
CS181DT Class 2:  
Making & hacking culture

Noisebridge, a makerspace in SF



Class 2 agenda
• Zipcrit sample from me 

• ZC/seminar assignments 

• Lecture: A history of making and hacking culture 

• Course norms  

• Break 

• Example seminar: Making & AI art 



Zipcrit: Fishdraw https://fishdraw.glitch.me/ 

What degree of interactivity is required for a human to feel like they’re “making art”?  

How would you compare using Fishdraw to using text to image generators (e.g., Midjourney)? Does it 
feel like you have more or less control? Is that bad? Do you have different goals?

Learning note 1: nothing on the 
Internet lasts forever. Print stuff out

https://fishdraw.glitch.me/


Zipcrit schedule

Seminar schedule

Both are linked on Canvas



Submit your slides for zipcrit and seminar on Canvas:



 A history of making and 
hacking culture



People have been making things with computers 
for a long time.

Vera Molnar, Interruptions (1968)Ivan Sutherland, Sketchpad (1963)



People have been making things with computers 
for a long time.

“Someday artists will work with 
capacitors, resistors, and 
semiconductors as they work today 
with brushes, violins, and junk.” 

– Nam June Paik, 1965

Nam June Paik, Magnet TV, 1965



2010s: Maker movement zeitgeist 



2010s: Maker movement zeitgeist 







Digital fabrication: 3D printing

Download (or make) 
software 3D model 

Computer-aided design 
(CAD) 

Load model into slicing 
software that will 

generate machine paths 

Computer-aided 
manufacturing (CAM) 

Hit print & wait



What are some reasons you 
speculate that, in 2026, 
every household does not 
yet have a 3D printer (even 
though they cost less than 
laptops now)?



Criticisms of the maker movement

• Not gender inclusive• Elitist culture



Late 2010s: maker movement crash



Instead…2020s: Generative AI craze

The Maker Movement rose and  
fell over the course of a decade. 

 
Do you think the same will happen  

with generative AI? What will it look like in 2030?



Break



Course norms





Collective reflection time on norms (6 min)
• Individually, on post-its (2 min): 

• Write a time you felt good in the classroom 

• Write a time you felt ashamed or discouraged 

• With your tables, on the whiteboard (4 min): 

• Place & read group’s post-its. Then discuss: 

• Any patterns/trends? 

• Does sharing something personal like a creative 
project change the degree of vulnerability?  

• What would you like to see in this learning 
environment (“future good”)?

Past good Past bad

Future 
good

(Future 
bad)



CS122 course norms • From Sp 2024: 
• DOs: 

• Be respectful of everyone 
• Strive for an inclusive environment 

• Positive feedback 
• Personal relationships 

• Be open minded of people’s opinions! 
• Unless they’re racist, sexist, etc. 

• DON’Ts: 
• Feeling excluded 
• Being cold called  
• Don’t interrupt people, don’t be condescending, don’t 

dominate the discussion

• From Fa 2024: 
• Dos: 

• It’s OK to be wrong! No bad or stupid questions. It’s 
good to ask questions! 

• Constructive, actionable criticism; don’t shut down 
others completely or be rude 

• Mindfulness, active listening 
• Acknowledge each other’s efforts 
• Collaboration!

• Course norms to be typed here during class :)



Seminar



Making or Making Do?
• “Making do: using the materials and competencies on hand to create objects or 

processes that aid in everyday life, with creativity and innovation countering precarity and 
marginalization” 

• The origins of hacking & making follow Western notions of individual liberty, innovation in 
defiance of authority and searching for utopia - like the cowboy 🤠 (think: American 
dream, pull yourself up by your bootstraps, etc.) 

• Making (do) does not have to be Western, does not have to be individualized, and does 
not have to have middle-class values 

• Offers a more expansive definition of making as making do: “Beyond their heroic 
narratives of empowerment and self-realization, making and hacking can express other 
and more ambivalent projects, ranging from assertion of local needs and values to 
situated forms of coping with the displacements of a neoliberal world.”



Begunbari neighborhood 
of Dhaka, Bangladesh





• Focused on translating code to English and evangelizing open source software values 

rather than contributing software 

• Felt left out of the global stage and unrecognized



• Larger concerns, like material conditions of life 

• Emphasis not on coding but on learning English (e.g., to type “print”) 

• Winners of a hacking competition came from a highly resourced private school



Activity
• Making was defined by US consumer markets (e.g., Make magazine, Adafruit) and focuses 

on a finished result. 

• "Making do” is never complete: includes repair and repurposing. 

• “By ‘making do’ we do not mean a world set apart, but an alternative configuration that 
accompanies other forms of production and exchange.” 

• What would this alternative configuration look like? What would be your utopia of 
“making do?” 

• What would a world where making is not commoditized or mythologized look like? 
Making that aligns with your core values? What’s your ideal making context? For what 
community are you making? How will you repair and repurpose what you make? 

• Activity: Sketch out your vision with markers on the printer paper. (5 minutes) 

• Bonus: Think about how a tool you would want to build might support this future.



AI art & its impact on artists
• Image generators are not artists since art is a uniquely human endeavor 

connected to culture and experience 

• Aesthetic versus art: generated images can be appreciated because they look 

nice, but because they merely imitate the technical process in the training data, 

they lack cultural goals, understanding, communication



“Contrary to ‘democratizing art,’ this reduces 
the number of artists who can share their 
works and receive recognition."

Goals of humans using image generators often 
commercial, not cultural 



Impact on artists & suggestions for researchers

• When we think image generators have agency, it (1) 

diminishes the complexity of human creativity, (2) 

steals credit and $ from artists, (3) gives organizations 

behind image generations less accountability  

• What can we do? 

• Not just individual burdens, need structural 

protections 

• Policy development: metric of degree of human 

interaction (at least 25% human to be copyrighted)

https://glaze.cs.uchicago.edu/



Mosaic Virus by Anna Ridler



What about a tooling perspective?
• Image generators are largely text to image: this is not how humans are used to 

creating images (i.e., by drawing and sketching) 

• If we do use image generators as tools in our artistic practices, what are ways we 

can add more human agency and control? 

• ControlNet demo: https://stablediffusionweb.com/ControlNet#demo  

• Turn to the person next to you: If you didn’t have any technical limitations, how 

would you change image generators so they are better tools?

https://stablediffusionweb.com/ControlNet#demo


Meta seminar notes

• You can summarize each reading individually or together 

• Your activities can also be per reading or together 

• The seminar should ideally synthesize the readings and/or relate them to 
tooling and bring in examples (from the reading or the real world) 

• Activities can involve demos, discussions, making something, theater—
anything you want!  

• If you upload your slides before class and DM me on Slack, I’m happy to give 
feedback so you can iterate, or even meet in person before class time



Class 2 recap
• TODOs: 

• By Wednesday’s class:  

• PM1 - Hacking Zine - remember to bring to class! 

• Zipcrit by Jack C


