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Briefly discuss the following issues:

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

1.1 interesting about the article?


The notion of a cycle of hypothesis and refutation, borrowed from the scientific method as applied to the critiquing was, I thought, a real insight.  Further the idea that this process leads to stable components (a revert to Simon) from which we as humans advance our collective knowledge set, was to me, a powerful analogy.  

1.2 not interesting about the article?


My first reaction was that the choice of domain (kitchen design) to use to highlight the concepts was not very interesting. However, as I read through the paper a second time, I rethought that criticism as I realized it is a domain that most people are (1) familiar with, and/or, (2) have been involved in at some point in their lives. 

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

Since my prior work experience was involved in system functional and technical design, I found the article extremely interesting and thought provoking. Particularly, the categorizing of critiquing and the notion that there are appropriate points in the design cycle for various types of critiquing as well as times where such critiques are at the very least annoying, and possibly, harmful was a real revelation to me.

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

To me, the main message of the article is that we build our store of human knowledge through a process of trial, error, hypothesis, refutation, reflection and realignment around the learning and insights that surface from these activities. As such, embedded critiquing plays an important role in that process, but it needs to be done at the correct point in the design cycle and interspersed with appropriate knowledge if it is to be effective and motivate design accordingly. It is reminiscent of a JIT (Just In Time) implementation of critiquing in the design space.

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

I would like to understand more about (1) increasing the understanding of design situations, (2) accumulating  relevant design knowledge from critics and about (3) domain modeling concepts. Also, since the article has become dated as does all knowledge over time, has their been more recent work done to make such systems easier to implement ………… ie. are embedded systems that now monitor and regulate environments examples of advances or are these deemed simple tools for simple as opposed to complex problem domains?

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


4.1 DODEs 
Not much, but would be interested in more information. Only thing of interest on the subject is a book Domain-Centered Design by Eric Evans, 2004, which was a good How-To book on domain modeling.

4.2 Critiquing


Many popular software applications have some level of critiquing embedded in them, albeit not as complex as the system described in this article. Examples include, for example, the MS Word package, which critiques spelling and grammar, as well as various software debugging and CASE tools, which critique program and model designs.

5 what does the article say about

5.1. design

Critiquing is an important element in the design process in order to arrive at a rich and robust design. Since no individual (rarely) has complete knowledge of the problem domain, through critiquing we can capture important information which can be used to improve both a design, and the design process as well.

5.2. learning

Our greatest learning typically occurs not when we do something correctly and receive no feedback, but when we do a task incorrectly, or correctly, or somewhere in between and obtain feedback that allows us to reflect and consider other perspectives or avenues or course corrections.

In a world awash in information, it isn’t only important to be critiqued, but to be pointed to the relevant knowledge needed to address a deficiency or spur reflective thought on a proposed design. Simply being critiqued with being guided to requisite pertinent knowledge that address a criticism is of limited value. 

5.3. collaboration

Critiquing often initiates or re-opens a dialogue among designers, users, stakeholders and domain experts. Through this dialogue the seeds of collaboration are germinated. Critiquing pushes new knowledge forward and opens the doors for collaboration by realigning viewpoints, positions and challenging the status quo (hopefully). However, it requires that stakeholders “put themselves out there” and take risks in order for change to occur and a design to progress.


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

The article spends a great deal of time telling the reader when critiquing is useful versus harmful. An important addition might be to focus on HOW to critique since critiquing carries with it a negative connotation that something was not done right. In order for critiquing to realize its full value and be fully reflected in the design, the system or individual who delivers the critique needs to do so in a manner that encourages rather than discourages further collaboration. While this is a much fuzzier research topic, it probably deserves some further investigation.



