Brian Sax
Hw 4: Embedding Critics in Design Environments

1. 
I found the great depth at which the authors chose to look at the concept of critiquing to be very interesting.  It seems like after analyzing the design process this group of researchers came to the conclusion that it is important to put a lot more emphasis on critiquing than any other area.  I think the single most interesting concept that I took from this piece was the importance of human critiquing as complex design activities prohibit an individual from knowing everything that is relevant to the environment.  The only part of this article that I was not particularly interested in was their analyses of early critiquing systems where they state so called “shortcomings” in early critiquing systems.  In my opinion the critiquing system has not changed much since the beginning of time, we have always critiqued ourselves in an effort to better ourselves.  I think critiquing plays an important roll at work and at school.  It is important to take some time and consider the potential shortcomings of your work before submitting it.  It is by this process that we can create an acceptable end product.
2. 

I think the main message in this article was that critiquing is ubiquitous.  It plays an important role in science, engineering and design in general.  We should accept this fact and design and implement practices that allow us to critique large scale domains that are important to everyday life.

3.
I thought the idea of having a cooperative problem solving system, that is, having 2 agents, a human designer and computer based critic to be very interesting.  I would like to know more about where and how this has been implemented in today’s world.

4.

No, a quick Google search did not reveal much either.

5.

This article conveyed the importance of having computers aid us in the design process.  They are able to think about everything at once when we are usually concentrated on one specific area.  Computers are still able to learn from us, they are able to generate a set of all possible designs and narrow that selection by taking into account human preferences.  They are in sense learning from human experience.  Collaboration can be applied to this reciprocal relationship between humans and computers, each having the same unified goal of creating an effective design.
6.

I think this research could be extended to many areas, specifically areas that have a large design domains.  I think game theory would be an interesting field to apply this process to, specifically games of impartial knowledge like poker where a limited amount of information is known about your opponent.
