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In recent years makerspaces have gained traction as an environment where makers and tinkerers can freely
create artefacts with digital fabrication tools. They are particularly suited for introducing new fabrication
techniques because these spaces support hands-on experiences. Electrochromic displays are one such technology

x‘;ﬁzw that has become possible to fabricate using new techniques and off-the-shelf tools which lends itself to be used in
Makerssace a workshop setting. Leveraging this development, we facilitated a makerspace workshop that introduced par-

ticipants to this new technology. To limit the scope of the workshop outcome we used the little known history of
female developers of video games (Atari) from the 1970s and 1980s as a design framing. The participants
(undergraduates, 16 female, 2 male, aged 19-21 years) explored the Atari women’s role in development and
through this exploration they created artifacts using novel electrochromic displays as designed responses.
Throughout the workshop participants answered daily questionnaires and kept records of their progress. Our
analysis of the questionnaires and the resulting projects suggests that having a relatable and meaningful context
increases both motivation and engagement of the participants. We discuss the extrinsic motivations that enhance

engagement, and provide suggestions for introducing new technologies in the makerspace context.

1. Introduction

Making, learning, and makerspaces have been receiving attention in
the HCI community over the last couple of years [1,2], and have
explored across different settings, domains, and in different parts of the
world e.g. Asia [3,4], America [5] and Europe [6]. Part of the reason
why making has been celebrated is that making as a strategy allows for
more inclusive access to technology, by lowering barriers to participa-
tion [7,8]. However, research has demonstrated that makerspaces and
the making culture can also exclude users from participation. In such
spaces and in the maker communities in general, there is a lack of
gender, ethnicity, and age diversity [9,10]. Furthermore, the in-
frastructures available matter, for who has access to participate and
engage with new technology [11]. And while there is initial research on
makerspaces and inclusivity, recent research has reported a need for
investigation into how new technologies fit into makerspaces, how they
can be used for learning, and how teachers integrate Making into edu-
cation [12-14]. While for most established fabrication techniques, such

as laser cutting or 3D Printing, a large amount of tailored instructions
are available, novel materials and fabrication processes are relatively
less supported. One of these is Electrochromic display technology, a new
kind of electronic display that has the potential to become part of
makerspaces and learning environments, as it is relatively easy and
inexpensive to make.

Electrochromic materials are a specially engineered class materials
that change their visual characteristics in response to electric current.
They have been around since the 1970’s but it has only recently become
possible to prototype and fabricate with them using off-the-shelf tools
[15]. This type of material can be used to fabricate an electrochromic
display (hereafter referred to as ECD), which enables the creation and
display of interactive printed graphics. These displays do not employ
transmitted light, such as with liquid crystal, LED, or OLED displays, but
rather, rely upon reflected light incident upon their surface, akin to e-ink
displays. By applying a low, DC electric current, it is easy to switch
between two graphic elements in the display, one of which is visible,
while another is nearly invisible. Switching the polarity of the current
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changes which graphic is visible. It is possible to create an ECD with an
ordinary, consumer-grade inkjet printer. But unlike graphic designs
created on a computer and printed on ordinary paper, there are many
steps of physical construction in designing and fabricating an ECD.
These steps can be performed by non-experts (see Fig. 1), but to do so
requires not only learning how ECDs are constructed but also about their
capabilities and limitations (e.g., speed of transition, vibrancy of
graphics, balance of display). ECD composition and constraints require
designers to think differently about their designs to ensure the display
works optimally for any given application.

Because ECDs are transparent, flexible and require only a small
amount of current to change state (<10 milliamps), they lend them-
selves well to designers for design prototyping, Internet of Things ap-
plications, and e-textiles [16-18,55]. They can be printed in arbitrary,
irregular shapes and sizes making them integrateable into artifacts that
require non-rectangular or flexible displays. Additionally, because
advanced hardware is not required to drive them (in contrast to e.g.,
LCD and OLED displays), they are easily driven using simple electronic
circuits or prototyping platforms such as Arduino [19,20,56].

In this paper, we present the results of a workshop that aimed to
introduce participants who are new to makerspace facilities and novel
fabrication techniques, while also exposing them to the little-known
history of female game developers at Atari and their role in history
[53], which served as a design framing. We introduced electrochromic
materials as another resource in a makerspace, to explore not only the
design and execution of a making workshop for learning, but also how
new types of technology can be added to the makerspace. We chose the
history of the Atari woman as a design framing because we wanted the
participants to have a story to tell, to attract people that are usually not
coming to makerspaces (in particular, women students) and motivate
them to return. The artifacts that the participants developed where
exhibited publicly at a museum after workshop.

Specifically, we are interested in these questions:

1. How do the limitations of the ECD technology influence the design
activities in the makerspace?

2. How does the prospect of a public exhibition impact participants
learning outcome?

3. How does using Atari Women as the design framing impact the
participants’ learning context?
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Our findings suggest that the learning environment of the workshop
should allow participants to explore the new technology in a thematic
context that is meaningful to them. Moreover, their experience is more
salient if the artifacts they produce live on beyond the workshop.
Furthermore, we found that when introducing these novel fabrication
techniques to novices, the availability of instructional materials and
especially experts is highly important. Not only can they help by
demonstrating the correct fabrication procedures but also support the
participants to recover from mistakes through explanation and
guidance.

The paper is structured as follows, first we present related work in
constructionism and personal fabrication. We then present how the
workshop was conducted and what the participants were instructed to
do along with a description of our participants, data collection and
analysis. Following this we present the results in two subsections, the
first presents the resulting artifacts and their chosen story, the inter-
activity and the fabrication, and the second subsection presents the re-
sults from the data analysis. Finally, we present a discussion of our work
and present three points facilitators should consider when introducing
new technologies in makerspaces.

2. Related Work

We turn now to related work on Constructionism and personal
fabrication that informed our approach.

2.1. Learning by Making

Build on Piaget’s constructivist theory that a learner is contructing
knowledge from prior experiences and through interacting with the
environment, Papert proposed his theory of Constructionism. In this
theory, knowledge is constructed during the process of making artifacts
that can be shown, examined, discussed, admired and probed. As a math
teacher Papert wanted to engage his students in the same way art stu-
dents were engaged in making and learning to make art. He used the
programming language LOGO to let his students guide the actions and
movements of a small robot “turtle” and saw it as a computational
“object-to-think-with”. For Papert the “turtle” functioned as a model for
other objects, yet to be invented. From this work, constuctionist re-
searchers found that LOGO enabled learners to understand abstract

Fig. 1. Participant fabricating electrochromic displays.
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mathematical concepts in more accessible, concrete and relevant ways.
Instead of receiving knowledge, the learners were making knowledge,
with an emphasis on making, which is in contrast to instructionism, in
which learners receive knowledge through didactic instruction [21,22].

In 2016, Papavlasopoulou, et. al., presented a review of recent
research on the Maker Movement and its role in formal and informal
education [12]. Through search terms such as maker, making, maker-
spaces, movement, education, science education and a combination of
the terms their meta-analysis found 2930 papers published between
2011 and 2015. They decreased this number to 43 usable studies by
excluding irrelevant papers such as posters, non-peer reviewed and
work-in-progress papers, and by using criteria proposed by Greenhalgh
and Taylor [23]. Their review showed that the most common subject
area for implementing Constructionism or “learning-by-making” is
programming (32 of the papers reviewed had programming or pro-
gramming in combination with another subject as the focus). Although
most of the studies focused on programming, they still used tools such as
basic electronics, Arduinos micro-controllers, and the visual program-
ming language Scratch. They identified a need for further investigation
into other tools for making, such as using digital and tangible materials
[24,13,14]. Other tools used in the studies were 3D printing [25,26],
laser cutting and circuit board design [27], sewing and conductive
materials [28,29,13], and MakeyMakey [30,31]. Further, they found
that few of the studies focused on gender issues or how making can
benefit women.

2.2. Personal Fabrication

Personal fabrication is a growing area of research in HCI and was, in
2007, described by Neil Gerschenfeld [32] as “the ability to design and
produce your own products, in your own home, with a machine that combines
consumer electronics with industrial tools.” The rise is evident in the
amount of research in or using 3D printers [33-37], lasercutters
[38-42], CNC machines [43-45] to mention a few. Later, Baudisch and
Mueller [46], describe four elements that are required for a fabrication
to transition from industry to the consumer: (1) Hardware and material,
(2) domain knowledge, (3) visual feedback and (4) machine-specific
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knowledge. For a technology to become usable for personal fabrication
the hardware and materials have to transition from the specialized
equipment used in industry to one that can be used by a consumer. The
expertise (domain knowledge) that industry professionals have should
likewise transition into a form that is accessible to people with no
expertise, for example, in the form of software. The software or system
used should provide the what-you-see-is-what-you get (visual feedback)
principle. Additionally, the software should reduce the need for a
physical skill, similar to how Digital Video editing software removed the
need to manually cut and align films when editing films.

3. Method

We conducted a one week-long workshop (see Fig. 2) as part of a
credit-bearing university course called a Directed Research Group (DRG)
which took as its theme the women who developed Atari games in the
late 1970s and early 80s. The results of this workshop where exhibited at
a well-known local museum of Computing. We told the participants that
the workshop was a part of a research project, and a learning opportu-
nity for them to work in the maker area. In addition, we also told them
that our roles would be both as teachers and researchers during the
workshop. As the exhibition was not mentioned in the description of the
course, we told the participants on the first day of the workshop. The
university makerspace had a variety of very common equipment avail-
able (i.e., lasercutters, 3D printers, CNC machines, embroidery ma-
chines, vinyl cutters, etc.) that are well documented and for which a
large variety of learning materials can be found online. However, we
also added novel and not-so-well documented ECD fabrication to the
curricula as a mandatory element. This was done to investigate the
students’ engagement and learning with ECDs in a circumstance in
which much of their exploration was done with minimal learning
materials.

The main task for the participants was to create an artifact that
celebrated the important contributions of women who developed Atari
games in the 1970’s. To design and construct the artifact, the partici-
pants used different fabrication tools in the makerspace. Students had to
form small teams of three, and each group was supposed to focus on one

Fig. 2. Top: Participants brainstorming ideas using Lego and Play-doh. Left: The MixIt-Up project group is making sure electrical connectivity is working. Right: The

Centipede project is being presented by group at the museum exhibition.
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Atari game and the woman who developed it. This instruction was given
to drive the design of their artifacts. As a result, the teams designed
objects which captured and related to the story of the game and its
creator. Participants first used low-fidelity prototyping methods such as
sketching, clay modeling, or LEGO for idea generation and brain-
storming. The ideas were then prototyped in cardboard before being
digitally designed and fabricated in higher fidelity. As a means of
conveying the stories, it was mandatory for them to also include ECDs
into the designs. These had to be fabricated by the groups as well.

ECDs have some unique advantages and disadvantages. On the one
hand, the displays are bendable, can be designed into all kinds of shapes
(e.g., circles, triangles, irregular, etc.) and thus provide different affor-
dances compared to regular display screens. For this course, we opted
for the most basic construction method of an ECD, the vertical stack
[15]. This means that the displays can only contain two different
graphics, showing one at a time. Once a display has been fabricated, its
graphics designs cannot be changed, which posed additional design
challenges for participants.

All these elements - and especially the choice of ECDs - were selected
because they follow the “low floor - high ceiling” approach, meaning
that getting successful and engaging results is relatively easy but the
technologies have a large potential for exploration and extension.
Furthermore, the chosen topic has creative, playful, and engaging ele-
ments — “wide walls” - that allows for easy personalization and expres-
sion for every group. These approaches are in line with Papert’s vision of
Constructionism.

Additionally, to highlight the histories of the Atari women engineers
to a broader audience, the artifacts that students had created were
presented in an exhibition at a well-known computer museum, two
months after the workshop. While this workshop was part of a university
course which would give the participants credits, we were interested in
how the exhibition would impact the designs and learning outcomes.

3.1. Workshop Structure

We ran the workshop sessions from 9AM - 5PM, Monday to Friday,
starting each day with a short introduction explaining the goal of the
day. Brief expository lectures introduced participants to the workshop
while still giving them enough time to generate ideas and fabricate. On
the first day (Monday), we instructed participants on the design context
of the workshop (Atari women programmers), introduced the maker-
space tools and equipment available (e.g. laser cutters, 3D printers) and
how to design and fabricate ECDs. Instructions were kept short to afford
more time for participants to learn-by-making [21]. The participants
also formed groups, discussed which woman or story to work with, and
each participant fabricated their own ECD. This helped them to better
understand the affordances and constraints of the display technology
during design ideation. On day two, we instructed the students on
sketching and modeling after which each group brainstormed, sketched,
and modelled three ideas. These were presented to the rest of the par-
ticipants and teachers for feedback. By midday, each group had selected
one idea and started prototyping their artifact using the tools available
in the makerspace. On days three and four, the participants had free rein
to work on their artifacts. Close support was provided on an individual-
or group-basis. This allowed each student or group to follow their own
tempo and receive information when needed. On day five, We encour-
aged groups to take videos and photos, and to write down findings from
their own research during the workshop. We asked participants to create
a short 2- to 4-min video of their project, which was shown during a
theater session in the afternoon. Students continued to refine their
projects after the workshop, in preparation for the museum exhibition.

3.2. Post meeting and Exhibition

We held a followup meeting a month after the workshop, to ensure
each group was ready and had all the required material for exhibiting
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their artifact. During the meeting each group presented their progress
and a list of things they needed help with to ensure they were ready for
the exhibition. Additionally, the meeting was used to inform how the
exhibition would progress, who would likely attend, and what each
group needed to prepare for the exhibition.

3.3. Participants

18 (2 male, 16 female, age 19-21) undergraduate engineering stu-
dents were recruited for the workshop. For this, a description of the
workshop including short descriptions of the ECD technology and the
Atari women framing was advertised on the university website. Inter-
ested students could sign up by writing a short motivational letter that
included their backgrounds, their technological experience, their
knowledge of gaming and Atari, and their expectations of the workshop.
The 18 participants were selected by the workshop facilitators based on
these letters. All participants had taken introductory courses in pro-
gramming and eight students had taken courses in human-centered
design, interactive systems design and technology, or both. No partici-
pant had prior experience with makerspaces and their tools, nor with
ECDs.

3.4. Data Collection

The participants answered a pre-workshop questionnaire, and
completed daily reflections during the workshop in the form of ques-
tionnaires with open ended questions such as “What was difficult/ easy
when you where identifying a focus for your design?”, “Describe an important
“a-ha” moment from today. An “a-ha” moment is a situation where you
learned something, solved a problem, found a way to go etc (please write
5-10 sentences)” and “What was the most challenging aspect with building
your artefact today? Challenges with technology, machines, materials etc”.
Each group was asked to keep records in form of a notebook throughout
the week capturing their progress, information gathering, and the story
of their artifacts. Participants documented their work with photos and
video throughout the workshop and the exhibition. We obtained
permission from participants to use their images and photos for
dissemination.

3.5. Data analysis

We used a two-step, grounded theory approach to analyze and code
the questionnaires [47]. In our initial coding we identified sentences or
words that relate to learning about new technologies and tools, curiosity
and engagement, and collaborative explorations. We identified 22 cat-
egories (see Table 1) that were sorted, compared and filtered to three
salient themes (structured learning, relatable context, and extrinsic moti-
vation) which will be described further in the fabrication environment

Table 1
Initial categories identified in questionnaires, listed by the themes they were
sorted into.

Structured Learning Relatable Context Extrinsic Motivation

Fixed expectations Meaningful context Being able to show off

work
Make a complete project

Ideation and Prototping ~ Overcoming difficulties

Novel technology Approachable people Having a goal
Learning new things Collaborative Different skillsets
Experience is Meeting likeminded Interesting technology
rewarding people
Workshop was fun/ Free expression - Freedom  Experiencing firsts
cool
Working in small
groups
Hands-on
experienceing

Teaching others
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section. We analyzed each participant’s self-record of their progress and
photographs taken during the workshop to understand how the use of
ECDs affected the project designs.

4. Results
4.1. Artifacts

To answer the first research question, we present the final artifacts
that the students exhibited at the museum, and analyze them with
respect to how the story that the students wanted to tell informed their
design and use of ECDs, how interactivity was implemented and used
with the displays, and finally how ECDs factored into the fabrication of
the artifacts.

4.1.1. Story

Each team built a project using a game or the story of Atari women
programmers in gaming as its design framing. Some project artifacts
combined both. A key part of the design work was for participants to
identify what to incorporate into their design as well as whether their
project focused on the subject of the game or of the Atari women pro-
grammers. As noted above, a selection of these narratives were pre-
sented to participants during the workshop introduction. Interestingly,
no group focused on the same context or game. A brief summary of their
projects provides a glimpse into the kinds of artifacts the teams created.

The SukiLee artifact comprised an approximately 50 cm by 60 cm
picture frame designed in the shape of the workshop’s “Atari Women”
logo (see Fig. 3, right). In the large frame two smaller frames, a square
and a irregular shape, are attached. The two smaller frames contain
ECDs. Suki Lee was the first Chinese-American programmer to work for
Atari, yet her stories are hardly known by anyone. The participants
wanted to emphasize Suki Lee’s contribution of Donald Duck’s Speedboat
game for the Atari 2600 gaming platform. This game was only released
in Brazil and never internationally. Further, the game was only pub-
lished in a small batch and thus is very rare. Because the game was only
released in Brazil it was largely “invisible” to the wider public. The
participants developed an ECD with the silhouette of Suki Lee’s face and
one with the cover graphics of the Donald Duck’s Speedboat game. The
displays can shift from portraying a visible image to hiding the image,
depending on a shift in electric polarity, triggered by a distance sensor.
The participants developed the artifact so that the graphics are invisible
until viewers approach the frame within 30 inches. This artifact focuses
on Suki Lee and her circumstances surrounding the development of the
Donald Duck’s Speedboat. The participants leveraged the ECD’s ability to
make graphics appear and disappear as a feature of the design, thereby
manifesting Suki Lee’s story.
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The BugBox artifact is designed as an interactive moth. Spreading its
wings opens the box (see Fig. 3, left). Inside the box are several
triangular-shaped ECDs. Their design is a nod to the computer scientist
Grace Hopper, who found the first bug (a moth) in a computer system.
The participants designed and fabricated 13 ECD pieces, each bearing
the name of a female Atari programmer. Each of the display pieces can
be activated by placing them on electrical contacts situated upon the
moth’s wings. The shape of each display piece echoed the shape of a
moth, leveraging the capability of ECDs to be created in irregular shapes,
thus creating a coherent design.

The Spider-Man artifact comprises a physical representation of the
original digital user interface of the Spider-Man game and thus is
designed as a building facade, on which Spider-Man is jumping around.
On the facade there is one door and 12 windows; each window con-
taining either a hand-drawn graphic or an ECD (see Fig. 4, left). The
participants modelled and 3D-printed two characters (Spider-Man and
Spider-Gwen), inspired by the Spider-Man: Into the Spider-Verse movie.
Magnets embedded in the building facade allow the two characters to
‘“jump” around the house, activating the ECDs. Each display is designed
with a logo from a game developed by Atari women and text that shifts
between the name of the game and the name of the developer. This
artifact incorporates the stories of four different women who developed
games, namely Laura Nicolich (Spider-Man), Patricia Goodson (music in
Pac-Man Jr.), Betty Ryan Tylko (Pole Position) and Noelie Alito (Moon
Patrol) while drawing inspiration from the Spider-Man game in its
physical appearance and interaction. By designing and fabricating an
ECD for each of the Atari programmers, participants engaged with
multiple histroical narratives, incorporating them into their Spider-Man
centric design. Similar to the BugBox, the participants leveraged the
ability to fabricate ECDs in any shape or form, thereby enabling them to
integrate the display neatly into the windows of the building.

The MixIt-Up artifact is a laser cut puzzle game allowing a player to
create various characters, all based on the original characters in Dawn
Epstein’s Strawberry Shortcake game (see Fig. 5, right). Following the
“easter egg” concept from gaming culture, which became a way for
developers to embed “secret” surprises into games (often displaying
their own names), MixIt-Up also has an easter egg, thus incorporating a
multi-layered story into the artifact. The Strawberry Shortcake video
game was created at the same time as Care Bears, both by Parker
Brothers, who employed two women game developers, Laura Nikolich
and Dawn Epstein. These two games both targeted girls, however Parker
Brothers decided not to release Care Bears, since they believed that too
few girls played games to make it financially viable. To create the ability
for players to mix-and-match characters, this team laser cut multiple
pieces of wood which, when sandwiched together, would create physical
depth and increased sturdiness in the game pieces. Six pieces of the

Fig. 3. Left: BugBox artifact with wings slightly open and one display placed on the wing. Right: Suki Lee artifact with both ECDs powered so the graphics are

not visible.
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Fig. 4. Left: The Spider-Man artifact features a building facade with multiple ECDs and two movable, 3D-printed characters. Right: The Centipede artifact is the
physical representation of the 2D game with mushroom-shaped electrochromic displays taking the form of shootable objects. A lasercut controller selects which

character is actived.

Fig. 5. Left: The AlitoLamp artifact with illuminated lamp and a 3D-printed joystick. Right: The MixIt-Up artifact used multiple ECD pieces to create a “remixing”

exploration of characters.

puzzle were fabricated containing four different characters. One of the
characters was the "“‘easter egg”. As with the Spider-Man artifact, this
game linked both the developer’s historical narrative and gameplay. The
interactivity echos the gameplay of the Strawberry Shortcake video game
in physical form. At the same time, the ECDs were designed to be rep-
licas of the characters in the game. As with both the BugBox and Spider-
Man projects the project teams utilized the ability to fabricate easily-
powered ECDs in custom shapes, taking advantage of the fact that the
displays are very thin and are easily integrated with other materials (in
this case, laser cut wood).

The AlitoLamp project is an interactive lamp which incorporates a
3D-printed joystick (see Fig. 5, left). The participants honored the work
of Noellie Alito who, together with Mark Acherman, developed the
Moon Patrol game released in 1982. Moon Patrol is a side-scrolling game
in which the player controls a moon buggy while avoiding obstacles on
the moon’s surface. The project comprises a five-sided lamp and a 3D-
printed joystick mounted on a box. Windows on the five sides support

lunar landscapes as normal printed graphics and transparent ECDs
through which the landscapes are visible. This creates the illusion that
the rover is appearing and disappearing on the lunar landscape as it
traverses around the lamp, imitating the side-scrolling format of Moon
Patrol. In contrast to the other artifacts, the AlitoLamp only focused on
the game. Similar to the SukilLee artifact, the AlitoLamp uses the afford-
ance of appearing and disappearing, creating the illusion of interactive
printed graphics. Where the SukiLee artifact related the invisibility of
women the AlitoLamp artifact combined the displays with ordinary
printed graphics to create “interactive” printed graphics.

The Centipede project is an interactive light box that contains both
digital technology and paper crafting materials. The artifact was
developed as a physical representation of the game Centipede, created
by Donna Bailey. Donna Bailey worked at Atari’s coin-op department
where she experienced an unwelcoming, male-dominated work envi-
ronment. The team incorporated cut paper elements to create an illusion
of depth and parallax, as is seen in platform games (see Fig. 4, right).
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They fabricated seven ECDs, four of them being mushrooms from the
game and three of them being the player’s character at different loca-
tions. The mushroom displays contained phrases or words (i.e., “Boys
Club”, “Lazer”, “Wage Gap” and “Narrow Minded”) symbolizing the bad
experiences Donna Bailey experienced during her time at Atari. The
three bottom displays were created to symbolize a character that can
have three positions. These displays were placed adjacent to each other
in a wooden frame located at the bottom of the artifact, whereas the
mushrooms were scattered in the central window area around the
centipede cutout. A smaller box with three buttons attached to the main
enclosure functions as a game controller, incorporating buttons that
move the character left and right and allow it to shoot at the mushrooms.
Similar to AlitoLamp, Centipede focuses solely on the video game as an
inspiration for its physical appearance and interactivity, but adds
context in the form of the phrases associated with each of the mush-
rooms. Similar to the SukiLee artifact, the Centipede artifact leverages the
ability to create ECDs in irregular shapes; the mushroom displays were
fabricated and cut out in the shape of a mushroom.

4.1.2. Interactivity

The interactivity of each of the artifacts was linked to the electro-
chromic displays. ECD display technology’s switching capability lends
itself to being used for interactivity and each artifact did incorporate this
feature.

The BugBox artifact required the user to manually place the ECDs
onto the artifact to activate them. This created a tangible interaction,
through pressure applied by the fingers to ensure a conductive
connection between the artifact and the displays. One wing of the arti-
fact had a battery holder attached to its underside, with two wires going
through the wing to two pieces of conductive tape. The conductive tape
affixed on the wing allows a player to randomly select and orient the
displays and see the different graphics printed in the displays. This is a
simple, yet effective use of the fact that ECDs need very low power to
actuate, in contrast to the advanced electronics other display technol-
ogies require. Thus, simple physical interactions can be easily designed.

In contrast to BugBox, which derives its interaction from physically
placing ECD displays onto metal contacts, the AlitoLamp incorporates a
push-button. The button initiates an activation sequence that imitates
the moving moon buggy. The push-button and each of six displays in the
lamp assembly of the artifact were connected to an Arduino micro-
controller, which allowed the team to program how the displays were
switched, upon receiving an input from the button. The Arduino soft-
ware sequentially shows only one display at a time, thereby creating a
simple animation that gives the illusion of a moon buggy driving around
the lamp. This artifact utilizes the ease of driving multiple ECDs with off-
the-shelf prototyping platforms.

The SukilLee artifact incorporated a distance sensor to switch visi-
bility of the displays, which was the locus of interactivity in the artifact.
By connecting the two displays and a distance sensor to a micro-
controller, the group was able to use proximity for interaction. The
silhouette of Suki Lee and the graphics from the Donald Duck’s Speedboat
appear when viewers move close enough to it.

The MixIt-Up artifact uses a similar technique to activate the displays
as BugBox, but still managed to so in a more complex manner. The group
laser cut smaller frames for their character pieces, and their design
included mounting points for small magnets. This allowed them to
integrate the ECD into the frames of the character pieces and, cleverly to
use the magnets to conduct electricity, triggering the interaction. Two
metal conductors were connected to a battery pack so that when the
character pieces are correctly placed onto the frame, electricity will be
conducted from the bars through the magnets into the ECD displays. The
designs for their character pieces consisted of silhouettes of each char-
acter’s lower, middle, and top part. Each display contained pieces
comprising two complete characters and each character would be fully
visible only if all game pieces were oriented correctly. Incorporating
multiple characters into their design enabled the team to create an
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interaction that enables the user to do exploration and remixing of the
characters, until they find and orient all the pieces for one full character.
Although this artifact did not use any advanced electronics or pro-
gramming, the students still managed to create an ingenious, interactive
solution that utilizes the unique capabilities of ECDs.

The Spider-Man artifact resembled the front of a building with mul-
tiple windows that either had static illustrations or ECDs, and two 3D-
printed characters that magnetically attach to the frame (see Fig. 4,
left). This allows a user to move the characters around on the enclosure
and thereby actuate the various displays. By attaching hall effect sensors
to the building facade and connecting them and the ECDs to an Arduino,
the project team was able to use the 3D-printed characters as interactive
objects that switch the displays.

The Centipede project team developed a physical representation of an
arcade game, using ECDs to indicating where a character is positioned.
The user moves this by pressing left or right buttons. Additionally, the
team added a “shoot” button which would activate one of the mush-
rooms in the center part of their artifact (see Fig. 4, right). The Centipede
project the most complex interactions of all the artifacts, however, most
of that complexity comes from the software design and the fact that
ECDs can easily be driven and switched by an Arduino.

As described, both story and interactivity factored heavily into the
design of the objects, and shaped both the process and the final outcome.
In the next section, we describe how the tools present in a makerspace
the ECD technology shaped the fabrication.

4.1.3. Fabrication

In our analysis of how the participants used the equipment available
in the makerspace to construct the appearance, functionality and shape
of their projects (and in particular, considering the ECDs), we found that
groups used a variety of strategies for the way they engaged with the
tools, how they found new information, and fabricated their projects.
While the makerspace contained a wide range of equipment (laser cut-
ter, 3D printer, CNC machines, embroidery machines, vinyl cutters and
more) freely available to the participants, it was only laser cutting and
3D printing that was used, with all participants using laser cutting and
two groups using 3D printing. We noticed that the laser cutter became
the go-to equipment due to its ease of use and fast learning curve. This
might be explained by its ease-of-use but the ready availability of
operating instructions on the internet was also a factor. Although all the
projects used laser cutting, the manner in which ECDs factored into each
design differed.

The SukiLee artifact comprised two pieces of laser cut wood which
together created a sturdy frame and the perception of depth. Because the
ECDs were hanging from the frame on a wire, the participants did not
need to create precise measurements. This meant that they could easily
design and laser cut the frame without getting hung up on precision (see
Fig. 6). This gave the group some freedom, without necessitating mul-
tiple prototype iterations and helped them to design rapidly.

The BugBox artifact’s design similarly did not require a great deal of
precision to design its physical appearance, because most of their laser
cuts were simple shapes. Although the project’s appearance was simple,
the team still had to precisely align holes in the moth’s wings with metal
rods to create a pivoting action. The team engraved one of the wings to
contain a outline of the ECDs, and the silhouette of two fingers indicated
where the user should places the ECD displays to activate them. They
also did not need to carefully take the displays’ technicalities into
consideration for laser cutting the shape of the box, as they were loosely
stored inside it. However, for their engraving they needed to ensure size
and shape was the same as the displays they created for the artifact.

The shape of Spider-Man is based on a simple construction. The
artifact uses finger joints to connect the sides of the box to other sides.
This required the group to independently research how to design such
joints and instead of manually designing the joints, they used online
tools to create them. As the project used several ECDs, the participants
had to take into account their sizes and shapes during the design phase.
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Fig. 6. Participants brainstorming dimensions and shape for the SukiLee artifact.

Also, because ECD displays are transparent and do not have their own
source of illumination, the team had to consider how to ensure the user
could see the prints them clearly. Additionally, the project contained
two 3D-printed characters, which the group modelled and printed
themselves.

Similarly, the AlitoLamp artifact used finger joints to connect the
pieces, the project team used a non-rectangular shape, which required
them to research how to ensure the joints would properly connect.
Because they had to stack inkjet-printed graphics with ECDs to give the
illusion of a moon buggy traversing the moon, they had to consider how
this stacking affected the look of ECDs and the size requirements for the
lamp panels. This artifact also used 3D printing, however, in contrast
with the Spider-Man artifact, this group found a model of a joystick
online and modified it to their needs before 3D printing it.

The puzzle interaction of the MixIt-Up project required laser cutting
several pieces that would fit together without getting stuck, in contrast
to other teams’ finger-jointed designs. In this design, the team had to
take into account how to integrate the displays into their puzzle pieces.
They did this by creating the frame of each pieces in just the right size to
integrate the display, while still providing sufficient room to attach the
magnets. The group also had to take into account that the user should be
able to pickup the pieces while being able to place them in two orien-
tations and on two sides. To create this, they needed to ensure that the
magnets could be embedded into the frames while taking care that the
frame could still support the placement and removal of the puzzle
pieces. Additionally, their design used multiple layers of laser cut wood
to create the depth required for the interaction. The design was visually
enhanced with decorative engraving.

The Centipede artifact is the only one that uses a combination of paper
crafts, laser cutting, and irregular shapes for the ECDs. The enclosure of
the artifact itself is designed using finger jointed connections. Carefully
cut craft paper pieces are layered together to create the illusion of depth.
The team designed and cut the paper with the ECDs in mind, wanting to
create displays with a mushroom shape to symbolize the shootable
items. To give the impression of a movable character, the team arranged
three ECD displays in the enclosure surface. Although they did not need
to create high precision cutouts for these character displays, the team
still leveraged the ability to create displays with irregular shapes in their
overall design.

4.2. Learning Context

To answer our two last research questions we look to the learning
context. The fabrication workshop took place in an environment

comprising both the structural learning activities as well as the situated
context created by the link to the Atari women.

4.2.1. Structured Learning

The structure of the five-day workshop was designed as project-
oriented and student-guided, in accordance to Papert’s construction-
ism. While each day had a theme and an objective, the way in which the
participants chose to engage with the theme and reach the objective was
flexible. That did not mean that we took a laissez-faire approach but that
we followed the participants ideas and curiosity. We supported them
through supervision of design, concept, tools, technologies and fabri-
cation aligned with the participants needs and interests at certain times
in the project. It was entirely up to the participants how they spend their
time, as long as they were working towards the objective of the day.
Other required information (e.g. information on how to use the laser
cutter, its safety instructions, and digital design requirements) was
provided as needed. This approach allowed the participants to have
information fresh in mind when working with the equipment. After
these short ad hoc introductions, the groups used the equipment and
asked for additional support if needed. Having this freedom to work as
they saw fit and use the machines as they needed produced an engaged
and self-driven environment which the participants particularly valued:

“I did not expect as much freedom as we had with our group, which I
really think was helpful for our design critique and creativity.” (Partici-
pant #8)

[ think I learned a lot more from having the flexible schedules and design
freedom.” (Participant #11)

While this teaching approach required much more from us, the
teachers, in adapting all interaction to individual groups, it also pro-
duced a very engaged and self-motivated learning situation that was
important for the participants’ learning process. The semi-structured
and flexible workshop allowed the participants to engage their agency
and self-guided learning. For example, participants were asked to
identify three ideas for stories about Atari women and collect additional
data about their ideas on the first day of the workshop. The purpose was
for them to argue their design choices by forcing them to ground their
decisions in data, while still keeping the process open.

Although we requested the teams come up with three ideas, it was up
to groups to select, based on their data, which idea had to be prototyped.
Also, we did not restrict the participants to particular equipment or
materials except for the requirement to use ECDs. Making the partici-
pants use the equipment themselves, with minimal guidance, resulted in
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a lot of learning by failing, which they found positive as can be seen in
the following quote:

“What surprised me the most was the structure of the DRG [i.e., the
workshop]. In general, the structure of the DRG was much more self-
guided (group-guided?) than what I would have anticipated. The
hands-off approach allowed for more mistakes and more creative
freedom, which I enjoyed.” (Participant #13)

A core part of the workshop was for the participants to use ECDs,
which in personal fabrication is a novel process; not much learning
material can be found on the internet. Nevertheless, each group learned
to design and fabricate ECD displays with a variety of teaching materials
(e.g., written instructions, power-point presentation, live-demo, and
instructional videos). Because the students did the fabrication them-
selves, they encountered the technical challenges that would then in
turn inform their designs for their projects. This openness to use the
makerspace equipment as they saw fit after their first introduction and
the goal of creating a fully-functional project was also very positive as
can be seen in the following quote:

“I experienced a lot of 'firsts’ for example, first time using laser cut, first
time making the ECD displays, first time attending DRG and learned a lots
from everyone. I learned from ideation to prototype and to the actual
project, every single stage need a lots ideas and work. I am so appreciative
that I can have this wonderful experience.” (Participant #6)

4.2.2. Relatable Context

We found that because the participants could relate to the context of
hidden women in tech and had to create an artifact that brought to light
those women encouraged and motivated them to do more. Analyzing the
qualitative data from the questionnaires we found that that the mean-
ingful and relatable context, which we refer to as situated learning
context, was crucial for the experiences of the participants.

The majority of the participants (16 of 18) were women and many
themselves they could relate to the idea that we are looking at the
hidden life of women. Further, they were also interested in Engineering
and games. They used those interests and personal experiences as part of
their design process. For example, the participants who created Centi-
pede embedded their own experiences of micro-aggressions into their
project and therefore had experienced similar stigmas as those of for
example, Dona Bailey, who was represented in the Centipede artifact. By
making the context of the workshop relatable, participants were moti-
vated to push the limits and give their best as the below quote illustrates:
As a majority of the participants were women themselves and worked
with or wanted to work in Engineering they had at some point in their
lives experienced similar stigmas as those of the hidden women that
were the context of the workshop. This relatability motivated several of
the participants to not only do more but also research beyond the given
material provided by the instructors.

“It made me motivated knowing we were working about the Atari Women
but I think it is because I, myself, think of me as a strong woman and
knowing that I could bring to light other strong women pushed me to do a
little more than if it was going to be men.” (Participant #8)

The meaningful context — allowing participants to explore the Atari
women and researching additional material — shaped the workshop
dramatically. The role models the Atari woman presented, whom the
female participants could relate to, served as a motivational factor as
well as a basis for the content of the artifacts. Several groups chose to
initiatie independent research into the games made by women in terms
of gameplay, design, and interaction features. A few groups that chose to
research further did so to find details about the games the women had
developed that were not previously known to us. For example, the MixIt-
Up team uncovered new information about gameplay and graphics of
the Strawberry Shortcake game developed by Dawn Epstein. This then
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informed them about how they meaningfully could utilize ECDs in their
artifact. By providing relatable context and content, the participants
were driven to figure out how to combine it with the technology as
illustrated by the following remark.

“When we were told to combine the stories of the Atari women with the
technology, I thought it would be an interesting design challenge. I was
motivated to figure out how to tell someone’s story without words and
through their own accomplishments.” (Participant #11)

The relatable learning context encouraged the participants to engage
in a deeper understanding of the affordances and constraints of the
ECDs. This in turn allowed them to successfully design and fabricate
functioning artifacts that each told a story about the hidden women
developing games in the 1970s.

4.2.3. Extrinsic Motivation

Giving the participants the goal of exhibiting and presenting their
artifact at a later time outside of family, friends and university (extrinsic
motivation) excited them to push further and increase their engagement.
This is, for example, seen in multiple groups painting their artifacts to
give them a more finished look. And the teachers experienced multiple
days where groups wanted to stay later than the planned time of the
workshop to have enough time to reach their goal. Also having to exhibit
an artifact with subject of meaning to the participants was very positive
to the participants as seen in the following quote:

“I had no idea what our main goal was going to be with this research
group, but when I found out that we were going to present artifacts that we
made for women, I was more than ecstatic.” (Participant #8)

Another consequence of having a goal beyond the workshop was that
several participants expressed they wanted to continue working on their
artifacts after the workshop ended. Their motivation was such that they
specifically requested out-of-hours access to the makerspace to continue
their work. Here we observed, that the students did not only work to-
wards getting their credit points, but actually developed intrinsic
motivation and reflecting on what could be improved to ensure they had
the optimal artifact for presentation as seen in below:

“”T am certainly planning to continue working on it. I showed some pic-
tures to friends and family, who were very receptive and interested. I want
to finish mounting the display and lock the wiring in place to hopefully
reduce issues later on. I could also see updating code to make it more
intuitive to use and see screen changes on. I want our project to look as
good as possible for its final presentation. (Participant #2)”

5. Discussion

We now turn to a discussion of the results of our work, and provide
suggestions for introducing new technologies to the makerspace reper-
toire. Our findings suggest guidelines that fall into three main
categories:

e Participant motivation
e Design framing and relatability
e Support to explore and fail, especially with novel technologies

With respect to our research question, “How does a public exhibition
impact participants’ learning outcomes?” it became quite clear that having
the artifacts live beyond the workshop and having to present them at a
museum to people other than friends, family and people at the university
had a significant impact on the learning outcome. It served as extrinsic
motivation and was essential for the workshop participants, as it created
a meaningful context for their engagement and encouraged them to
produce detailed and well-developed artifacts.

The extrinsic motivation was shaped by the planning of an external
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event, the exhibition at the museum. The students cared how their
projects would be read by the general public and wanted to ensure that
the stories of the Atari women were understood. While an exhibition
could also lead to a certain level of pressure which might counteract the
participants’ motivation, we did not find any evidence for this here. It is
of course, not always possible or feasible to stage an exhibition of work,
and it might also not be practical for all maker workshops. However, we
recommend that facilitators of such workshops ensure that its work
products can be easily shared with others outside of the makerspace, for
example through pictures and videos, or social media as suggested in
[48], at a minimum. While sharing in itself is not novel to con-
structionism, our findings validate that it is also important for early
University students and that having to share the work outside of the
makerspace further adds to the motivation of the participants.

Moreover, because the participants could relate to the historical
figures, and felt these histories were of personal importance to them,
they devoted extra effort to creating artifacts that would do justice to
those women. This contributed to our question, “How does using Atari
Women as the design framing impact that participants’ learning context?”.
Giving participants relatable stories and role models substantially
increased their personal motivation. This is in accord with the findings
of Mellis et. al., who showed that individual goals and scope are
important for personal fabrication [49], and also the work of Aronson
and Laughter [50].

This increase in motivation was also evidenced by the fact that most
groups initiated their own research and sought both contextual/histor-
ical and technical information not provided by the workshop facilitators.
We set the stage, but they drove their own inquiries, and we allowed
them the space and time to conduct their research. For our approach to
be adopted elsewhere, facilitators should ensure that their teaching
materials and learning environment will support participants finding
more information independently, and ensure time for this. We did this
by incorporating dedicated design session into the workshop in which
participants ideated several concepts, gradually narrowing down to the
core ideas they wished to communicate with their projects. This was
further supported by the latitude to freely use the variety of different
resources, technologies (in our case, ECDs), fabrication tools, and other
equipment available in makerspaces.

Again, we acknowledge that it might not always possible to find a
suitable learning context, with relatable role models such as the Atari
women. However, prior work has shown that when facilitating such
workshops, not only are the individual learners’ goals important for the
learning outcome, but also that imagination and fantasies (evoking im-
ages of objects or situations not present) represent a key ingredient of
effective (and fun) learning [51,52]. Besides using actual historical
events as design framing, we suggest that another strategy might be to
repurpose relatable fictional stories.

Our first research question focused on the specific characteristics of
the novel display technology we used in the workshop: “How does the
limitations of the ECD technology influence the design activities in the mak-
erspace?”. We found several elements that highlight the challenges and
opportunities of ECDs.

One of the unique features of ECDs is that they can be fabricated in
irregular, arbitrary shapes, using ink-jet-printed graphics. This means
that our participants could create relatively complex graphics controlled
by simple technology (i.e., a simple 1.5 volt AA battery or basic micro-
controller, such as Arduino). Other low-voltage displays require much
more complex display driving circuitry. All participant groups exploited
this by creating detailed graphics embedded into their projects, which
meant they each had a fairly detailed user interface which worked, even
though the participants did not have a lot of programming experience.
Apart from this, we also noticed that using ECDs resulted in projects that
were not confined to the common understanding that display screens are
rectangular. Several artifacts used displays that were not uniform, such
as the BugBox project’s triangular displays and the Centipede artifact’s
mushroom shaped displays.
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Perhaps the most remarkable outcome leveraged another unique
feature of ECDs: the printed graphics can be made invisible. A few of the
projects used this to accentuate the story surrounding the Atari game
developers, or the game itself. This is especially seen in the SukiLee
project, in which the participants used invisibility to demonstrate how
these women programmers were historically and culturally invisible. Their
work leveraged the novel technology to articulate and accentuate one of
the key aspects of the historical narrative of the women Atari de-
velopers: to most people, they did not exist. This interpretation was a
powerful expression of the group’s understanding of both the historical
context of the workshop’s design framing and the capabilities of the ECD
technology.

We observed that the constraint of not being able to change the
graphics after fabrication meant that the groups had to thoroughly think
through their design. Design constraints often lead to novel work-
arounds. This further meant that what participants focused on had a big
impact. The inherent technical limitations of the displays (e.g., cycle
time, vibrancy of graphics) limited what it is possible to present in the
displays. This required the groups to sharpen their analysis and overall
story of the artifact.

We believe ECDs show promise for experimentation and novelty in
participatory workshops because they are easy to fabricate but at the
same time have a large potential for expression (low floor - high ceiling).
However there are certain elements for improvement. Previous work
reports that ECD technology is robust [15] which holds true when
fabricated and used correctly. Nevertheless, unexperienced makers can
fall into several pitfalls that might not be immediately self-explanatory
to them. Several groups experienced burnt displays due to either not
UV curing them properly or powering them with a too high voltage for
prolonged periods of time. Compared to a laser cutting process, where
burn marks can be easily explained by either using to much power or too
low speed this does not extend to ECD technology. The interplay of
electronics and the chemical process in ECDs make them hard to un-
derstand compared to other maker technologies. Here specific elec-
tronics driver boards for the displays that contain logic for driving
displays without damaging them could be used. However, this would
also limit what the participants are able to explore with the electronics
and therefore also their exploration options during the workshop.

While mistakes can be an efficient and memorable experience for
learning, it is only valuable if explainable, which is not necessarily a
given with ECDs. The right amount of support is critical. We found that it
is important to provide participants possibilities to explore and fail. Too
much guidance hinders one of the most positive characteristics reported
by participants, that is, the latitude to creatively address problems. It is
also important to develop teaching resources tailored to the sweet spot
that provides “just enough” learner support. Effective teaching materials
should also communicate potential failures, explaining not just what to
do, but also “what not to do”, with examples of fabrication errors and the
failures that result. As [12] report, there is more work to be done on how
to make effective maker instruction material. Another pitfall of ECDs is
that designing displays with optimal switching capabilities requires
balancing the amount of ink on both sides of the displays. Optimal de-
signs should have balanced areas of electrochromic ink that are acti-
vated or deactivated. Our participants had to do this by either guessing
or fabricating and hoping they had a balanced amount. Simple software
tools that can indicate whether or not the graphics for the two sides are
balanced in ink amount can improve robustness and lifespan.

This work contributes in several ways to future designs of maker-
space driven workshops. Having a guiding theme, that the participants
can relate to drastically increased their engagement. The extrinisic
motivation of the exhibition sparked further motivation as well. We
demonstrated that novel technologies (ECDs) can be easily integrated
into the process as well, but also laid out several pitfalls that might arise
from this. While we specifically focused on ECDs, the findings with re-
gard to learning can also be applied to other novel fabrication tech-
niques. To summarize into points lecturers and facilitators should
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consider when facilitating workshops with new technologies:

e Relatable Guiding Theme: Facilitators should provide relatable role
models where participants are tasked with researching their back-
ground and history to find relevant information for the workshop
outcome. Where this is not possible we propose repurposing relatable
fictional stories that participants can identify with.

e Extrinsic Motivation: Arrange an event where participants have to
share their work outside the makerspace. We used an exhibition to
great success but where this is not feasible we recommend maker-
space facilitators set up other forms of extrinsic sharing, e.g. in the
form of social media stories or videos.

e Introducing Novel Technologies: Bringing new technologies into the
makerspace should allow exploration and failing while teaching
materials provide both what to do and what not to do. The materials
should also provide examples of errors and what caused them so it
can be backtracked to where in the process something went wrong,
similar to e.g. how the 3D slicer software Simplify3D provides a print
quality troubleshooting quide. '

Conclusion

We presented the results of our exploration into how creating an
interactive artifact in a fabrication workshop can teach participants to
work with a new technology, in this case electrochromic displays. We
ran a week-long workshop with a follow-up exhibition at a museum. We
have shown that using structured learning, a relatable learning context and
extrinsic motivation increases both motivation and engagement in par-
ticipants and allows them to both design and fabricate ECDs. Through
the workshop, six artifacts were fabricated by the participants and later
presented at the museum. Although all groups were able to design and
fabricate displays, we found that ensuring the makerspace had all the
tools required ready to use was important to avoid failures. Additionally,
we found that teaching material should not only show the correct pro-
cess but also what happens if that process is not followed. These findings
are summarized into three points that lecturers and facilitators should
consider when introducing new technologies in a workshop setting.

For future work we aim at running similar workshops but with a
different target demographics e.g. creatives that are in their mid
twenties and are not attending school. Besides this, we also aim to run
workshops with different new technologies that reach a state where they
can be used in a setting similar to how ECD’s were used in this workshop.
Running these workshops with those new technologies will allow us to
investigate whether the findings apply there as well. Furthermore we
want to explore what kind of extrinsic motivation elicits the most
motivation and engagement, are video presentations as effective as a
physical museum exhibition for example? Also social media stories
could be an option, as they would for example increase the extrinsic
motivation to demonstrates ones capabilities in front of friends and
family members.

While this teaching approach required much more from us, the
teachers, in adapting all interaction to individual groups, it also pro-
duced a very engaged and self-motivated learning situation that was
important for the participants’ learning process. The semi-structured
and flexible workshop allowed the participants to engage their agency
and self-guided learning. For example, participants were asked to
identify three ideas for stories about Atari women and collect additional
data about their ideas on the first day of the workshop. The purpose was
for them to argue their design choices by forcing them to ground their
decisions in data, while still keeping the process open.

1 https://www.simplify3d.com/support/print-quality-troubleshooting/

11

Entertainment Computing 40 (2022) 100464
Declaration of Competing Interest

The authors declare that they have no known competing financial
interests or personal relationships that could have appeared to influence
the work reported in this paper.

References

[1] J. Bardzell, S. Bardzell, C. Lin, S. Lindtner, A. Toombs, HCI's Making Agendas,
Foundations and Trends in Human-Computer Interaction 11 (3) (2017) 126-200,
https://doi.org/10.1561/1100000066. URL http://www.nowpublishers.com/
article/Details/HCI-066.

D.P. Green, V. Fuchsberger, N. Taylor, P. Bjgrn, D. Kirk, S. Lindtner, Introduction to
This Special Issue on Open Design at the Intersection of Making and
Manufacturing, Human-Computer Interaction 34 (5-6) (2019) 379-388, https://
doi.org/10.1080/07370024.2019.1591960. URL https://www.tandfonline.com/
doi/full/10.1080/07370024.2019.1591960.

S. Lindtner, D. Li, Created in China: the makings of China’s hackerspace
community, interactions 19 (6) (2012) 18, https://doi.org/10.1145/
2377783.2377789. URL http://dl.acm.org/citation.cfm?doid=2377783.2377789.
S. Lindtner, S. Bardzell, J. Bardzell, Reconstituting the Utopian Vision of Making:
HCI After Technosolutionism, in: Proceedings of the 2016 CHI Conference on
Human Factors in Computing Systems - CHI *16, ACM Press, Santa Clara,
California, USA, 2016, pp. 1390-1402. doi:10.1145/2858036.2858506. http://dl.
acm.org/citation.cfm?doid=2858036.2858506.

A.L. Toombs, S. Bardzell, J. Bardzell, The Proper Care and Feeding of
Hackerspaces: Care Ethics and Cultures of Making, in: Proceedings of the 33rd
Annual ACM Conference on Human Factors in Computing Systems - CHI *'15, ACM
Press, Seoul, Republic of Korea, 2015, pp. 629-638. doi:10.1145/
2702123.2702522. http://dl.acm.org/citation.cfm?doid=2702123.2702522.

E.H. Lundbjerg, J.P. von der Osten, R. Kanto, P. Bjgrn, The Hackerspace Manifested
as a DIY-IoT Entity: Shaping and Protecting the Identity of the Community, Reports
of the European Society for Socially Embedded Technologies 1 (2) (2017) 205-221,
https://doi.org/10.18420/ecscw2017-5. URL https://dl.eusset.eu/handle/
20.500.12015/2922.

M.G. Ames, J. Bardzell, S. Bardzell, S. Lindtner, D.A. Mellis, D.K. Rosner, Making
cultures: empowerment, participation, and democracy - or not?, in: Proceedings of
the extended abstracts of the 32nd annual ACM conference on Human factors in
computing systems - CHI EA 14, ACM Press, Toronto, Ontario, Canada, 2014, pp.
1087-1092. doi:10.1145/2559206.2579405. http://dl.acm.org/citation.cfm?
doid=2559206.2579405.

D.K. Rosner, S. Lindtner, I. Erickson, L. Forlano, S.J. Jackson, B. Kolko, Making
cultures: building things & building communities, in: Proceedings of the
companion publication of the 17th ACM conference on Computer supported
cooperative work & social computing - CSCW Companion '14, ACM Press,
Baltimore, Maryland, USA, 2014, pp. 113-116. doi:10.1145/2556420.2556852.
http://dl.acm.org/citation.cfm?doid=2556420.2556852.

Y. Sun, S. Lindtner, X. Ding, T. Lu, N. Gu, Reliving the Past & Making a Harmonious
Society Today: A Study of Elderly Electronic Hackers in China, in: Proceedings of
the 18th ACM Conference on Computer Supported Cooperative Work & Social
Computing - CSCW ’15, ACM Press, Vancouver, BC, Canada, 2015, pp. 44-55. doi:
10.1145/2675133.2675195. URL http://dl.acm.org/citation.cfm?
doid=2675133.2675195.

S. Fox, R.R. Ulgado, D. Rosner, Hacking Culture, Not Devices: Access and
Recognition in Feminist Hackerspaces, in: Proceedings of the 18th ACM Conference
on Computer Supported Cooperative Work & Social Computing - CSCW *15, ACM
Press, Vancouver, BC, Canada, 2015, pp. 56-68. doi:10.1145/2675133.2675223.
http://dl.acm.org/citation.cfm?doid=2675133.2675223.

P. Bjgrn, N. Boulus-Rgdje, Infrastructural Inaccessibility: Tech Entrepreneurs in
Occupied Palestine, ACM Transactions on Computer-Human Interaction 25 (5)
(2018) 1-31, https://doi.org/10.1145/3219777. URL http://dl.acm.org/citation.
cfm?doid=3281299.3219777.

S. Papavlasopoulou, M.N. Giannakos, L. Jaccheri, Empirical studies on the Maker
Movement, a promising approach to learning: A literature review, Entertainment
Computing 18 (2017) 57-78, https://doi.org/10.1016/j.entcom.2016.09.002. URL
https://linkinghub.elsevier.com/retrieve/pii/S1875952116300301.

Y.B. Kafai, E. Lee, K. Searle, D. Fields, E. Kaplan, D. Lui, A Crafts-Oriented
Approach to Computing in High School: Introducing Computational Concepts,
Practices, and Perspectives with Electronic Textiles, ACM Transactions on
Computing Education 14 (1) (2014) 1-20, https://doi.org/10.1145/2576874. URL
http://dl.acm.org/citation.cfm?doid=2600089.2576874.

Y.-C. Hsu, S. Baldwin, Y.-H. Ching, Learning through Making and Maker Education,
TechTrends 61 (6) (2017) 589-594, https://doi.org/10.1007/s11528-017-0172-6.
URL http://link.springer.com/10.1007/s11528-017-0172-6.

W. Jensen, A. Colley, J. Hakkila, C. Pinheiro, M. Lochtefeld, TransPrint: A Method
for Fabricating Flexible Transparent Free-Form Displays, Advances in Human-
Computer Interaction 2019 (2019) 1-14, https://doi.org/10.1155/2019/1340182.
URL https://www.hindawi.com/journals/ahci/2019/1340182/.

H. Miiller, E. Napari, L. Hakala, A. Colley, J. Hakkila, Running shoe with integrated
electrochromic displays, in: Proceedings of the 8th ACM International Symposium
on Pervasive Displays - PerDis 19, ACM Press, Palermo, Italy, 2019, pp. 1-2. doi:
10.1145/3321335.3329686. URL http://dl.acm.org/citation.cfm?
doid=3321335.3329686.

[2]

[3]

[4]

[5]

[6]

[71

[8]

[9]

[10]

[11]

[12]

[13]

[14]

[15]

[16]


https://doi.org/10.1561/1100000066
https://doi.org/10.1080/07370024.2019.1591960
https://doi.org/10.1080/07370024.2019.1591960
https://doi.org/10.1145/2377783.2377789
https://doi.org/10.1145/2377783.2377789
https://doi.org/10.18420/ecscw2017-5
https://doi.org/10.1145/3219777
https://doi.org/10.1016/j.entcom.2016.09.002
https://doi.org/10.1145/2576874
https://doi.org/10.1007/s11528-017-0172-6
https://doi.org/10.1155/2019/1340182

W. Jensen et al.

[17]

[18]

[19]

[20]

[21]
[22]

[23]

[24]

[25]

[26]

[27]

[28]

[29]

[30]

[31]

[32]

[33]

[34]

[35]

P. Jarusriboonchai, E. Harjuniemi, H. Miiller, A. Colley, J. Hakkild, Linn dress:
enabling a dynamically adjustable neckline, in: Proceedings of the 23rd
International Symposium on Wearable Computers - ISWC '19, ACM Press, London,
United Kingdom, 2019, pp. 274-278. doi:10.1145/3341163.3346934. URL http://
dl.acm.org/citation.cfm?doid=3341163.3346934.

W. Jensen, A. Colley, M. Lochtefeld, VitaBoot: footwear with dynamic graphical
patterning, in: Proceedings of the 23rd International Symposium on Wearable
Computers - ISWC "19, ACM Press, London, United Kingdom, 2019, pp. 279-283.
do0i:10.1145/3341163.3346937. http://dl.acm.org/citation.cfm?
doid=3341163.3346937.

W. Jensen, M. Lochtefeld, H. Knoche, ShadowLamp: An Ambient Display with
Controllable Shadow Projection using Electrochromic Materials., in: Extended
Abstracts of the 2019 CHI Conference on Human Factors in Computing Systems -
CHI EA °19, ACM Press, Glasgow, Scotland Uk, 2019, pp. 1-6. doi:10.1145/
3290607.3313011. URL http://dl.acm.org/citation.cfm?doid=3290607.3313011.
M. Lochtefeld, W. Jensen, H. Miiller, A. Colley, Prototyping Transparent and
Flexible Electrochromic Displays, in: Extended Abstracts of the 2019 CHI
Conference on Human Factors in Computing Systems - CHI EA '19, ACM Press,
Glasgow, Scotland Uk, 2019, pp. 1-4. doi:10.1145/3290607.3298827. http://dl.
acm.org/citation.cfm?doid=3290607.3298827.

1. Harel, S. Papert, M.I. of Technology (Eds.), Constructionism: research reports and
essays, 1985-1990, Ablex Pub. Corp, Norwood, N.J., 1991.

S. Papert, Mindstorms: children, computers, and powerful ideas, 2nd Edition, Basic
Books.

T. Greenhalgh, R. Taylor, How to read a paper: Papers that go beyond numbers
(qualitative research), BMJ 315 (7110) (1997) 740-743, https://doi.org/10.1136/
bmj.315.7110.740. URL http://www.bmj.com/lookup/doi/10.1136/
bm;j.315.7110.740.

Y. Kafai, D. Fields, K. Searle, Electronic Textiles as Disruptive Designs: Supporting
and Challenging Maker Activities in Schools, Harvard Educational Review 84 (4)
(2014) 532-556, https://doi.org/10.17763/haer.84.4.46m7372370214783. URL
http://hepgjournals.org/doi/10.17763/haer.84.4.46m7372370214783.

C.K. Harnett, T.R. Tretter, S.B. Philipp, Hackerspaces and engineering education,
in: 2014 IEEE Frontiers in Education Conference (FIE) Proceedings, IEEE, Madrid,
Spain, 2014, pp. 1-8. doi:10.1109/FIE.2014.7044395. URL http://ieeexplore.ieee.
org/document/7044395/.

B. Leduc-Mills, M. Eisenberg, The UCube: a child-friendly device for introductory
three-dimensional design, in: Proceedings of the 10th International Conference on
Interaction Design and Children - IDC "11, ACM Press, Ann Arbor, Michigan, 2011,
pp. 72-80. doi:10.1145/1999030.1999039. URL http://portal.acm.org/citation.
cfm?doid=1999030.1999039.

D.A. Mellis, L. Buechley, Case studies in the personal fabrication of electronic
products, in: Proceedings of the Designing Interactive Systems Conference on - DIS
’12, ACM Press, Newcastle Upon Tyne, United Kingdom, 2012, p. 268. doi:
10.1145/2317956.2317998. http://dl.acm.org/citation.cfm?
doid=2317956.2317998.

L.H. Schwartz, D.K. DiGiacomo, K.D. Gutiérrez, Diving into Practice with Children
and Undergraduates: A Cultural Historical Approach to Instatiating Making and
Tinkering Activity in a Designed Learning Ecology, Boulder, CO: International
Society of the Learning Sciences, 2014. URL https://repository.isls.org//handle/1/
1183.

L.H. Schwartz, D. DiGiacomo, K.D. Gutiérrez, Designing “Contexts for
Tinkerability” With Undergraduates and Children Within the El Pueblo Magico
Social Design Experiment, International Journal for Research on Extended
Education 3 (1) (2015) 94-113, https://doi.org/10.3224/ijree.v3i1.19583. URL
http://budrich-journals.de/index.php/IJREE/article/view/19583.

E. Lee, Y.B. Kafai, V. Vasudevan, R.L. Davis, Playing in the Arcade: Designing
Tangible Interfaces with MaKey MaKey for Scratch Games, in: A. Nijholt (Ed.),
Playful User Interfaces: Interfaces that Invite Social and Physical Interaction,
Springer Singapore, Singapore, 2014, pp. 277-292, doi:10.1007/978-981-4560-
96-2_13. URL https://doi.org/10.1007/978-981-4560-96-2_13.

Y.B. Kafai, V. Vasudevan, Constructionist Gaming Beyond the Screen: Middle
School Students’ Crafting and Computing of Touchpads, Board Games, and
Controllers, in: Proceedings of the Workshop in Primary and Secondary Computing
Education on ZZZ - WiPSCE 15, ACM Press, London, United Kingdom, 2015, pp.
49-54. doi:10.1145/2818314.2818334. http://dl.acm.org/citation.cfm?
doid=2818314.2818334.

N.A. Gershenfeld, Fab: the coming revolution on your desktop - from personal
computers to personal fabrication, paperback publ Edition, Basic Books, New York,
NY, 2007, oCLC: 141382385.

R. Kovacs, A. Synytsia, P. Baudisch, A. Ion, P. Lopes, T. Oesterreich, J. Filter, P.
Otto, T. Arndt, N. Ring, M. Witte, TrussFormer: 3d Printing Large Kinetic
Structures, in: The 31st Annual ACM Symposium on User Interface Software and
Technology - UIST "18, ACM Press, Berlin, Germany, 2018, pp. 113-125. doi:
10.1145/3242587.3242607. URL http://dl.acm.org/citation.cfm?
doid=3242587.3242607.

H. Peng, J. Briggs, C.-Y. Wang, K. Guo, J. Kider, S. Mueller, P. Baudisch, F.
Guimbretiére, RoMA: Interactive Fabrication with Augmented Reality and a
Robotic 3d Printer, in: Proceedings of the 2018 CHI Conference on Human Factors
in Computing Systems - CHI *'18, ACM Press, Montreal QC, Canada, 2018, pp. 1-12.
doi:10.1145/3173574.3174153. URL http://dl.acm.org/citation.cfm?
doid=3173574.3174153.

T.J. Roumen, W. Miiller, P. Baudisch, Grafter: Remixing 3d-Printed Machines, in:
Proceedings of the 2018 CHI Conference on Human Factors in Computing Systems -
CHI "18, ACM Press, Montreal QC, Canada, 2018, pp. 1-12. doi:10.1145/
3173574.3173637. http://dl.acm.org/citation.cfm?doid=3173574.3173637.

12

[36]

[37]

[38]

[39]

[40]

[41]

[42]

[43]

[44]

[45]

[46]

[47]

[48]

[49]

[50]

[51]

[52]

Entertainment Computing 40 (2022) 100464

P. Punpongsanon, X. Wen, D.S. Kim, S. Mueller, ColorMod: Recoloring 3d Printed
Objects using Photochromic Inks, in: Proceedings of the 2018 CHI Conference on
Human Factors in Computing Systems - CHI *18, ACM Press, Montreal QC, Canada,
2018, pp. 1-12. doi:10.1145/3173574.3173787. http://dl.acm.org/citation.cfm?
doid=3173574.3173787.

A. Berman, E. Deuermeyer, B. Nam, S.L. Chu, F. Quek, Exploring the 3d printing
process for young children in curriculum-aligned making in the classroom, in:
Proceedings of the 17th ACM Conference on Interaction Design and Children - IDC
’18, ACM Press, Trondheim, Norway, 2018, pp. 681-686. doi:10.1145/
3202185.3210799. URL http://dl.acm.org/citation.cfm?doid=3202185.3210799.
M. Ando, C. Murakami, T. Ito, K. Jo, Initial Trials of ofxEpilog: From Real Time
Operation to Dynamic Focus of Epilog Laser Cutter, in: Proceedings of the 29th
Annual Symposium on User Interface Software and Technology - UIST 16 Adjunct,
ACM Press, Tokyo, Japan, 2016, pp. 175-176. doi:10.1145/2984751.2984756.
http://dl.acm.org/citation.cfm?doid=2984751.2984756.

D. Groeger, J. Steimle, LASEC: Instant Fabrication of Stretchable Circuits Using a
Laser Cutter, in: Proceedings of the 2019 CHI Conference on Human Factors in
Computing Systems - CHI '19, ACM Press, Glasgow, Scotland Uk, 2019, pp. 1-14.
doi:10.1145/3290605.3300929. URL http://dl.acm.org/citation.cfm?
doid=3290605.3300929.

V.P. C, D. Wigdor, Foldem: Heterogeneous Object Fabrication via Selective
Ablation of Multi-Material Sheets, in: Proceedings of the 2016 CHI Conference on
Human Factors in Computing Systems - CHI "16, ACM Press, Santa Clara,
California, USA, 2016, pp. 5765-5775. doi:10.1145/2858036.2858135. http://dl.
acm.org/citation.cfm?doid=2858036.2858135.

U. Umapathi, H.-T. Chen, S. Mueller, L. Wall, A. Seufert, P. Baudisch, LaserStacker:
Fabricating 3d Objects by Laser Cutting and Welding, in: Proceedings of the 28th
Annual ACM Symposium on User Interface Software & Technology - UIST '15,
ACM Press, Daegu, Kyungpook, Republic of Korea, 2015, pp. 575-582. doi:
10.1145/2807442.2807512. http://dl.acm.org/citation.cfm?
doid=2807442.2807512.

T. Kikuchi, Y. Hiroi, R.T. Smith, B.H. Thomas, M. Sugimoto, MARCut: Marker-
based Laser Cutting for Personal Fabrication on Existing Objects, in: Proceedings of
the TEI *16: Tenth International Conference on Tangible, Embedded, and
Embodied Interaction - TEI 16, ACM Press, Eindhoven, Netherlands, 2016, pp.
468-474. doi:10.1145/2839462.2856549. http://dl.acm.org/citation.cfm?
doid=2839462.2856549.

N. Peek, J. Coleman, I. Moyer, N. Gershenfeld, Cardboard Machine Kit: Modules for
the Rapid Prototyping of Rapid Prototyping Machines, in: Proceedings of the 2017
CHI Conference on Human Factors in Computing Systems - CHI 17, ACM Press,
Denver, Colorado, USA, 2017, pp. 3657-3668. doi:10.1145/3025453.3025491.
URL http://dl.acm.org/citation.cfm?doid=3025453.3025491.

J. Li, J. Jacobs, M. Chang, B. Hartmann, Direct and immediate drawing with CNC
machines, in: Proceedings of the 1st Annual ACM Symposium on Computational
Fabrication - SCF 17, ACM Press, Cambridge, Massachusetts, 2017, pp. 1-2. doi:
10.1145/3083157.3096344. http://dl.acm.org/citation.cfm?
doid=3083157.3096344.

N. Peek, I. Moyer, Popfab: A Case for Portable Digital Fabrication, in: Proceedings
of the Tenth International Conference on Tangible, Embedded, and Embodied
Interaction - TEI 17, ACM Press, Yokohama, Japan, 2017, pp. 325-329. doi:
10.1145/3024969.3025009. http://dl.acm.org/citation.cfm?
doid=3024969.3025009.

P. Baudisch, S. Mueller, Personal Fabrication, Foundations and Trends in Human-
Computer Interaction 10 (3-4) (2017) 165-293, https://doi.org/10.1561/
1100000055. URL http://www.nowpublishers.com/article/Details/HCI-055.

N.K. Denzin, Y.S. Lincoln (Eds.), The SAGE handbook of qualitative research, fifth
edition Edition, SAGE, Los Angeles London New Delhi Singapore Washington DC
Melbourne, 2018, oCLC: 990795722.

A. Weibert, A. Marshall, K. Aal, K. Schubert, J. Rode, Sewing interest in e-textiles:
Analyzing making from a gendered perspective, in: Proceedings of the 2014
Conference on Designing Interactive Systems, DIS '14, ACM, New York, NY, USA,
2014, pp. 15-24. doi:10.1145/2598510.2600886. URL http://doi.acm.org/
10.1145/2598510.2600886.

D.A. Mellis, L. Buechley, M. Resnick, B. Hartmann, Engaging Amateurs in the
Design, Fabrication, and Assembly of Electronic Devices, in: Proceedings of the
2016 ACM Conference on Designing Interactive Systems - DIS 16, ACM Press,
Brisbane, QLD, Australia, 2016, pp. 1270-1281. doi:10.1145/2901790.2901833.
URL http://dl.acm.org/citation.cfm?doid=2901790.2901833.

B. Aronson, J. Laughter, The Theory and Practice of Culturally Relevant Education:
A Synthesis of Research Across Content Areas, Review of Educational Research 86
(1) (2016) 163-206, https://doi.org/10.3102/0034654315582066. URL http://
journals.sagepub.com/doi/10.3102/0034654315582066.

S.L. Chu, G. Angello, M. Saenz, F. Quek, Fun in making: Understanding the
experience of fun and learning through curriculum-based making in the elementary
school classroom, Entertainment Computing 18 (2017) 31-40.

T.W. Malone, What makes things fun to learn? heuristics for designing
instructional computer games, in: Proceedings of the 3rd ACM SIGSMALL
Symposium and the First SIGPC Symposium on Small Systems, SIGSMALL 80,
ACM, New York, NY, USA, 1980, pp. 162-169. doi:10.1145/800088.802839. URL
http://doi.acm.org/10.1145/800088.802839.


https://doi.org/10.1136/bmj.315.7110.740
https://doi.org/10.1136/bmj.315.7110.740
https://doi.org/10.17763/haer.84.4.46m7372370214783
https://doi.org/10.3224/ijree.v3i1.19583
http://refhub.elsevier.com/S1875-9521(21)00061-6/h0150
http://refhub.elsevier.com/S1875-9521(21)00061-6/h0150
http://refhub.elsevier.com/S1875-9521(21)00061-6/h0150
http://refhub.elsevier.com/S1875-9521(21)00061-6/h0150
http://refhub.elsevier.com/S1875-9521(21)00061-6/h0150
https://doi.org/10.1561/1100000055
https://doi.org/10.1561/1100000055
https://doi.org/10.3102/0034654315582066
http://refhub.elsevier.com/S1875-9521(21)00061-6/h0255
http://refhub.elsevier.com/S1875-9521(21)00061-6/h0255
http://refhub.elsevier.com/S1875-9521(21)00061-6/h0255

W. Jensen et al.

[53]

[55]

Pernille Bjgrn, Daniella K. Rosner, Intertextual design: the hidden stories of Atari
women, Hum.-Comput. Interact. (2021) 1-26, https://doi.org/10.1080/
07370024.2020.1861947.

Walther Jensen, Thomas Kristensen, Christoffer Kirk, Hassan Abdul Hameed,
Daniel Villadsen, Markus Lochtefeld, Hybrid settlers — integrating dynamic tiles
into a physical board game using electrochromic displays, in: Extended Abstracts of

13

[56]

Entertainment Computing 40 (2022) 100464

the 2020 CHI Conference on Human Factors in Computing Systems, 2020-04-25,
pp. 1-7, https://doi.org/10.1145/3334480.3382857.

Walther Jensen, Hendrik Knoche, Markus Lochtefeld, “Do you think it is going to
be the cock?”: using ambient shadow projection in dialogic reading, in:
Proceedings of the 9TH ACM International Symposium on Pervasive Displays,
2020-06-04, pp. 97-103, https://doi.org/10.1145/3393712.3395342.


https://doi.org/10.1080/07370024.2020.1861947
https://doi.org/10.1080/07370024.2020.1861947
https://doi.org/10.1145/3334480.3382857
https://doi.org/10.1145/3393712.3395342

	Learning through interactive artifacts: Personal fabrication using electrochromic displays to remember Atari women programmers
	1 Introduction
	2 Related Work
	2.1 Learning by Making
	2.2 Personal Fabrication

	3 Method
	3.1 Workshop Structure
	3.2 Post meeting and Exhibition
	3.3 Participants
	3.4 Data Collection
	3.5 Data analysis

	4 Results
	4.1 Artifacts
	4.1.1 Story
	4.1.2 Interactivity
	4.1.3 Fabrication

	4.2 Learning Context
	4.2.1 Structured Learning
	4.2.2 Relatable Context
	4.2.3 Extrinsic Motivation


	5 Discussion
	6 Conclusion
	Declaration of Competing Interest
	References


