Gerhard Fischer and Hal Eden: “Design, Learning, and Collaboration” — Spring Semester 2006

Assignment 4 — The Envisionment and Discovery Collaboratory

due

1. Mon, February 6, 2006; 10am on the class website 

2. you can work as a group and submit one answer as a group (clearly identifying the members of your group)

Read the following article:

Arias, E. G., Eden, H., Fischer, G., Gorman, A., & Scharff, E. (2000) "Transcending the Individual Human Mind—Creating Shared Understanding through Collaborative Design," ACM Transactions on Computer Human-Interaction, 7(1), pp. 84-113.

http://l3d.cs.colorado.edu/~gerhard/papers/tochi2000.pdf
More Information about the Envisionment and Discovery Collaboratory (EDC) can be found at:

http://l3d.cs.colorado.edu/systems/EDC/
Briefly discuss the following issues for the paper that you have read:

1. what did you find 

1.1. interesting about the article?


I found it rather interesting that Design Problems were referred to as "wicked." Not only because it sounds interesting to call a problem wicked, as if the problem itself possessed the ability to be somehow evil by nature, but also because they are referred to as moving targets with resolutions rather than solutions. I am a bit curious as to the differences between a resolution and a solution. 
1.2. not interesting about the article?


In discussing the need for the evolution of systems, it is never mentioned that the core universality of modern day systems is what has made them so successful. Reading through the many options for how systems can evolve, it occurred to me that these "Evolved Systems" would be greatly tailored for whatever purposes they may fulfill, but would be completely useless to those that are not concerned with these designed purposes.
2. what do you consider the main message of the article?


I felt that the main message of this article is the idea that external components like the EDC need to be utilized to maximize the collaborative efforts of groups trying to solve or find solutions to design problems. The article spent a great deal of time illustrating the many problems that arise from unaided collaborative work and I can understand that those problems exist.

3. are themes discussed in the article which you would like to know more about?


I am curious about the idea that stakeholders become co-developers because it aligns with ideas that surround XP or "Agile" programming, a new form of software development. This new approach to designing applications integrates the end-user as more of a part of the development process rather than ultimately a consumer.
4. what did you find interesting about the “EDC” system?


I found it interesting that the EDC system used electronic whiteboards. These types of boards have always been available in student study rooms across campus however I have never received any formal training on how to use or operate them. Therefore I have always wanted to use them or see them being used, but have never been able to do either one of those two things.

5. do you know of other papers, ideas, and systems which are closely related to the article and the “EDC” system?


No, but I was interested in the "physical" approach that the EDC uses in generating a language to construct an application. It is reminiscent of the movie Swordfish, in which the main protagonist goes about the process of generating a computer virus through a visually 3D environment that is physical in virtual space. Although a visual gimmick for audiences, the illusion to the construction of a computer program through physical manipulation is rather interesting.
6. what do the article and the associated system say about

6.1. design


That it must both be dynamic and contextual as well as being able to find a way to involve the people who will ultimately use the solution that comes as a result of the design process. 

6.2. learning


It is rather important for those undertaking the duties of the design process to be able to apply what they may learn to the problem at hand. The article discusses how the context of a problem can enrich the need to learn and understand the facts needed to solve a problem. If people can see how the very things they are learning can be applied, it is much more meaningful for them to not only learn but also understand those very things.
6.3. collaboration


It is very essential to involve everyone with an interest in the design process, because everyone has different opinions and perspectives. Not only does this make it a more broad solution that will be more accommodating to more people, but it will also provide a richer development process by examining different ideas that other people may have.
6.4. innovative media to support these activities?


In a collaborative design environment, there is no central storage of ideas and information like that of a human head in an individual. Therefore external elements need to be created to help facilitate the collaborative design process. In addition, innovative elements may provide a dynamic aspect that may not be available with more traditional means.
7. do you have any ideas how this research could / should be extended (based on your own knowledge and experience)?


I like the webpage aspect of the system and how there is a web-accessible forum for open discussion and development of ideas away from the physical meeting place. However, how are others incorporated that can not actually attend the physical meetings. Is there a way to involve others that may be far from the physical space, besides posting questions, documents and generated layouts online?
