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* A deliberate pause when performing
& 4%, Ojigi - or the Japanese bow, where
lowering one's head or the upper half of
one's chest as a sign of salutation, reverence,
apology, or admiration is commonly
employed in social and religious situations

* Quiet reflection, thoughtful observation

» Comfortable silence, silent expressions or
gestures

communal as well as

for example

* The community is greater than the individual
where every action, choice, and intention is
carefully and deliberately taken considering
the community versus the self

* As the community takes precedence over the
self, destructive actions such as
over-consumption and waste are slowed down
considerably, respecting Ma in nature,
focusing on restoration, rehabilitation

but can be restrictive

for example

* In Japanese culture, Ma influences every
aspect of life. The world is divided into three
concentric circles: the inner circle, uchi (one's
own family, friends, and colleagues; the
middle circle, seken, (the public or people);
and the outside circle, soto (strangers).

* Here, Ma can be restrictive to the self through
the social obligation giri, where one cannot act
in ways that lead to disgrace before the seken

References:

e Noh theater is the pinnacle of the art of ma,
uniting all of Ma's characteristics into an one
grand symphony. It exemplifies traditional
Japanese artistic concerns with dynamic
equilibrium between object and space, action
and inaction, sound and stillness, movement
and repose

» Senu tokoro ga omoshiroki is a Japanese term
that describes Noh theater and refers to what
the performer does not do

intentional that is

for example

* Large expanses of space are purposefully left
unpainted in sumi-e brush painting

* Proficiency is defined not only by learning the
characters' forms, but also by understanding
the link between form and non-form

* When it comes to sumi-e art, the dimension of
time is crucial. The marking of rhythm in time
is appreciated in the form of traces of
movement and brush speed

* Here, the energy contained behind each brush
stroke is intentionally amplified by a large
amount of empty space

and nuanced

for example

* Ma has been skillfully employed in Japanese
cinema to reinforce the story and character(s)

* Silence, pauses in dialogue between
characters, and no camera movement are
purposely used by Akira Kurasawa, Kenji
Mizoguchi, Yasujiro Ozu, Studio Ghibli, and
modern directors to channel Ma's invisible
force, delivering cinema's defining moments

1. Geist, K. (1983). West Looks East: The Influence of Yasujiro Ozu on Wim Wenders and Peter Handke. Art Journal, 43(3), 234-239. https://doi.org/10.2307/776712
2. Joines-Novotny, L. (1996). Czech Town Squares: Ten Spatial Patterns. Journal of Architectural Education (1984-), 50(1), 22-31. https://doi.org/10.2307/1425286

3. van Dam, R. M. (2019). Home Within Movement: The Japanese Concept of Ma (f): Sensing Space-time Intensity in Aesthetics of Movement. In G. Bracken (Ed.), Ancient and Modern Practices of Citizenship in Asia and the West: Care of the Self (pp. 241-258). Amsterdam University Press. https://doi.org/10.2307/j.ctv9zcjxq.15
4. Kondo, M. (2008). “ILL SEEN ILL SAID” AND THE JAPANESE SPATIAL CONCEPT “MA.” Samuel Beckett Today / Aujourd’hui, 19, 67-74. http://www.jstor.org/stable/25781820

5. McCARNEY, P., & Tutu, D. (2013). JAPANESE ATTITUDES TOWARD ANIMALS. In A. Linzey (Ed.), The Global Guide to Animal Protection (pp. 29-31). University of Illinois Press. http://www.jstor.org/stable/10.5406/j.ctt2tt9r9.18
6. NELSON, E. M. (2014). Love, Pain, and the Whole Japan Thing: Dancing MA in Doris Dorrie’s Film Cherry Blossoms/Hanami. In Q. SHEN & M. ROSENSTOCK (Eds.), Beyond Alterity: German Encounters with Modern East Asia (1st ed., pp. 190-214). Berghahn Books. https://doi.org/10.2307/j.ctt9qd93f.14

* The Kanji character for Ma (f&})combines the
characters for “gate” above with “sun” below -
an image of light beaming through the gaps/ empty
spaces of a doorway

* In architectural terms, Ma is the dimension of space
between the structural posts of an interior

* Empty space - energy brimming with potential —
is purposefully incorporated

minimalist strictly

for example

« Ma's architectural design is exemplified by the
traditional Japanese tea-house.

* There are no ornaments or decorative fixtures.
Here, structural barriers alone lay the groundwork
for life to function well and harmoniously

* The interior's emptiness heightens awareness for
the fleeting experiences that pass by —
the fleeting gatherings of people and items.

* The house is devoid of material attachments,
focusing on people and their experiences

and multi-dimensional

for example

* The One-Dimensional Realm: 2 hari-ma: Beam
span where Ma stands for a line in space that
represents a measurement of length or distance

* The Two-Dimensional Realm: ;X& »f& roku jo no
ma: a Six-tatami room (tatami area) where Ma and a
number of tatami mats denote area

« The Three-Dimensional Realm: ZZfE ku-kan: Space
(empty place) where Ma determines the form and
function of a spaces within a structure

* The Four-Dimensional Realm: K5 ji-kan: Time
(time-place) where Ma denotes stretches of time

* In Japanese traditional music, dance, poetry, literature
and drama, Ma refers to a pause in speech or a brief
interval between phases or events, or an intentional
slowing or abandonment of rhythm and speed

* This is especially vivid in writing and poetry, where
thoughts and words are left incomplete, to be filled in
with Ma invoked between the reader and the work

structure and steeped in

for example

* Japanese Buddhists adopted Ma to describe emptiness
or the void. In the 12th century, the poet-monk Saigyo
purposefully uses #& Z fi tae-ma: a pause, gap
(discontinuous place) compound in his poetry structure

* The use of tae-ma in Saigyo's poems alludes to the
Buddhist concept of ku (Z2), or emptiness; the first uses a
spatial metaphor, while the second uses a temporal one
- the expressions of a poet and mediator

« Similarly, Haiku, a Japanese genre of short-form poetry,
has a set structure: three phrases with a kireji, or cutting
word, on (phonetic units equivalent to syllables)ina 5, 7,
5 pattern, and a kigo, or seasonal allusion

* Award-winning Japanese poet and author Hasegawa Kai
says, 'The purpose of haiku's kire (cutting) is to generate
Ma, which is more eloquent than words. While a good
haiku may appear to be just describing a object, Ma
imparts kokoro (emotion).'

western

inspiring even literature

for example

* W.B. Yeats incorporated structural ideas from Japanese
Noh into his own plays after his two 'best friends' Ezra
Pound and Ernest Fenollosa exposed him to it

* In 1923, Yeats was awarded the Nobel Prize for
Literature, which he attributed to his plays

7. Akama, Yoko. (2014). Attuning to Ma (between-ness) in designing. 10.13140/2.1.3189.0565.

8. Matsumoto, K. (2020, April 24). Ma - the Japanese concept of space and Time. Medium. Retrieved from https:/medium.com/@kiyoshimatsumoto/ma-the-japanese-concept-of-space-and-time-3330c83ded4c

9. Ma « Unique Japan. (2022). Retrieved from https://new.uniquejapan.com/ikebana/ma/

* Yoko Akama, an award-winning design
researcher entangles Ma with actor-network
theory (ANT) to orient our senses towards that
which have yet assembled or put into effect

* They call this entanglement co-designing, an
activity based on emergence where
constituents are mutually changing towards
purposeful outcomes

* They draw Ma's ‘between-ness’ to explore how
we are transforming and becoming together
among heterogeneity

spiritual
discipline

for example

* Designing with Ma encourages designers and

design thinkers to regard the design process as

a spiritual discipline where active listening
and intentional observation leads to products
and solutions that are creative, innovative and
empathetic to the needs of the user

* Whether it's physical products, systems
solutions, or digital experiences, designing
with Ma creates opportunities to deepen
relationships (wa), generate new knowledge
(ba), connect to the world around us (tokoro),
and allow moments of quiet and integration
(ma), all of which enrich our own and others'
experiences of the world

which is meaningful

for example

* Decluttered design that embraces Ma's
negative space ensures each element or
feature serves a meaningful, specific function

generating enduring, impactful experiences

10. MA: Place, space, void. Kyoto Journal. (2020, September 27). Retrieved from https://www.kyotojournal.org/culture-arts/ma-place-space-void,

and a

* '"MA means to be In-Between

* MA is the moment just at the end of a
movement and before the beginning of the
next one

* MA is like standing on the riverside watching
the water floating along. You want to reach the
other side but the other side means death

* You want to finish your life on this side but not
yet, you are half here and half over there.

* Your soul is waiting for the last
step—completely calm—without
breathing—completely quiet—not dead and
not alive—this is Ma —'Tadashi Endo,

Butoh master

purpose and encourages

for example

* Ma is a philosophical concept that alludes to
humans' innate urge to identify with a greater
purpose, to aspire, and to provide meaning to
their lives

* Ma is the environment in which we live, the
environment from which we emerge and
evolve - it begins as a lack of meaning that
both the individual and the group must fill

resulting in a full life

for example

* By embracing emptiness, Ma helps us step
back and evaluate life from a state of calm,
clarity and consciousness

* Breaks between thoughts and actions,
pausing before making a decision, and curbing
impulses helps live a life that is devoid of
distraction but full of intentional experiences

11. The Space in Between | A Perspective on the Japanese Concept of “Ma.”(n.d.). JAPAN HOUSE (Los Angeles). Retrieved fromhttps://www.japanhousela.com/articles/a-perspective-on-the-japanese-concept-of-ma/#:~:text=The%20character%20for%20%E2%80%9Cma%E2%80%9D %20
12. Writing.colostate.edu. 2022.Sands - The Influence of Japanese Noh Plays on William Butler Yeats. [online] Available at: <https://writing.colostate.edu/gallery/phantasmagoria/sands.htm>
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WHITE H

Kenya Hara

There is no such thing as 'white.’ Rather, 'white' exists solely in our
perception. Therefore, we must not attempt to search for 'white.’

Instead, we must search a way to feel that whiteness. Through this
process, we gain an awareness of a white that is slightly whiter than

This in turn makes us aware of the surprising diversity of whiteness

found in Japanese culture: we come to understand words such as

silence and empty space, and distinguish the hidden meanings
contained in them.

the white we experience normally.

White

and

(shiro)

Y

Emptiness

are closely
> intertwined

through the concept of

in

as
! as
. . signifies
a singular lover < Color (iro) «
and
vivid
image / iat
also associates as bad /s rooted
in word
which
arises Y Y

from

material, texture limited words

and emotions

Y

Shiroshi

center of chaos g
1a5 shi during connected to
that shifts the words
constantly
from
and is A v
v
gradiations of lights 8th century Ichijrushi
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the Manyoshu, was published.  manifests itself in the purity of
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It is a state of consciousness we
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were .
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vibrate like the strings of a koto.
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Communication > Shinto Shrine, jinja
Japanese religion of Shinto worships the
‘eight million gods' within nature, is a
central space which embraces emptiness
for hosting people’s religious activities and
which forms acts as a link to 'Humans and Gods.'
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This in turn, makes us aware of the
surprising diversity of whiteness
found in Japanese culture: we come
to understand words such as
silence and empty space, and
distinguish the hidden meanings
contained in them.
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Purti Hardikar
Absolutely loved the concept map, it looks delivers the message really well, it is well structured and looks pretty interesting in trying to put it.


DOUBLE DIAMOND PROCESS NAVEEN KUMAR CH

The Double Diamond design model is a system designers can follow in their creative process. The British Design Council made it
official following a long study that involved corporate giants such as Microsoft, Starbucks, Sony and LEGO.

Design Council’'s Double Diamond clearly conveys a design process to designers and non-designers alike. The two diamonds
represent a process of exploring an issue more widely or deeply (divergent thinking) and then taking focused action (convergent
thinking). This framework helps designers and non-designers across the globe tackle some of the most complex social, economic
and environmental problems. It is a fundamental part of our work: enabling us to support the public, private and third sector
organisations we work with transform the way they develop and deliver their services.

DOUBLE DIAMOND

has

2 phases

which are

! l

Execution phase

Definition phase
Working through tradeoffs to deliver

Strategy and plan, where we
define "Why?" and "How?" optimal solutiuon, i.e, "What?"

divided into divided into
p \ Synthesis phase . )
N .
Implementation phase
also known
Vv \\ %% as Vv %%
. . also known as . . also known as
¢ Discover stage Define stage y Develop stage > ldeation phase Deliver stage
The very first stage of the Double Diamond model The definition stage in the Double Diamond model This stage of the Double Diamond model marks the start This stage of the Double Diamond model marks the start
also known as consists of learning more about the different variables consists of filtering through all the information you got of the actual design process, the actual making of the of the actual design process, the actual making of the
that affect the problem and its possible solution. from stage one, and elaborating on it. solution to the problem defined in stages one and two. solution to the problem defined in stages one and two.
A\ 4
Research phase
is where is where we create has 3 steps
we we do
A4 Y/
N\ % from which we create
understand " . r mood boards J
SR LS LETS Moodboard is a collection of images/real objects/ .
textures setting a tone or mood of a product. roto e )
i d of a prod prototyp testin ~—> release
the o Prototyping is a key part of the Ul and UX design process.
from Designers can create either a high or low fidelity prototype
\ % > insights hypotheses depending on their purpose, allowing them to test a feature, with
. . application, or website.
client brief . o . .
AN is implimented J
using
> requirement brie ) > sketching . J ~
used to from which . hich
J we create learn —> user testing methods \ ;"O (’:S "
and understand it using . and . pote ntial . ) UX user testing is the process of collecting
discover the problem HMW - questions € \ improvising r 7 : ‘ information about usability and overall user
9 using solutions and : . sl during the desi
. . ) . . . experience from actual users during the design
. How might we (HMW) questions are short quest.lons and sorting which are ' process. of the
p > define probl em that launch brainstorms. HMWs fall out of your point- the from which A
o of-view statement or design principles as seeds for we design evaluate
. . which is affected by . . for and use
user interviews your ideation. \ \ g ..
l > brainstroming ideas < . of the those
User interviews are where a researcher asks questions by considering S > ideas %\ % " product
of and records responses from users. They can be used r behaviour . e J
to examine the user experience, the usability of the E et wireframes »
product Vv to identify the A wireframe, also known as a page schematic or usability ——— analytics final
q\ 1 user profiles screen blueprint, is a visual guide that represents the Usability is a measure of how well a specific —> product
developed from which helps skeletal framework of a website. user in a specific context can use a product/
and in evaluating design to achieve a defined goal effectively,
to define opp ortunity areas efficiently and satisfactorily. to
which includes
N\ % . concepts of
. which —— character profiles ——— J
empathic research persona opens the o —— user Interface designs ,
m;()jathic r (9523” ch)engag”ez the designher (r esezr cher) unstructured Creating personas helps the designer to identify Information Architechture 2 User Interface (UI) Design focuses on anticipating what Itterate updated
and user (subject) as collaborators, who together .. understand users' needs, experiences, . . - . \L users miaht need to do and ensuring that the interface using
develop knowledge and understanding in order to research ﬁndmgs behaviors and goal whole j0u rney WV Infc?rmatlon archltegture (A)1s, like a t?luep rint has el y ts that t ; derstand, and
generate appropriate solutions for real needs. . a visual representation of the product's interaction desi gn ase eme_r{ s that are easy 0 access, understand, an
/N A emOtlonS infrastructure’ features’ and hierarchy. use to facilitate those actions h ved
Interaction design, often abbreviated as T the receive
which are used N IxD, is "the practice of designing interactive D
in creating user flows - ane ntd P . gning concepts of .,
has 3 ways - 1 / A : digital products, environments, systems, S
from which we create Z? GG and services.” dimpl ti v
has ¢ to create the final andimpiement in
H N’/
interactions feedback
of userin on ) " \\ 4
. v o create .
5 qualitative surve ~—— customer journey maps the user experience .
9 Y Customer journey maps are used to map the — front/back stage User experience design is the process of design system and loop
relatiqnship between a customer and an organization actions creating evidence-based, interaction A design system s a documentfed.catalog of back to
over time gnd across all channels on which they touch P oints designs between human users and components and styles used within a product,
interact with the business. products or websites. including how and why each should be implemented.
results are used as J ~ ———> Final testing
. complexity of product
——> quantitative survey to create P yorp
JR - > scenarios
) by mapping and identifing \ J
and analyse the ] . i
Vv end evolving them combining with
has 2 types Service blueprints
. . . A service blueprint is a diagram that visualizes the relationships
— - .
compitative analysis q from which we can use ) between different service components — people, props (physical or
digital evidence), and processes — that are directly tied to
\L l touchpoints in a specific customer journey.
omnibus ad hoc
Citations
“Designing Social Systems in a Changing World” Book by Béla H. Banathy
https:/www.designcouncil.org.uk/news-opinion/what-framework-innovation-design-councils-evolved-double-diamond
Diverging : The process of exploring an issue more widely or deeply https:/wwwi,justinmind.com/blog/double-diamond-model-what-is-should-you-use/
https:/7www.designorate.com/the-double-diamond-design-thinking-process-and-how-to-use-it/

Converging : The process of taking focused action from varied ideas
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direct and indirect users

Sources

« Ruja Benjamin. 2019. Race After Technology.

- Sasha Costanza-Chock. 2020. Design Justice.

- Sarah Hendren. 2020. What Can a Body Do?
How we meet the Built World.

- Kat Holmes. 2018. Mismatch.

- Gordon Pask. 1969. The Architectural Relevance
of Cybernetics



""""" > Disability occurs when a disconnect
occurs between the conditions of the
body and the shape of the world.
Disability goes beyond physical

misfit

Is the
capability and includes all states of .
being that are inhibited in some way by d |S h armo ﬂy
our surroundings. Everyone will | |
experience disability at some point in interact with the » between
their life.
b d lives not just in the
& body
§>O which is caused by
_;5 of the

disability1 ond

su rroundings

Cond|t|OnS becomes

accessibility
. lived experience

isiust

accomodation

of the existing structure of O\UGSUOnS

ais preicerred over

ign

is an outcome of ©

co-design

sees design as
facilitates

better operation ot prble

involves

atory des

and reform 'LI\)J jo is based aggregathn 3
stakeholders © | | : D : N o

requires including g— n C u S Ive e S I g n 03_) iiiieici:jwn O_

o users i O work-arounds e S
: U anyone involved in will Y
’ ; the process of looks at focuses on o
\(—0 of the whom the CleSigl’] s a « %) ;

o everyone £
of

involvement diversity

o and begin with those B
?’é who are usually human ablllty
% excluded dehumanizing
%@2} anticipate
&®<</ =

facilitates

7 exclusive design

thoughtﬂﬂ environments

""""" > One-size fits one does not imply
segregated solutions but rather requires
the implementation of flexibility and
personalization in a design solution.

< and the

between the

world o
barriers

depend on the relative

ability

because

rigidity o

oj
@)
-
Q-
wn

- 2
| one-size fits one
unique

uses the approach

and is enabled by

human right

\
Q,%'

and does not

people

truly reflect

burden .+*

and therefore

3
‘Fa | |a Cy that causes us

to design for

NoO Oone

and not

process outcome

ofexploring
- :
human experience

and

function — #°

usability

o focuses on
Ss

u n I versa l d eS.\ %\" 3. Popularized through the use of the

statistical normal distribution to
describe populations, the use of
normalcy has dissimentated to a wide
variety of disciplines including design.
This application of normalcy has an
othering effect for those beyond the
average and rather than capturing the
diversity of a population reduces it to an
aggregated normal that no person fits.



ludwig mies van der rohe less Is more

-doficos OrN@amMentation I1s crime

-award e Maximize the data-ink ratio
-award e @DOVE all else, show the data

-avera e Make complex data simplified
-wara e cONtent-free decoration distracts
-doflos decoration wastes effort and time

annemarie quispel, et al C|al’lty Of the deS|gn |S mOSt ImpOrtant

steve franconeri, et al USG fam”'ar fOrmS tO aVO|d taX|ng readerS

«eonenfew VISUAl embellishments can obfuscate nuance

seorenter. MINIMalist designs help highlight data’s details

<eoren e VISUAl embellishments can distort and mislead

-aoroos €Mbellishment leads to a quicker obsolescence

wvenal et decorations can be cluttered and unprofessional

-awaro e data should be presented neutrally and objectively

-awerarie VISUAl decorations are superfluous to the message

wiliam cleveland & robert megll CEFTAIN Visual encodings are more precise than others

-awaro e @@Sthetics Is merely a byproduct of the display of data

-aaruie the design should disappear in favor of the information

edward tufte embe
scott bateman, et al embe

IS

IS

nment competes with and undermines the data

nment can imbue designs with value judgments

wvanalietal PeOPle have to spend more time on an embellished design

seve francorern. etal there IS a sclience to the visual communication of information

The Debate Around Visual
Andrew

Candidate, M.S. Information
Northeastern

less 1s a bore

ornamentation is eye-catching

be deliberate with all decisions

above all else, invoke a reaction

show the complexity in the data

decoration boosts reader engagement

decorated forms better express meaning

aesthetics of the design is most important

inspire readers with new visual metaphors

decorated designs help build visual metaphors
embellishments highlight elements for emphasis
embellishments boost information memorability

a lack of ornamentation merely leads to emptiness
decoration can help convey the themes of a design

data is not and cannot be truly impartial or neutral
embellishment can make some designs more accessible
certain visual forms can be more expressive than others
aesthetics should be integral to the functions of a design
the design can bolster the accuracy of information recall
meaningful embellishments can benefit working memory

people tend to find designs with decoration more enjoyable

people want to spend more time on an embellished design
there 1s an art to the visual communication of information




in of

an . . of :
P LA I experience + crucial element one many ways understanding games
Ja

that is

° fo ® ® a
Psychological term connected Learning + Problem Solving Allowed and fulfilling journey
i
“Play is a component “Game and Play “Game is a subset =" Jare driven by individua| decisions
of game” are mid-ground” of play” o’ .

‘ . 2.Concentration meaningful and lessons are
game play ' 3.Observation learned along the way.

. * 4. Patience
Rules + Constraints- - - -

Tof : -
GAME g system that players engage ' an . Artificial Conflict defined by rules—9 - Quatifiable

Outcome
P I_AY + GAM E S ““" . bring us closer fo a meaningful understanding

|. Formal and Informal

2. An activity amoung 2 or more independent decision makers seeking to achieve their objectives in some limiting context.

3. Play is a separation from ordinary life + the fact that it takes place within special boundaries of time + space point to the
artificiality of games.

4.1t can be described as_free or voluntary, by pointing out that the end of a game is uncertain, and associating play with a

A complex relationship
are ¢

sense of make-believe.
5. The act of playing the game that includes engagement, rules, and roles being accepted in the activity.
6. Four primary qualitites that define the category of things are representation, interaction, conflict, and safety.
/. A form of art that participants or players, make decisions in order to manage resources through decisions to pursuit a goal
8. An exercise of voluntary control systems that is a contest between powers, confined by rules to produce a outcome.

Broken down into 8 definitions
'----------‘

/4 - {4 . b . . . .
Playing the Game” IELLIINSSSRENINIIN-L Abstract + Concrete — 9~ discipline

is an example

Jare SRR R R RN
with but

Two Separate Ideas relation distinct meanings

+ Final Poster + Dominique Alvarado




Information Design and
Critical Thinking

References:

100 Things every designer should know about people || Susan M. Weinschenk

DECISION
MAKING

( When consumed in access )

Purti Hardikar

Data

\ J -
Streetlights and Shadows: Searching for the Keys to Adaptive Decision Making || Gary Klein et J un kles
Design for how people think || Don Norman y Peop
Five Cognitive Biases in Data Science || Rahul Agarwal organizations » Need More Information
/d b‘\ J fb d N\
Survivorship Bais 1in data science and machine learning || Gonzalo Ferreiro Volpi g?kgeig?jg Nl 2% \D25eC O .~ Make data complicated
Google Experince Design Certificate Course || Google Coursera
o v » Unstructured Data
MY TAKE: The concept map 1s a representation of readings and take —People (need ) Information <
. . .. ) d
ideologies that help people make decisions and understand the action 4‘[ (Leads o)
importance of how much information or data can be consumed or { ~~ Analyze ~ }
: : . (to) > Things < (to)
perceived by humans, I believe we as designers need to know that 9 What causes?
L : : : | .
it 1s essential for us to know who the user 1s and how they think ( What .f:
/ | based on) the
and this was an attempt in understanding Measu%ing y In orma‘tlon
.. " Variables
"How people make decisions" and HEAR SEE (Problems in) Overload
"How much data 1s too much data?"
DISCRETE  CONTINIOUS Qua]_j_ty Quantj_ty
. —» reuced ability to find i1mportant
why the magic number Measure Count TOUCH  SMELL " les / P
——seven plus or minus
P _» Leads to distraction
two
- ~ (adresses) classic example by : . . .
l%mlted capacity George Armitage Miller (to gather) —Not just too much information
O process A >
information - Y [ i | L 5 Doubts Accuracy
ercieved 1n
Number 7 7 things at a time ™ DATA > More Data W pat st : £
- ata are just summaries o
: when not used well _ thousand stories - tell a few of
(requires) %ﬁven wggders of < > Seven seas | >Increases complexity — those stories to make the data
equires € wor - meaningful - Chip & Dan Heath.
Seven Deadly A 777 in christianit : :
Sins < > y : What causes? (leading to )~ INCONSISTENCY
\ ' N ” Errors using inadequate dat
ts the threefold | g quate data are
—Judgement = represer r At e more less than thoseusing no data
1 . rfection of the trinity. < g
é 1s based perrection o ¢ Pty (9D¥tlrh}qg-) UNCERTAI NTY at all - Charles Babbage.
on |
» Attention Span : T ——(due to)
: We dont have information we need.
» Perceptual Span (use) |
. Span of absolute judgement & I:cllﬁgﬁ . (causes) (caused by) - Inl\f%?l?l;:gon We have information but don't trust it.
—» Channel Capacity mindless search gﬁotggitséﬁéc2Ut conflicts with
for more data '
A We believe it but can't figure out
<i> ‘NW]C' Elr‘a?' meaning_
2
——EXxperts i what are? ,
An expert, more generally, 1sa
person with extensive knowledge
or abiLity based on research; — PUZZLES — MYSTERIES
experience, or occupation and 1n
a particular area of study. _, emerge from well ordered situations .___________ emerge From ) - - - oo oo _»ambigious complex situations
_» Use fewer than 5 cues (to protect from) |
—» Py critical data polnts -------- - (:S(_)!.\_I:i_.n_g:)- ---------------------------- - not by critical data
_» But gather more than five S -
>CUES9 —» data addition at every step -------------------- (Requires - ---------ooooooooooooo oo -»more analysis not more data
Experts know which five —» Sense making - - - - oo Lneeds ) —» 1nstructions

P cues willl matter.

/) Data that is loved ten
survive - Kurt Bollack
(Computer Scientist).

What 1s?

Effect

substance abuse"

belief that we can
the right amount of
inofmration.

LESS

How to reduce data?

'MORE IS

( which )—J

types of data to seek.

ds to
er

Goldilocks

"The pursuit of data, in almost any
field, has come to resmeble a form of

e Friedman, Treadwell, Beal

find

Cbeacuse)

\/
Additional information

When information
keeps 1ncreasing

y
When dealing with a
v mystery, instead of a
. . puzzle, we enter the
too much information realm of complexity.

What 1S? makes things worse.

gets 1n our way!

(Leads to)

- THE SATURATION POINT -

\j
point at which our attempts to resolve
unceratting by getting more information

l

becomes counter productive

—F1ltering Data

to a very full extent, especially beyond
the point regarded as necessary or
desirable.

W Information overload is a symptom of
our desire to not focus on what's
important. It is a choice.

- Brain Solis

eg:

China 1s a potential business partner
of US

or an 1lnevitable military, political and
commerclal threat?

More : »strain of sorting data - »values of each successive data point
information
A
\J
——gets smaller
trouble focusing on
—> relevant things
CLeads to getting)—‘
becomes
~® probalamtic
DATA 1S TOO MUCH DATA?
little 1s gained by the additonal
information.
>non—direc:ted search for more information (owever )~ NONE IS BEST?
can just add to the confusion. - M
seek and
rioritize
QmW“wW“D__—*’Enformation. (rather than)

»No i1nformation leads to

—» Caught by surprise

: \J
—» Helps search relevant material. CREATES MORE UNCERATINTIES.
A IF ONLY WE HAD MORE
. ~~ INFORMATION
Causes people to spend _Rather than looking at
time filtering information
_, developed to figure out relevant _
information KEY TAKEAWAYS: '
—Managing (means = Managing the teams and organizations—(that—» that exchange messages / suppress them.
What 1s? cweny UNcCertainty
Survivorship Bias
It is a cognitive bias and is a form of selection bias. It matters because, 1n an age of information,
_»ﬁiﬁgégtga‘{ﬁaﬁoeigiggﬁegrgmaf,he people are less comfortable making decisions
where the results, or survivors, or suppressed critical clues under uncertalnty.
of a particular outcome are
disproportionately evaluated. Instead, we delay.
Based on: Things that . . .
have survived _ We wait for more information even when that
To draw conclusions —(basedon) Sﬁiggéi‘s’” OR ~_Managing information will not affect our decisions.
ignoring information
things that
Other havge not @@
Baises o survived
] | emphasis on p—
cost that has incurred what we understand, not (by )—» how data connects (‘than ) »collect more data
Sunk Cost (is) »and cannot be recovered __, on how many signals we
Fallacy by any additional have collected.
action.
£al The tendency means that sometimes
aLlse (is) »we even find patterns where none
FallaCy reall ' g
y even ex1ist. Managlng
Availability (‘tendency of ) , People naturally tend to base decisions on Saturation
Fallacy ~ g information that is already available without ((means )
looking at alternatives.
Comformation (i ") We often interpret new information in such a way devote less energy, . . _ _
Bais (Ewhen) " that it becomes compatible with our own beliefs. resources, and 9 (t0) » give meaningful data (‘than) »sorting it out.
_, funding to gathering




Design Process
Concept Map

The map is to explore how design
process affects problem-solving,
and how it relates to design
innovations. The conversation will
focus on several opinions about
design procedure.

T

framing

Dorst proposed that frame is a solution to the
problem. The complete pattern of problem-
solution connections would be imposed on the
problem and the actual linking of problem and
solution would accordingly be the activity of

framing.

l

reframing

Through a scheme with three categories:

initial phase in ill-defined problem solving.
Reframing is adjust the directions after

ends to be sought and the means to be
employed.

connect with

framing, moving, and reflecting. Framing is the

considering the situation, and identify both the

has

V
front edge

Interpreting

generate o
y solution ideas

structure of design

build

a frame for design

think about

one important step

design

synthesis

Design

design solution

problem- /

solving for

ARCHAEOLOGY

Investigate apparent problem
Define the problem situation

> PARADOX

ldentify the core paradox
or deadlock that keeps the
problem owner from moving

> CONTEXT

Focuse on stakeholders,
target audience, and all
people involved

forward
FRAMES € THEME <
Structure, understand the deeper factors
relationship, that underlie the needs, motivation,
layer and experiences of the “players”
>FUTURES > TRANSFORMATION

FIELD <

a space where assets (cultural,
economic, social, and symbolic)

re the “currency” that is exchanged
between players.

> INTEGRATION

thinking forward
design solution ideas,
design concepts

a critical evaluation of what frames
and solution directions would be
feasible

new frames and the
developments are well
integrated into the
context

Cycles of acts of ideation

process the
design space

awareness
& attention
experiments
tests
observe a satisficing \
the world Seelng solution mOVlng
practice  smmmmuma]p (take actions) /
make propositions
evaluation
reflect on general a coherent construal
cultural contexts of the problem
Two Modes of Thought moves away in to involve
thinking divergent . a variety of aspects divegent
" directions thought
brings
design
thinking "formation focusedon gplving M@ 3 single correct convergent
a problem ~ solution thought

Process

three types of
design process

context form
C1 < » F1

context form
C1 F1
C2 <« » F2

Three modes of contexts and form

actual world

actual world

mental picture

context form
C1 F1 actual world
C2 <« > F2 mental picture
C3 < . F3 formal picture

of mental picture

Qinzhe Chen ARTG 6110 Info Design Theory/Crit Think



"Conversational components are all the things acknowledgement don't provide insights into how what

that make up a prompt, like acknowledgements stands by itself follows related to what comes before
or questions. They also include chips, which are | 4
used to continue or pivot the conversation.”
are not
| because v
Conversational . o Discourse
— Acknowledgements =  Apologies ~ Commands ~ Confirmation - -
Components ‘ markers
e.g. ‘e. :
| 9 I 9 vle.g. ’ve.g. le.g.
Okay Sorry, | can't send Create a bouquet of Got it, the men's shoes in By the way
eCards yet yellow daisies tulips blue. In what size>
y
l is different from . <welcome chime> <——  Earcons
has 13 components v e.g. '
: : : Informational : :
Chips <-— Suggestions - Questions = <—— Greetings <——  Errors < Endings
Statement
le.g. le.g. le.g. le.g. le.g. le.g. €.9.
Add to cart button, | can tell you more What kind of flowers 42 is lower than 54 Welcome Sorry, for how many? Anything else | can
doesn't require input about I/0O. /O is... would you like? help you with?
. . states that efficient & rational assumes ) between ..
Cooperative Principle > .. >  cooperation > participants
communication
T includes | through
- ' l l |
Grice's Theory of include : : : and : and and
i ) » Maxims of Conversation —  Quality > Quantity Manner > Relevance
Conversational Implicatures
o o e Jr
A
Definition of Implicatures: truthfullness informativeness perspicuity relevance
"What is meant is often go beyond | |
what is said, and that this additional
meaning is inferred and predictable” l l has l l
say provide communicate provide
* e.g. ¢ e.g. IV e.g. ¢ e.g.
responses based on provides the right provides a personality provide information
facts and truth amount of information that is relevant
' has implications
. . John has two PhD’s Nigel has fourteen How do | get to the Pass the salt +> Pass
is built upon +> | believe John and children apartment -> *provide the salt now
have adequate +> Nigel has no more direction* +> Follow
evidence that he has. than fourteen children exactly the direction
| C o o isa - desian | integrated from
onversation Design = designlanguage l
lstarts with i Multi disciplinaries
requires ) . . .
»  discoverabilit voice user interface : : :
Users Y : interaction design
‘ has design
visualizes visual design motion design
needs — goals — tasks = ~
is triggered by J is described through audio design UX ertlng
are represented by | cireumstances | [ words/phases |
based on
considers . o ) . [ }
Key uses cases > technical limitations — effort —  timeline q
. an
human voice ——— natural language
lead to
P is standardized mental or it l }
> ersona > ; > personality
Image refers to
should be based on .
»  spoken conversation <
lrather than
is used to create command-and-control
illustrates all
> paths
. provides i : and determines . along with _ to move forward
—  Sample dialogues - possible actions - conversation flow > visual mock-ups J
A
lead to to evaluate
. i test a prototype
. . . to recelve uses Wizard of O eg. . :
— Testing and iteration - feedback ———= ' 20° =% = without developing
periment the software : ;
design strategies
include
considers follows e.g 80% of users follow promoting
» 80/20 rule ~—» the most common discoverability of <
| 20% of possible paths new features such as
\
. is composed of are unexpected pathsin
~  Long tall P >  edge cases P P
and .. . . e.g. force users to confirm
explicit confirmation - el :
) e information
. . validates .
~ Confirmation - users' input i ot Leere know what s
implicit confirmation J° . inderstood, but don't ask to~
leads to confirm
uses i i to scale across )
>  multimodel conversation > devices

- Scaling . .
Conversation Design

Leila Do (Information Design Theory and Information / Spring 2022)


Purti Hardikar
I really like how comprehensive the flow of the concept map is, it looks really great!


——» Symbolic
They embody and catalyze our cultural

TI:Ie Digital anverges environment i made of information —  cavogondee
WIth th e P hys I ca I Surroundings of a system or provides S G 2 (BT

— Physical

organism that influence the _
Currently, we are "living in information" — virtual system's or organism's behavior. affO rdances Walking on a sidewalk — the They She”ef UKL pf_OVIde U5 8 Gl
structures that serve us and control our behavior 's determined by the Sle RS EIER O RN el e perform activities including socializing.
. " y ' — relationship b/w crossing signs are the signifiers.
This map explores the “whole-systems” view, as —» Natural
we, as designers are responsible for both the ecological images AP o o A smartphone provides an gl el eliiclceiiedi s
! - rainforest, whales in the _ . walls and ceiling creating an environment.
“things” that we design and their “contexts”. I, in the environment affordance of a touchscreen that
) — Si n ifiers e 'for.dlrect marnpulatlon e Apple Messages app is a shared environment whose
i : ~~ Physical g SSRCIUS U UGS B, IS et boundaries are defined by the app's user interface
Here, we draw upon architecture as a way to artificial images a sort of indicator in the buttons on the screen are signifiers. y pp :
design information environments that serve _,tt_’u"d'?gs' S, HMTE physical/social world that can
Clties, etc . 3
humanity. be interpreted meaningfully

l

| are experienced in

creates , , . .
text-color encodes - T influences— influences are intentionally

' i designed through
Physical Environments l | which lead to 8 8

Digital Environments

user behavior

andacions — ——pyyilding "places”

When you inhabit an environment,
use it for its intended purpose, & Software Applications
interact with other people there, it
becomes part of your mental
model of the world. These
environments are "places”.

\J y
Library's components make it
possible for us to read c O n ex
Bank's website or mobile

application make it possible
for us to do banking

Context is an agent's understanding of
the relationships between the elements
of the agent's environment

!

in a particular

semantic environment allows for—— meaningful
shared understanding of social communication
relations b/w the agents that

participated in interaction, their goals,

and vocabulary used while interaction

Designing software is creating contexts in which
other people can work, learn, play, organize, bank,
shop or gossip.

that becomes a

> shopping in information

E.g. Amazon is powerful as it lets users make a better informed decision.
— Lower prices, larger customer base, can reconfigure itself dynamically

= working in information

are experienced through a

B placemakiﬁg

is formed by a thoughtful arrangement of

Speed limits create a semantic Software create semantic environments. where most interactions are mediated through screens. The way we
environment that you use to Example: Microsoft Word employs a activity organize our shared information environment has an impact in our ability
interact safely in roadways particular vocabulary; to collaborate as the way we organize our physical offices.

"Home" means different in this context . .
with a focus on intended outcomes &

behavior rather than forms or interactions |~ |earning in information

Society has collectively agreed Particular group of words set in the
hat some constraints are articular order creates a context that i i i i
tha _ P Digital design _ Wikipedia Online learning providers offer a low-cost alternative to the cost of
necessary in order gives meaning to the whole picture. - traditional higher education, Self-paced but also builds a community
- A living document collectively written and edited by
people around the world in real-time.
I soc:|aI|Z|ng in information
Create It is a place that provides structures, navigation Interacting in information environments like Facebook or Twitter engages
systems & rules of engagement. Jimmy Wales, the people throughout the world and has an effect on their ability to act
founder, is rather the "architect of an environment". collectively.
For a building — combination of »
s S e m S physical components holding the
roof, electrical components, HVAC, |
Most complex systems are composed of plumbing components, telecom,. tout of which | g allow to come
various subsystems working together toward ) ] output of which revolves aroun
a coherent experience. [Cleal i 570 307 EIRETS = Gk together as a
""" absystems | structures to store information,
e cleesss o 5 § <. - algorithms to manipulate it, user
' T '
: ' : interface to make data accessible .
whole depends on the e R ,>/7ﬁ 3 results in o <
skillful arrangement & | S NN to everyone o hi f itv & nobili
e i e ép,/ N achleves a sense of community & nobllity
subsystems. - ‘@ e " towardaparticular goal "a gathering space" —Office space vs. Slack
—» Architecture is a design discipline that is focused on
Critical systems concepts 7 < has a boundary structuring our physical environments, and information
a clear difference b/w the world architecture is the design discipline that does the same
—< has goals inside the system and the world for information environments
tsid
the;fparfns work/together tloward odteide ) ) —— Architecture informs our self-identity and culture
achieving one/more goals > requires resources
in order to accomplish its goals & . S
<~ has resources that ebb & flow also think about how it impacts design principles l Architects strive to make environments understandable;
System's resources are either stored in the broader environment in which ) by arranging relationships b/w physical forms & elements
the system or flow as needed < function
y they operate . . e —
. . buildings provide utility; "form follows function Designers of Information environments — arrange
—< evolves over time — has feedback mechanisms expresses a focus on efficiency and expression in s Aemas e feems, [Ehes s flie
components in a system have different have the means to monitor the state service to functionality
change-rates and scales of size of its components and adjust its .
functions accordingly —© érgonomics
A - - majorly concerned about designing environments — fit
system's perspective of part to whole
U PErsp P e that can bg used by pe'ople, thereforg carefgl how well it addresses the contextual
A building properly conceived is several layers Complex apps navigate multiple ) consideration of work in relation to dimensions & conditions that brought it forth
of longevity of built components" layers of complexity CIL) capabilities of the human body
~N - e . e . .
etitution 8 s understandablllty a good fit .a tight relationship b/w form &
o , context, Christopher Alexander
holistic, adaptive, T —_— 9 configurations of elements to communicate
Sl > & practical . o particular messages and influence behavior context form
Space Plan systems approach Intention q>) i. Physically change the form
Services th hl " . . of the environment
skin roug ayers Information — quallty C‘I | §——ou-——p F‘I
Struct ;
Sitr:C - Integration beautiful form with a tangible sense of quality Il. Your mere presence
< - changes the context
from largest to granular scale
how to think systemically? (express abstract ideas)
o _ _ ——< coherence — resilience
—<run quick high level what-if scenarios having elements arranged in a particular order design environments that can change w/o
Architects explore possible Design of Information Environments takes toward a sense of wholeness in the place compromising the integrity of the whole
relationships of its spaces using requires using a conceptual model to
bubble diagrams to solve holistic evaluate system's component parts, the - jan
project goals. users, the relationships, the goals, approach
boundaries b/w it, etc. of
—< challenge is to define boundaries Information Architecture - leading to emergence of
constraints of the physical world must place artificial limits & system the problem
becomes unpractical. Therefore, ever . . : : .
system needz o 0]3, Aims to make information easier for‘people to find Design at large IT companies have focused on "product-oriented"

. . o and understand by presenting them in context approach that "moves fast and break things"; breaking the society.
elements and relationships that is o ) ] )
st e s aeEls ) _ . . These digital things we are making are the places where many social

' You only understand information relative to what interactions are happening, so we need to design them accordingly.
. . . . . ou already understand" — Richard Saul Wurman ;
start simple ~ clarify a vision ~ evolve the system over time i g Therefore, they need architecture.
l ' < tackle challenges by designing through
y
Kimbell Art Museum Chase Bank Website The conceptual structure
References
serves to create both
Physical structure: Columns & Physical structure: words, phrases, distinctions and 'coherence 1. Jorge Arango (2018). Living in Information: Responsible Design for Digital Places.
Recognizing that we perceive things as being composed beams arranged in regular patterns. icons, transitions, sounds between the environment's
of interrelated elements: parts that make a whole. constituent elements. 2. Stewart Brand (2018). Pace Layering: How Complex Systems Learn and Keep Learning.
' ' o Conceptual structure: Conceptual structure:
Van.ous ways to organ’|ze i partg - s:rp:lar o Establishes particular relationships  Public zone for bank's marketing Well-attuned to purpose & 3. Stewart Brand (1999). How Buildings Learn, Shearing Layers.
ChrlstophgrAlgxandecs méth,fematlcal pictures or pattemns /. indoor & outdoor spaces material & private zone for personal our sensory needs
USE/ D TS them/sf/tsbetwe fn form & context through symmetry and order account details 4. Mirel, B. (2004).interaction Design for Complex Problem Solving: Developing Useful and Usable Software.
distinct '
/./. 5. Christopher Alexander, Notes on Synthesis of Form.
\. i

5w

6. James Gibson, Theory Of Affordances.

but coherent

Hierarchy Network Lattice o
Inspiration
- Navigation system interactive elements like icons/set of links that afford a * Distinctions uses language effectively to create distinctions in user's mind. E.g.
user to move from one part to another "log in" to distinguish b/w public & private spaces. Dubberly Design Office, Concept Maps: Model of a Brand

clearly relate

is central to the way the user experiences environment. E.g. "Files" and

. Labe"ng system gives an understanding of what environment it is and what ° Metaphors "Folders" in a computer desktop are relatable elements in the physical world.
. . . . . . '
you can do there, e.g. section headers "Clap" icon on Medium's posts represent a reward to a good performance. DeS|gned by Tanvi Modi | Information DeS|gn Theory | Sprlng 22

Information
Environments
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How does design principles help in nowadays world
THE VIGNELLI CANON

Rules and Guide

Tangibles

Theories of Meaning

Flush left, centered, justified,

2-d Design Principles

N

Qualities of perception

ethical qualities

Intangibles

ARTG 6110 | Yixuan Ding | Final Project
Reference: Massimo Vignelli, The Vignelli Canon

/

Do research

Controls use of grammar in language

Another way expressing creativity

= Need explanation and to be necessary

~

understand the subjects in all aspects

/

Typef.
size | / g ti
Color emantics
Contrast
Rulers +
Scale i
Repetition Syntactics
Texture can create can create +
Grids, Margins, Columns . Pragmatics
Alignment &
Image, Sequence, Binding Layouts o
Hierarchy . Appropriateness
Proximity pprop
White Space
Visual power //I \
= e \ / e
design is one!
. another form of o
Discipline - Responsibility
for
¥
. desi Ive th bl . i
Designer = Products O e PPE™® .| Public, Users, Consumers [+
Appropriateness

Situation

bring back to

- Clients

"We think good design is always an expression of
creative strength bringing forward clear concepts
expressed in beautiful form and color, where every
element expresses the content in the most forceful
way." -- Massimo Vignelli

Feedback
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