STRATEGIES

reconfigure manufacture slowly use so-called garbage industrial ecology framework monetize de-materialization
mass market limit quanitites as raw material / re-configure — map human cravings onto non-physical “objects”
objects craft individually — how products are designed — experience over product consumption
— how manufacturing is done — experiences with minimal material goods
l l — how products are consumed
— how so-called waste materials
— conceptual art “artisanal” movement reconstitution of materials / spent products are collected
— high end design not accessible to poor and so-called waste flow

— craft-based

reconstitution entire system

reactive model: (and so-called waste stream)

— doesn’t address materials’ extraction
uses all new resources — doesn’t address initial energy consumption
* — confusion of materials
— messy, likely inconsistent supply chain

does not address most
consumption patterns

limited audience understanding

limited scale of production
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reactive model:
waste flow

— doesn’t address materials’ extraction

— doesn’t address initial energy consumption
— confusion of materials

— messy, likely inconsistent supply chain
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monetize de-materialization

— map human cravings onto non-physical “objects
— experience over product consumption

— experiences with minimal material goods

"

© 2014



