Assignment 6: Domain-Oriented Design Environments and Critiquing

Cortney Germain

1. what did you find (articulate the answers in your own words)

 1.1. interesting about the article?

I thought that the Hydra Kitchen scenario was interesting in that a computer and different people were the ones critiquing. Everyone-including the computer- has different opinions all of which are shared to aid the designer with building the most efficient way to situate the dishwasher. A computer can’t actually see how the design looks, whereas a person can- so both critique differently and each fill in gaps that the other has.

 1.2. not interesting about the article?

I thought that the article was a little too long and repetitive and I found myself lost a couple of times while trying to read and understand it.

 1.3. does it relate to your own work (as a student, as a worker)?

I’d say that this article does in some way relate to me. I am in the Journalism school and a lot of what we do in classes is critique other students writing, photographs, or presentations. A single student critiquing a group can often be more harsh than a group of students working together to critique. This is because of the obvious reason that each student has different backgrounds and viewpoints on subjects, and some may understand a topic better than others, therefore being a better critic. I have not however, used a computer that had a program like Hydra Kitchen.

2. what do you consider the main message of the article?

I thought that the main message of this article was that with the help of technology that is able to critique, designers will produce a more efficient product. However, some things need to be worked on before fully depending on critiquing software. “Our analyses identified several shortcomings in early critiquing systems that hindered their ability to say the “right” thing at the “right” time:

a. lack of domain orientation;

b. insufficient facilities for justifying critic suggestions;

c. lack of an explicit representation of the user’s goals;

d. no support for different individual perspectives;

e. timing problems with critic intervention strategies.”

These were the 5 things that needed to be worked on and what was needed: “What is needed is a critiquing system that: (1) alerts designers to problematic solutions, (2) avoids unnecessary disruptions, and (3) allows users to control the critic’s intervention strategy. Embedding critics in design environments allows users to control critic intervention through interaction with the construction, specification, and perspective design components built into the design environment.”

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

How else critiquing systems can be used, other than for design and collaboration.

 4. do you know of other papers, ideas, and systems which are closely related to

 4.1. DODEs 

no

 4.2. Critiquing 

 no

 5. what does the article say about

 5.1. design

Designing can be done more easily and efficiently with the new software available. The software can better aid the designer in areas that he or she has a tough time making a decision in- just so long as it is not distracting the designer.

 5.2. learning

With the computer there to tell the designer of a mistake that he or she is about to make, or a sizing error, the second time around, the designer will have learned from the knowledge he or she obtained from the computer. After all, the purpose of critiquing is to make you aware of something you can do better or differently the next time around.

 5.3. collaboration 

“Critiquing is an important method for working within such a framework of distributed knowledge because it fosters a maximum of participation in order to activate as much of the distributed design knowledge as possible” This quote relates to the benefits gained from critiquing as a group, or in collaboration.

 6. do you have any ideas how this research could / should be extended based on your own knowledge and experience?

If the technology to effectively critique and not distract is made, then my idea would be to test the new software and see its effects on not only designers, but see what else it can be applied to.

