine 
could be built up as a log from the whole course period. Sketches, tests, illustrations, references, essays and 
documentation should be included in the fanzine. This will tell something about the amount of  work that is 
put into the project. Make two editions. One that is handed over to me and another one to keep for yourself. 
The idea behind this is that the fanzine is supposed to be a thing in itself  and not a pile of  loose sheets of  
paper.   

(https://no.wikipedia.org/wiki/Fanzine)
  



The objects



The Fanzines













Bill Mobeck / Bonna Ski

Hedda Grading / Rococo Chair



Julie Martine Paulsen / Toaster (OBH Nordica)



Celine Grimnes / Vacuum cleaner (Hoover Space Explorer)



Christine Dybing / Ink Jet printer/scanner (Epson)



Johnny Huynh / Tripp trapp chair 



Vega Drake / Samsonite trolley 

Frida Kaul Varøystrand / Nokia 1616-2 phone 







Documentation






















