
From compu te r i zed mode to ceramic ob jec t

In recent years, I have found most of the inspiration for my practice

through research into the creative use of digital technologies.
I believe that in order for the creative practitioner to remain
a current and relevant part of contemporary culture, it is vital to

embrace and utilize these new tools. But I also believe that it takes
intimate knowledge of materials and making processes to realise
the full creative potential of digital tools. It is therefore usually my
intention to try and combine both traditional and digital skills in my

projects.

The initial idea for the 'contour' pieces came from observing the
characteristic layered appearance on items created by rapid
prototyping. The basic principle for rapid prototyping is to create

three-dimensional objects as a series of stacked two-dimensional
cross sections. Normally the visual evidence of the process is
undesirable and consequently very thin layers are used to make the
smoothest possible surface. However, the layering structure also
presents aesthetic possibilities, when enlarged and emphasized they

can create strong visual features that reflect the nature of the

construction process.

Parallel inspiration was drawn from the contour lines that indicate
height on topographical maps. This method of using contour lines to

visualize a three dimensional model of a landscape is very similar to the
way that the rapid prototyping machines build an object. To simulate

the soft organic look of a landscape, initial prototypes were developed
by indenting shapes that had been hand-thrown on a potter's wheel.
This process was then replicated using a CAD program to create the
computer files that are essential for the rapid prototyping machine.

To arrive at finished ceramic vessels, conventional model-making
skills were still necessary, as the rapid prototyping models had to be
developed through a complex series of plaster and rubber moulds
before final pieces in bone china were achieved.
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