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MY ETHNOGRAPHIC PRAXIS FOR DESIGN

Design-Led
Generative
Design Research
Critical Design
Cultural 8
Probes Design + Emotion Generative
Tools
User-Centered . .
Design Participatory
Expert Mindset Design
“users” seen as subjects
e i Contexual
(reactive informers) .
Inquiry
Usability
Testing Lead-User “Scandinavian”
Innovation Methods
Human Factors
+ Ergonomics
Applied
Ethnography

Research-Led

LIZ SANDERS, MAKETOOLS

Participatory Mindset

“users” seen as partners
(active co-creators)
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a world of art at your fingertip
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Juju is an art software application
for Apples’ Iphone Touch. It is
derived from non-virtual world
applications:

One, is an art licensing model
used by Juju founder Julia Junkin

(juliajunkinart.com).

Second, is Junkin’s cosmological
curriculum for inviting creative
discovery through collecting,
selecting, and layering/collaging.


http://juliajunkinart.com
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(Clifford,2002, The Predicament of Culture: Art, Anthropology and 21st Century)

¢) interpersonal communication
(from an Ethnography of Social Networks: How Artists Negotiate Social Identity)

a) self-promotion
b) self-expression

"...Inthese small rituals, we observe the channeling of obsession, an exercise in how to
or

COLLAGE as rational taxonomy and structure of individual desire and possession
make the world one's own, to gather things around oneself tastefully, appropriately”

CURATION as selective textualization of collective, fragmented selves
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Situated Maketools

Visualization and Storytelling

Design Games

Designing with Video
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Design-Led

Playful Triggers

Research-Led

Design Probes

Design Documentaries
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Expert Mindset
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Map of design research—new tools and methods

Figure 5
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Action

Transforming?

?

Enlarging?

Do something with the things. What are you doing?
M
Condense? Hierarchize? Direct? Juxtapose? Invent? Stretch?

Thought

?

ective

What is thought of the action? Didactic or Refl

Point? Path? Interpretive?

Purpose? Story? Frame?
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Conceptual artists

start with a story or idea

e menu doesn't help

build their messages

e menu limits ability to
tell their story

e almost offended by
menu terms




Do-it-yourself artists

plays with art & story

e menu becomes part of

Process
e sometimes the words

surprise them
e have other words

they'd use instead

Tools designed by Daan Kauwenberg from the Noun Project




Formalist artists

play with physical forms

takes menu as Is
likes to know where
things are

looking for things
based on color, tone
or style

Origami designed by Simon Child from the Noun Project
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‘ St rategy : A) Producer Objectives and B) User Needs

SCO pe = A) Functional Specifications (Web as software) or B) Content Requirements (Web as hypertext)
Stru Ctu e - A) interaction design (web as software) or B) information architecture (web as hypertext)

‘ Ske|et0ﬂ = A) Information Design, B) Navigational Design or C) Inferface Design

‘ SUI’faCe = visual design
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Producer Obijectives (art licensing, art collage, art share: art for everyone)

+

CONCEPTUALIST (10) - need to promote concepts socially (self-promotion)

DIY (8) - need space/forum to exhibit collaboration and mixture of technique or medium (self-expression)

FORMALIST (5) - need dialogical exploration (interpersonal and interior)

Menu No (4)/Menu Yes (6)

Textualization as a Transitive VERB - Subject to Object

a) Conceptualist - express, promote, represent (transitive verbs)

b) DIY - do, design, create, mix, collage, connect, uncover (transitive verbs)

software-as-service design model

Contextualization as an Intransitive Verb - Subject to Subject

DIY - connect, process, explore (intransitive action)

Formalist - dwell, dream, divine, discover, dialogue (intransitive verbs)

software-as-social media model



horizontal pathways

(Subject/Object) Do Divine Dialogue (Subject/Subject)
(Transitive) Promote Peek (Intransitive)

(Subject/Object) Design  Dream (Subject/Subject)

(Transitive) Elect Select Collect (Intransitive)

(Transitive) Meme Make Meaning (Intransitive)
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