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Collaborative Innovation
Networks

How to be interdisciplinary



a matter of design



innovation?
the myth of the Newtonian designer

design and the tabula rasa





innovation
and myths of invention

Edison and the lightbulb





innovation and design
all messy problems demand

interdisciplinary/transdisciplinary address

this has to be collaborative



collaborative innovation?
organic?

smart mobs
crowd sourcing
cognitive surplus

digital Humanities and digital culture



Stanford d.school
human-centered design

“design thinking”



human-centered design
anthropometrics

ergonomics
human factors

(behavioral psychology and cognitive science)



human-centered design 
needs the Humanities

to complement the focus on anthropometrics and behavior

design is in need of a broader conception of human being and 
the world of things

Digital Humanities - complementarity of quantitative and 
qualitative methodologies







Revs Program at Stanford
human centered design of the automobile

design mobilized through history
automotive archaeologies of the contemporary past

the museum as design studio



auto-biography
Eddie and Joan Hall’s Bentley



human experience
research and practice

































the future of 
automobility

understanding the human experiences

as well as the technological challenges







design thinking
a process - modus operandi - a menu of methods

a pragmatics
(know-how applied to particular situations/objectives)

in creative productive authorship

simultaneously research, pedagogy, practice



































research-based practice
project-based learning

iterative rapid prototyping
studio centered
agile flat teams

primacy of sociality, listening, mindfulness, care
the importance of theory







What it is to be Human
Archaeological perspectives on human creativity



an archaeological 
standpoint

on making and getting on with things





1913 Peugeot Voiturette
innovation and adoption







Leica M9
what date is this artifact?

path dependencies
tacit knowledge communities
the distribution of phenomena



coevolution
our material selves



getting on with stuff
ask - what would I have to do if I didn’t have this?





memory and identity
invasion of the body snatchers



time and things
things are not primarily histori(ographi)cal

transiency is the condition of an enduring past
without care and maintenance, without iteration, adaptation, 

change, entropy will take hold





ruin, remains and 
actuality

Bergson and duration
present pasts

the present contains latent pasts ready to be reactivated, in the 
face of entropy and ruin, precisely through momentary re-

articulations



negative entropy
constant re-articulation



digital media
information is a verb

the past has to change if it is to survive



the duality of structure
medium and outcome of iterative practice



creativity
quotidian acts of re-collection



the importance of the cultural imaginary in an elision 
of the tangible and the intangible

maintaining a rich storehouse - a manifold of qualities 
of experience - the Archive

the role in the Archive of re-collection/re-iteration - 
negative entropy

this is authoring/making - the heart of human agency

the dispersed/distributed character of human being

thinking freshly with the Humanities



The Humanities and 
innovation?

focus - human involvement in things - human being

focus - agency, tradition and change

awareness - of actuality

attitude - located and pragmatic; design oriented
(cf methodological, dogmatic, disciplinary)

facility - theory





research-based practice
project-based learning

iterative rapid prototyping
studio centered
agile flat teams

primacy of sociality, listening, mindfulness, care
the importance of theory




