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What are Yo-Yo machines?

Yo-Yo machines are playful devices for nonverbal
communication between people. Devices send expressive
signals like light, mechanical movements, and sounds.

There are 4 types of Yo-Yo machines:

Light Touch - sending color signals

Knock Knock - sending a loud sound

Speed Dial - sending mechanical movements

Flutter by - sending mechanical movements by air fan

Source: yoyomachines.io
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Light Touch

Light Touch Is a device that allows you
to send color signals to each other
across the internet.

You can choose a color that you can
send to your friend and that will pulse
on your friend's device. You can send
these color sig INn realtime or send
them later.

Source: yoyomachines.io
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Making of Puff

Process of Puff from idea to physical object




The first idea came with a method
game: THE THING FROM THE FUTURE. It
works like you will pick random CARDS
from each category: ARC, TERRAIN,
OBJECT, and MOOD. And with these,
you have to make some DESCRIPTION.

And then show up the first impressive
Idea to make a Gratitude robot. This

robot was supposed to teach children
gratitude.

Source: author
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2) DESCRIPTION

In the future will exist a torture game for learning
gratitude. Because people forgot how to be
grateful.

So users have to say to this game THANK YOU.
This game is programmed to recognize honest
gratitude.

Every time when that person isn't honest, that
game will turn on the KNOCK KNOCK which is very
noisy and annoying.

So that the strategy how to learn people to be
grateful.
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The Thing From The Future Playsheet | &) By-NC-SA 2015 | Stuart Candy & Jeff Watson | situationlab.org
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KNock HlocK  ~

Source: author



've decided to make one machine from
three Yo-Yo machines: Light Touch,
Knock Knock, and Flutter By.

But after a  discussion about
emergencies with the Interaction
between parents and children and the
difficulty of realization, I've to make
some changes.

Source: author

Robot for
children

YoYo
machines

Machine

Machine
body

Idea

Happy boogeyman

Therapeutic machine

Scenario

Andrew is a happy small
kid. But he is afraid of the
dark and the boogeyman
under the bed or in the
closet. He woke up every
night with the nightmare.
His parents worried about
him. So they bought him
the happy boogeyman
machine, with kind glowing
eyes.

After that he realized that
the boogeyman is not
scary, but a very kind
being.



06 Sketches of prototype
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Source: author



07 Tarot cards

Source: author

THE

FORGOTTEN
*

When you picture your
user base, who is
excluded? If they used
your product, what would
their experience be like?

Whose perspective is missing
from product development?

Pretend the opposite of your
assumptions about your core user
are true—how does that change
your product?

The user base is supposed to
be children and parents or
friends.
Experience from using my
product should be receiving
bits of knowledge, how to
express their feeling to other
people, and have fun with this
device.
| think | miss the perspective
of parents and their reactions
to how to answer to children.
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Final making of Puff

Process of Puff from idea to physical object




Design of
the machine

In the end | decide to make device for
friends, partners and lovers. In the era
of mobile phones, it can be useless, but
with all these SMS, MMS, emojis... we
losing part of the intimate contact.

| was thinking about combinate two
Yo-Yo machines: Light Touch and Knock
Knock. But during of working | realize
that would be really hard to make.

The way of making was really long, but
here is the Puft!

Source: author r—



Users

-Device for communication between
friends

-More Intimate communication than
messages throught mobile phone

Design
-Cute little puff design

Devices
-Using Light touch and Knock Knock

Source: author

It was a beautiful summer day and Lily and John were enjoying their time at the
beach. They had been friends since childhood and always loved spending time
together. As they were lounging on the beach chairs, Lily noticed a small device
sitting on the sand nearby. Curious, she picked it up and examined It.

The device was a small machine with a button on top and a screen that displayed
different colors. She pressed the button and suddenly, a bright red light flashed from
the device. John was intrigued and asked what she had found. Lily showed him the
machine and they both wondered what it was for.

Just then, they saw a group of friends playing volleyball on the other side of the
beach. Lily had an idea. "Let's try this machine out and see if we can communicate
with our friends over there,” she said. John agreed and they walked over to the
group.

Lily pressed the button again and this time, a green light flashed from the device. To
their surprise, they saw that their friends on the other side had also received a green
ight from a similar device. Excited, they started experimenting with the machine,
pressing the button to change the colors.

As they played with the device, they realized that each color represented a different
message. Red meant "l need help,” yellow meant “let's meet up,” and blue meant
"just saying hi." They continued to send messages to each other, having fun and
feeling like they had their own secret communication system.

As the sun began to set and it was time to leave the beach, Lily and John knew that
they had made a new fun memory together, thanks to the machine that sent light
signals between friends. They both agreed to bring the device with them on their
next adventure, wherever that may be.
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Meet Puff

Process of Puff from the idea to the physical object




ANGRY
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How To Use EMBARRAS

A Puff is a colorful device for
communication between friends,

partners, and lovers. HAPPY
You can use this machine with
rules, which you can see
side.
SAD
But
YC
|
PLAYFUL

Source: author
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Like Interaction Research Studio | made
a web manual for people to make their
Puff at home.

In this manual are all the parts which
you need and all steps which you must
complete.
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Source: honzamikulica.cz



Source: author

Oleg:
It's a really nice device for
distance Communication
with my partner

Petr:
That's funny! I'm
looking to build one for
my girlfriend.

Voita:
| really like the idea of making
machines by myself and
getting experience from this
Process

F

Barbora:
It's awesome, but | will
use my own color rules

ChatGPT:

"Building machines and
gaining hands-on experience
is a fantastic way to learn and

grow. Enjoy the journey!"

ﬁ



Source: The Backdoor
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