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Not all prototypes came back 
from user testing. One re-
mained stuck on a metal wall 
far out of reach.
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The Logic Behind

Trying to solve the problems I found evaluation, I started rearrang-
ing the order of magnets. Thereby I found a solution that still al-
lowed single bricks to form tetrahedrons but to some degree pre-
vented compartments from folding up and clustering into blocks.
Testing this arrangement, I realised it changed the logic of the 
whole system in a very interesting way: Two pieces could still be 
connected (with perfect alignment) but only one out of four possi-
ble orientations worked. Two of them looked exactly the same. This 
was game-changing in two ways:

ᐅᐅ It made building by plan much harder. Not anything could 
be constructed which made it more interesting and chal-
lenging to find out what was possible. Therefore assemblies 
that “worked” (stable/closed/even) often turned out very 
symmetric. They looked “right” without definition - there is 
more “solutions” than a single person can find.

ᐅᐅ Since the magnetic arrangement was asymmetric but invis-
ible, players where often forced search the right orientation 
by trial and error. This was an important element of concept 
and design to the experience. Furthermore it conformed the 
rules I had set up for myself: “do before you know”, “Don’t 
expect...”, “Let the solution shift the problem”. This seemed 
right.

Although it did not fully prevent the original problem, the new 
magnet arrangement specified two crucial principles of the inter-
action. As I added two more magnets to the construction later on, 
I followed the logic I had defined at this point.

Orientation



91



92

Final COncept

Refine & Sharpen

Meaning-Less

Since sometimes there was little aimed intention (by strategy) in 
my process of creation, I often had to look back and get a clear 
mind on the course and result of my action. Observing how people 
played and what they thought of the building system helped a lot 
specifying what I had built here myself.

The question “what is it for?” remained a tricky one: Any indication 
of use and sense would give preconception and thereby loose 
potential for self-made sense. I dealt with this contradiction by 
making it  part of the concept: In terms of obvious use and sense 
the system should seeks to appear as blank and empty as possible. 
If things were not awfully hard to describe otherwise, I would have 
prefered not even calling it a “building system”.
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Througout the whole 
project I handwrote 
and scetched about 
over  200 pages.
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Name an anonymous

I took the idea of meaninglessness further the naming of the pro-
ject. For the following reasons I chose “Tambas-Char” to be the 
title:

Except the 6‘000 people speaking Rumantsch Vallader no one 
knows “Tambas-Char” means “creative tinkering and handcraft-
ing” in this idiom of the language. Unlike many of my friends I do 
not even speak it myself. Listening to them, I enjoyed making up 
the meaning of words I heard by myself. There I saw an inspiring 
analogy to my concept: Not having or knowing things is the ideal 
condition (or even requirement) for self-making them. So even 
though there is a specific meaning behind, “Tambas-Char” remains 
blank for self-made sense to anyone (except my friends). Best 
case people would learn the expressions meaning without words 
- just through experiencing the prototype and making their own 
sense of what they are doing.

https://www.srf.ch/radio-srf-3/highlights/allegra-rumantschs/
facts-figures-zur-romanischen-sprache

Final COncept
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Perfection

Quantity & Quality

In development I mainly just used material that was available and 
“satisficing” to build my prototypes. This often raised new prob-
lems but - as mentioned - those were part of my strategy. Remem-
ber: I would have never got to my final concept if the “Gaffa Tape” 
I wrapped my first prototype with was wide enough to cover full 
sides of the cardboard-tetrahedron.

But for my final prototype I decided to go one step further than a 
functional protoype: I wanted an ideal prototypes. Playing with it 
was saying more than a film, thesis and documentation could ever 
describe - the experience of the object needed to be the highlight 
of the project.

However to a certain degree the experience of playing was more 
dependent on quantity of building elements than on their quality. 
Thus it was important to keep construction quick, affordable and 
suitable for mass production.

From Quick & DIrty

to Slick & Worthy
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Materia thickness 
is a critical point to 
consider (I found out 
with this prototype).
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Constant improvement

Even though I had built over 30 prototypes of Tambas-Char so 
far none of them looked the same. There were several elements I 
constantly improved:

ᐅᐅ Closing the tape: To make the construction resistant to the 
impacts of play, the surface could not have any gaps or 
overlappings of tape that could open. I moved the seam 
from the center, to the edges and finally to the side of he 
built-in plates.

ᐅᐅ Edge distance: As mentioned before, the distance right 
between the solids is crucial. Anyway I had to adapt the 
result of my calculations to reality by trial and error.

ᐅᐅ Magnet force: To save time and money testing different 
magnets, I adjusted their force by moving their position 
towards each another. They had to be stable enough to 
build but not too hard to be taken apart.

ᐅᐅ Corners: The most tricky thing, was sealing the corners 
of the (potential) tetrahedron, since bending caused an 
offset of the inner and outer tape. I tried pressing, glueing, 
cutting and melting. The best solution was cutting them to 
the right angle and folding them in.

Perfection
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A large number of 
prototypes I de-
stroyed to recyle 
the magnets in new 
ideas.
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Final Prototype

Material World

Most important to me was the materials touch, sound and 
durability. Further it had to be available, affordable in sufficient 
amounts and easy to be implemented in the production process 
developed so far. The following options I tested in both con-
struction and play:

Gaffa tape:

+ Worked perfectly throughout the process.

- Too narrow - to make as little seams possible.

Vinyl foil:

+ Is cheap and available in large format

- Looks and feels cheap in any format

- Too thin to cover the structure of wood and magnets

- Rips apart when swinging around forcefully

Book binding leash:

+ Very nice look and feel
- Not hard enough on corners - they loose the snapping sound
- Neither flexible nor durable enough for impulsive playing
- Not self adhesive

Final Prototype
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Tent-repairing textiles:

+ Resistant
+ Textile touch
- Too expensive

Chalkboard textile:

+ Surface to paint and write on.
+ Nice, rough touch but got sticky when no chalk on it
- Hard to bend over edges
- Impossible to seal with itself
- Became and stayed very smelly when lasercut

Chalkboard foil:

+ Surface to paint and write on
+ Slick touch but texture with grip.
+ Very nice sound when clapping
- So thin the structure of wood and magnets beneath was visible
- Not resistant enough towards repetitive movements

Velcro foil

+ Smooth and elegant look that smoothened bumps.
+ Easy to work with: melt- and foldable.
+ Resistant
+ 95% of users loved the material
- However two people described it as so unpleasant, they could 
barely touch it. What a pity but I had to take this serious.
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Every second posi-
tion fits both sides.

Is and looks cheap:
Vinyl foil.

The original:gaffa 
tape was my first 
choice.

Perfection
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Not strong enough: 
Book-binders leash.

Velours: Elegant but 
“untouchable” to 
some people.
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Self-Made solutions

As I run out of options for material I started experimenting with 
what I had found so far: I sanded, varnished, melted, glued and 
even burned surfaces in order to improve their quality for produc-
tion and play.

The final solution was combining two foils of complementary 
quality: The velour foil provided strength, weight and fleeciness 
underneath whilst chalkboard foil on to made it rewritable, easy 
to clean, sealable and pleasant for everyone to touch.

With heated air I slightly melted materials before I pressed edges  
into shape with a lasercut form and a wood hammer. Holding a 
hot metal bar close, the magnets pulled the prototype towards  
and thereby sealed the overlapping foil on the narrow sides.

Using three different blueprints for wood, top and bottom layer I 
covered the edges only with thin chalkboard foil to give snapping 
compartments a conspicuous sound.

Perfection
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Finding and making 
the perfect material 
myself was a joy.

Working with hot glue, 
magnets and glowing 
metalbars took my full 
concentration and was 
sometimes painful.
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Mass Production

With every prototype I built, I took production time and resources 
into account: Every brick had to be produced identically, in little 
time and without waist of mental or physical resources.

This challenge often draged me into further thinking
about construction and new solutions (of which sometimes I did 
not even see the problem beforehand). Often I ended up with 
very complex constructions which I could simply once I had prov-
en the concept.

Perfection
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Systematic building 
system building...

No worries, the 
material inbetween 
the cutouts wont be 
waisted.

Chalkboard foil, the 
third layer to lasercut.
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A Selfmade

Thing & Sense

The result

At the very beginning of this project I set myself specific require-
ments for the system that I planed to build and how it is experi-
enced (see project proposal: “The system should...” / “The audi-
ence/should...”).

Looking back at presentation slides and notes was a delightful 
surprise: Despite the rather impuslive, jumpy and chaotic course 
of action I took, Tambas-Char seemed to meet all targets set. 
This was remarkable in context a of design process that specifi-
cally involved “loosing track” in many regards. I think it highlights 
the importance of those moments I was looking back, reflecting 
my action and redirecting it.

Further I defined certain aims towards the project as a whole 
(“my project should...”). As most important I considered the last 
statement that I put on this list; and even though the answer 
is not certain at the time I write this I can already say that I 
achieved 50% of it for sure!

Outcome
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Several protoypes on the magnet-
ic “docking station” I built for the 
exhibition.
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The Experience

Looking back I am happy to call this one of the most intense, 
exciting and pleasurable experiences I have ever had designing 
as a professional. It is hard and maybe unprecise to analyse this, 
but there is ceraitnly many valuable lessons and memories I want 
to take on to my future doing.
In many regards it has been a constant balancing of inner and 
outer intentions: Being confident enough to realise your own vi-
sion without ignoring what others say, following your guts without 
shutting your eyes, take off in fantasy and get groundet by real-
ity. I would not say I did this for the first time. But the conscious-
ness, joy and intensity I did it with had enormous impact on the 
development of both product and process of my own design.

Outcome
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Sometimes I neither I fully controlled nor fully understood what hap-
pened. But I fully enjoyed. Just as like this image happened.
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Thanks!

Having such an exciting experience, fully elaborate prototypes 
and so valueable insights about my own design process in the 
end would not have been possible withouth the help of great 
people around me:
First of all I want to thank my academic mentors Karmen Frani-
novic and Luke Franzke for letting my find and choose my very 
individual way of action. Their advice and backup was crucial to 
the confidence I needed to risk going my own way.

Likewise the support of my family was an essential source of 
motivation and encouragement. Opposing to this, much thank 
goes to Nicola Tissi for testing my confidence and prototypes to 
the limit and without mercy. He further was involved in production 
and construction of exhibited object and visual material.

Further Barbara Bucher and Jessica Asante deserve thanks for 
enduring their housemate’s creative escalations and providing 
kitchen tools for prototyping. Finally I want to thank all my friends 
from Scuol for coming up with a name for my product and going 
out with a guy obsessed with tetrahedrons.
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