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Abstract
This paper briefly introduce€olorigins a tactile color mixing

and matching game designed and developed for the Sifteo Cube

platform Colorigins presents a softly gamified approach to hear
ing elements of subtractive color theory. The game objective is to
accurately match a randomly generated target color by mixing it

from a set of source (conventional primary and secondary) colors.

Throughout the process of color mixing, playeasgain exper
ence with concepts such as value, saturation, tints, shades, t

complements, chromatic neutrals, and the relative visual strengths

of particular colors.
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Overview

Colorigins is the first in a series of speculative art aed d
sign learning experiencddesigned and developed by the
Experimental Interface Labthat leverage emerging and
novel digital technologies. These experiences takgorm
of manipulatived toolsintended to supplemekitand ds-
ruptN conventional approaches to foundational art and
design pedagogyColorigins specifically focuses on the
pedagogy of subtractive color theory by softly gamifying
the process of color mixin Throughouthis processplay-
erscangain experience with concepts such as valuel- sat
ration, tints, shades, tones, complements, chromatie ne
trals, and the relative visual strengths of particular colors.

The termmanipulativeimplies physicality andangibi-
ity. Yet, these are not often characteristics that are imimed
ately associated with digital media. Leveraging the Sifteo
Cubes platform to develo@olorigins provides an oppe
tunity to amalgamate both the physical and the digital, and
simultaneouslymaximize the affordances of each. The
distinctively physical experience of mixing color (like
paint on a palette) is maintained, although it is transformed
by the responsiveness and accuracy / objectivity of the
digital medium.

The (now defunct) Sifteo Gaxes tangible computing
platform forms the basis fdZolorigins and has carefully
informed the design of th€oloriginsinterface.The Sifteo

S

base stores and runs software built for the platform; co
necting wirelessly to up to twelve7tinch square cubes.
The cubes each feature a touch sensitive LCD, an-acce
erometer, and proximity sensors so that the cubes know
when and where they are in contact with one another.

Playing Colorigins

Figure 1.Coloriginsruns on a set of 12 Sifteo Cubés.video
demonstratin is available dbttps://vimeo.com/97997307

Cube Types

Upon runningColorigins, the player is presented withvse
eral different cubeypesthat perform various functions of
the game:

I Thetargetcube (shown in the top left of Figure 1)
displays thecolor that a player needs to match
through color mixing. This color is generated+a
domly usingColoriginsd color mixing algorithm.

I The empty mixcubes (shown in the bottom right
of Figure 1) are workspaces in whialplayer can
create color mixtures. Once filewith a color,
these cubes beconfdled mix cubes. Mix cubs
are analogous to the wells afpaint palette.

I Sourcecubes (the remaining cubes not identified
in Figure 1) hold conventional primary andcse
ondary colors to be combined into new coloxmi
tures. These cubes are analogous to tubes of paint.







