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I intended my project to be discursive. My vision was to make a parody of the shared-economy 
models that are in existence, like UBER and Airbnb, and the ubiquitous information that we are 
addicted to. My first draft of an idea was an app with which people could “sponsor” a chicken, and 
control every aspect of their living conditions. They would pay for all its expenses: food, lease of 
their space, etc. and in turn receive the eggs produced by the chicken every week or so. This 
gamification of taking care of the chicken would have almost emulated the tamagochi craze from 
the 90’s, where people might have to actually start considering the consequences of being 
irresponsible with a live-pet. Access to 24 hour surveillance of the chicken in a very Orwellian 
fashion and possibilities to accessorize and post in social media snaps from the chickens life are 
fed by our current obsession with reality television, and sharing every aspect of our lives. While this 
was a bastardization of other more legitimate business models, its intent as a concept was to 
explore the risks of striving for omniscience and omnipresence through our mobile devices. 

What came out of this exploration, instead, was the latent need for transparency by consumers. 
There is a legitimate concern for what our food is produced, where it comes from and how it 
reaches our supermarkets and our plates. My research and initial exploration for the class had to 
do with supermarkets and its peripherals. So, thinking of the cultural trends in shopping of organic, 
in-demand, and hyper-regionalization that I came across during my research, I thought of how food 
production would really come to in the future. Would people be interested in participating in the 
process of producing the food? Can agricultural Co-ops make it into the mainstream if better 
communication tools existed for people to tap into these resources? Instead of a darker more 
dystopic critique of the food industry, my project took a turn into a more idealistic exploration. And 
though it might still have its shortcomings as a concept, I expected the positives to come through. 

I enjoyed the process of this project, and what it lead me too. The Dark Matter activity really shed a 
light into how as designers we need to look at the bigger picture, and consider the best possible 
outcomes, but also the unintended or unwanted outcomes. These techniques really informed the 
execution of my research and will be useful to me in the future. I would have liked to have more 
time to develop the project further. I am not sure I would be interested in executing it in the real 
world, but I would as an educational tool and breach the knowledge gap in food production. My 
current thesis research interest in the program is a critique of interfaces, so it was interesting that 
many of my projects this semester were screen-based. Being an industrial designer it was a 
challenge to think of the interactive component of this project. In the end, I am pleased with what I 
learned and the actual tools I take with me.


