






Hullabaloo was also deployed for four days in a park during a 
weekend long event attended by 40,000 people (Figure 10) and 
again for three days in suburban area. Again individuals were 
assigned unique bird sounds.  During the four-day 40,000-person 
deployment, the park offered enough area to install two separate 
Hullabaloo units – one red and one white in color.  Each 
Hullabaloo unit was setup such that their audio signals did not 
interfere with each other and neither Hullabaloo could be seen 
from the location of the other.  However, each individual’s unique 
sound was deterministic so as person roamed across the park they 
would hear the same sound represented for them out of each unit.  

The typical interaction was that a person would hear the sound 
from Hullabaloo and go over to the system to investigate.  Once 
there, they could look into the small box where they saw the name 
of their phone displayed alongside others.  As the bar next to their 
phone became longer their sound in the mix began to dominate 
and they typically were able to identify it.  During the four day 
deployment many people began to introduce themselves as the 
one with the high pitched cockatiel chirp or the raspy parrot. One 
woman apologized to the people nearby claming that she had the 
most annoying birdcall in the mix but others disagreed and loved 
it. 

Overall, the system became playful and promoted exactly the 
public reflections, curiosity, and experiences we had setout to 
explore at the onset of this research.  Individuals had little 
difficulty understanding the rather unique concept of their phone 
producing a bird sound.  This was primarily because of the visual 
representation of their phone coupled with a progress bar and 
corresponding output audio.  By building Hullabaloo with the 
mobile phone clearly visible as the central component of the 
system, we further promoted the concept of the mobile phone 
away from its typical usage as communication tool and 
demonstrated it directly serving as a public object with attached 
peripherals not intended in its original design and marketing. 

6. CONCLUSION 
What do we really desire from our future technologies?  We claim 
that just as in life, they should assist us in solving problems and 
improving our everyday efficiency.  However, we further argue 
that technology also must prompt us to think, be curious, and 
wonder. If we fail or, worse yet, ignore this vital design space of 
wonderment for technology, we are almost certainly doomed to 
live amongst emotionless, servant-like, lifeless, problem solving, 
scientific systems. We deserve more.  In this paper we argued for 

pursing a designing for wonderment strategy.  We also developed 
a toolkit specifically designed for encouraging the building and 
making of new objects that promote wonderment. We fashioned 
this toolkit around a common, familiar consumer item – the 
mobile phone. We demonstrated a series of objects of 
wonderment designed with this toolkit.  Finally, we introduced a 
series of probe style studies in public spaces to initiate a 
brainstorm around a specific sound based object of wonderment. 
Continuing with our desire to shatter the perception of mobile 
phones as primarily communication tools and instead celebrate 
them in their new role as computational elements for fashioning 
new objects of wonderment, we describe the resulting system, 
called Hullabaloo, and summarize several of its longer-term 
deployments in real life outdoor settings.  The major contributions 
of the paper are (1) to introduce and argue for a technology design 
territory around wonderment, (2) introduce a novel mobile phone 
based toolkit designed to promote the construction of objects of 
wonderment by hacking, re-making, and tapping into the personal 
DIY passions in each of us, including non-experts, and (3) to 
demonstrate a design research methodology around the detailed 
process of designing Hullabaloo, an object of wonderment based 
on urban sounds and ringtones. 
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