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Vision

Experience Design will play an increasingly
important role in the future as human beings
seek to overcome the fragmentation of
individual and social life, searching for a new
wholeness and integration of purpose in their
daily lives. This will enable us to face the new
challenges of developments such as artificial
intelligence, information technologies, and
changing social and cultural practices that are
coming.

Mission

To develop a new interdisciplinary design
practice that supports the specialized design
practices that have been the basis of design in
the past. This will require new lines of research
and new directions of experimentation in
creating products, services, environments, and
systems that express human values and enable
individuals and communities to find their proper
place in the world.

Kaja Tooming Buchanan, Ph.D.
Director, Experience Design Research Lab
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Setting the Stage: Preliminary Thoughts

Experience in the twentieth century became a basic metaphysical
concept, central in phenomenology, pragmatism and the other major
philosophies that have influenced design thinking. Yet, explicit
discussion of the nature of experience is surprisingly subdued in design
history, theory and practice. The term is a commonplace today, used in
many different ways and with regard to many different objects, but its
force as a significant unifying concept seems to be obscured among
many other themes that are often methodological or merely technical
in nature.

It is appropriate now, at the beginning of the twenty-first century, to
wonder what design can say about the nature of experience from the
perspective of a discipline that has become centrally involved in
creating the diverse environments of human experience. These
environments range from communications and artifacts, to services and
diverse forms of human interaction, to the broad systems, digital
platforms, and organizations that increasingly influence our lives.

It is commonly agreed that experience arises from perception. However,
the data of perception do not carry meaning on their face. The data are
interpreted through the knowledge, values, and potential principles that
we bring to bear in exploring our perceptions. From the activities of
interpretation comes memory, and from memory comes experience. In
turn, experience becomes a dynamic whole whose scope includes all
human activities, aspirations, and accomplishments.

Here is the focusing question of our conference:

How do we explore the dynamics of experience in design and,
through this, consider the principles—the absolute principles and
the diversity of relative or situational principles—that have made
design a significant liberal and cultural art of our time?

The four sessions of the conference, each with a distinct theme, are
intended to develop this question in a pattern of progressive inquiry, a
community inquiry that recognizes the pluralism of our perspectives
and the different insights that this pluralism may reveal.
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SESSION THEMES

1. Perception and the Places of Memory and Invention

The first session of the conference is an exploration of perception as
the beginning of experience. For a concrete subject we have selected
the city of Shanghai, itself.

Shanghai is an ever-changing vibrant cultural center, a megacity of 25
million people. It is an environment of many environments and a system
of many systems. To prepare for your encounter with Shanghai, it may
be useful to think of Raymond Williams’ distinction of the dominant,
residual, and emergent features of cultural dynamics.

The dominant features of Shanghai are often found in economic and
commercial matters, but there are also cultural values deeply rooted in
family care and social interactions. This extends outward in personal
friendships, social interactions, and daily gestures of care, dignity, and
loyalty. However, observers will also find that Shanghai displays many
residual features. These are features that were once dominant in the
culture but that remain a living force in the city, evident in
communications, the forms and materials of physical artifacts, and in
the practices of social interaction. Beyond this, however, a thoughtful
observer will begin to discover many emergent features in the culture
of the city. These features may be found in new forms of material
products and in new practices of communication and social interaction.
These features may persist over time and eventually become dominant
features in the culture of the city. Nonetheless, it is difficult to
distinguish between the truly emergent features of city life and the
features that are merely novel—and Shanghai has many novelties that
are unlikely to survive over time or even over the course of a year or
two.

A keen designer’s eye will find that memory and invention are active
throughout the city, where the city itself is a kind of design studio
offering new insights into the nature of experience, past, present, and
future.



2. Discovering Experience in Design

The second session of the conference focuses on what is experience in
design, with an emphasis on what the participants in design experience.

The philosopher John Dewey famously distinguishes between “an
experience” and the “ordinary experiences” of daily life. In these terms,
design is certainly intended to be different from ordinary experiences
that are typically characterized by distractions, interruptions,
dispersions, frustrations, and fragmentary perceptions. Whatever the
many differences one finds in the various practical applications of
design, design at its best is intended to be a fulfillment of the
expectations of users, a special experience.

It certainly comes as no surprise when we observe that design is
applied to a wider and wider array of subjects in the contemporary
world. Therefore, in the beginning we may say that what people
experience in design is the first intentional subject matter of design:
what the design is about. This ranges widely through the routines of
daily life expressed in communications and artifacts, the various
services provided in healthcare, financial transactions, education, or
any of the vast array of interaction products of social communication,
and even the complex systems and environments of our lives.
Individuals and communities experience what the designer presents as
the subject matter or content of design.

But in a deeper sense, people experience what the designer interprets
the subject matter to be. This is the second intentional subject matter
of design. What about what the design is about? The answers to this
are what distinguish the many voices of design practice and the voices
of individual designers.

Our goal in this session is to discover different perspectives on what
individuals and communities may experience when they participate in
the products or activities of design. What kind of experiences do
designers facilitate for people and what kind of experiences do the
participants in design actually find for themselves? Moreover, it is
sometimes said that design opens possibilities to new experience,
challenging old expectations. What is the relationship between what
the designer intends and what the participants in design (users,
customers, clients) expect and create for themselves?

Finally, it is important to remember that those who study design—
historians, critics, and those working in design theory—have their own
ideas about what one experiences in design and what they believe is
the proper or true subject matter of design. How may this influence our
understanding of design and even the practice of designers?



3. Innovation in Experience Design

The third session of the conference focuses on the development of
Experience Design as a new design practice whose theoretical and
practical foundations are beginning to emerge.

As context, we already know about the evolution of many areas of
design.

- We observe that in the twentieth century graphic design evolved
into visual communication and then into communication design,
based on greater understanding of the nature of communication
and on the expansion of materials and channels of
communication that became available through film, video,
sound, and digital products.

- We observe that industrial design has evolved into the broader
framework of new product development, bringing together
several disciplines such as strategy, marketing, the social
sciences, and engineering in a new interdisciplinary practice that
is suited to the complexity of creativity, manufacture and
production—indeed, a practice that is suited to the evolving
nature of products in our culture.

- We also observe the emergence of interaction design and its
evolution into practices such as digital interactivity and the
broad work of service design.

Are we now seeing the evolution of the well-known design theme of
“user experience” into a broader framework of experience, itself,
applied in a wider array of contexts and with deeper understanding of
the nature of human beings and their experiences?

How is the focus of Experience Design different from the focus on user
experience that designers have known for three or more decades as the
expression of human-centered design?

There are signs of change. Discussions in marketing and design have
quietly begun to move away from the somewhat dated concept of the
“lifestyles” of people to consider the “life” of people in their personal
and cultural circumstances. The rise of Artificial Intelligence calls on us
to recognize the need for a new response from the design community:
how do we shape the outcome of new applications of Al into the new
forms of Intelligent Amplification and Augmentation that are the
domain of design thinking? In turn, the rise of dialectical inquiry in
design research and practice point toward the possibility of deeper
understanding of the lives and values of human beings which may yield
new opportunities and insights for design. This is evident, for example,
when all participants in design become active voices in shaping
conversations around services and different kinds of interactions and
social innovations.



What are the innovations that we may find in the new focus of
Experience Design that may deal with the complexity of values that
shape our lives, environments where we live, and the ways of living and
making sense of the world?

4. Experience, Values, and the Principles of Design

The fourth session of the conference will focus on what are the guiding
principles of design practice, revealed through the designer’s
exploration of experience and the unfolding of experience in all areas of
human activity affected by design.

The premise of our conference is that experience in its highest form is a
principle of unity, wholeness, and fulfillment for the human beings who
participate in the products of design. Experience is a dynamic whole
whose scope includes all human activities, aspirations, values, and
accomplishments. Yet, we recognize that experience, in this sense, is
highly ambiguous. There are different perspectives on what the
experience of design contributes to human lives. This is what we should
explore through discussion.

Unfortunately, the subject of principles is hardly ever taken up in
serious discussions of design today. When principles are mentioned,
they are usually treated in vague gestures toward the purpose of design
or, more often, in narrow rules-of-thumb recommendations about the
methods of design practice. In whatever discussion there has been in
recent years, there is little or no explanation of (1) what a principle is,
(2) what role a principle plays in organizing the complexity of design
practice, and (3) how a principle affects the significance of design for
individuals, society, or culture.

Our goal in this session is to identify the principles that guide design
practice, understand the different kinds of principles to which designers
appeal in their work, and explore the significance of principles for
practice and understanding. This comes at a time when design, itself, is
sometimes under assault for its complicity in the shortcomings of many
organizations and their products, whether digital or analog.

To help reach this goal it is useful to keep in mind a distinction among
kinds of principles that is recognized in ethics and philosophy. There are
absolute principles. These are first principles beyond which there is no
further cause or organizing principle to which one may appeal. They are
the ultimate ground upon which one stands to validate judgment in
design work. There are also relative principles. These are principles that
are relative to a particular context or situation, whether in the subject
matter of a design or in the methods and practices of design.

There are perhaps only a few absolute principles that have been
advanced and held by designers over the years. Identifying these and
understanding what are their consequences in practice is an important



challenge. In contrast, there are many relative principles that designers
understand, follow, and teach to young designers. Understanding these
is also a challenge—but we may recognize in the shifting and change of
relative principles some of the most important innovations in design
and experience, for example in healthcare.

There is no expectation that we will end this session or the conference
as a whole with agreement on the nature of experience or the first
principles of design. Nor is there an expectation that we will agree on
the many relative principles of design practice. But we will be successful
if we have discussed the variety of principles that are most important in
design practice and how they may guide the creation or facilitation of
experiences in the diverse products of design.

Design practice always takes place in an environment of “wicked
problems,” where there are many conflicting values and interests,
sometimes within a design team, sometimes in relationships with
clients, and sometimes within the social and cultural circumstances of
design work in a broader context. We want to understand how
designers may navigate this environment with integrity and sound
purpose.
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John Body

Founding Partner
ThinkPlace

John is driven to create public value and
design deeply human centred experiences
through the collective efforts of ThinkPlace
across its seven studios. ThinkPlace applies
design and innovation in fields of national and
international interest across diverse areas such
as social inclusion, regulation, health care, law
enforcement, renewable energy, aged care,
international development, agriculture and
more.

John has particular expertise in working with
complex systems and has academic and
practical background in this area. He is an
expert in bringing very diverse groups
together to co-design approaches to
intractable challenges. John is the Founding
Partner of ThinkPlace, a strategic design
consultancy known for its international
leadership applying design thinking and
innovation to the areas that matter most: social
cohesion, economic prosperity and
environmental sustainability. John has
pioneered the application of design to large
complex systems since 2000 when he applied
design thinking to Australia’s tax system.

For the past five years, John has co-hosted
with colleagues from Stanford and Harvard
universities the annual Innovation Summit in
Como, Italy. The summit brings thought
leaders together to progress the field of
innovation. The group is currently working
with representatives from the UN and major
NGOs to explore new approaches to realise the
Sustainable Development Goals.



"An experience is often thought of at the point of interaction.

Yet the ripples of an experience can extend for many

years and to many others. The conference will be a great
opportunity to join up thinking, developing important new
knowledge with diverse and world leading design academics
and practitioners.”

Experience across intention, time and space.

What is the duration and space of an experience?

The term experience suggests something that is contained - contained
in both time and space. For an organisation delivering an experience,
the duration of the experience might be defined in terms of the
duration of interaction between the organisation and the consumer.
The space might be defined in terms of the touchpoints of the
experience.

Yet the experience extends well beyond that defined duration and well
beyond that defined space. For the consumer the memory of the
experience and the implications of the experience might extend for
many years. The experience is likely to affect more than the person
involved in the experience. It is likely to extend to others in society.
There may be economic implications and there are likely to be
environmental implications through the use of resources or the disposal
of waste.

An example comes from a current issue of significance in Australia, a
recent Royal Commission investigating the conduct of the major banks
and financial institutions in Australia. It should be noted that the banks
in Australia have teams of designers, who are designing all aspects of
the bank’s products and services. At the heart of these design teams is
a mantra of customer centric design. Yet the banks came under severe
criticism in the Royal Commission. Despite their teams of customer
centric designers the head of the Royal Commission, Justice Kenneth
Haynes said that the banks were not customer focused. How can this
happen in organisations that profess to put the customer at the centre?
It is incumbent on designers to design beyond the point of interaction.
The designer must consider context, intent, the breadth of stakeholders
affected, environmental impacts and the implications of their designs
over time.

The designer may argue that they collaborated with consumers in the
development of the design. Yet generally the consumer is not truly
codesigning their future experience, they are merely providing data to
the designer who then is in a position of power to use that information
to their own ends, or the ends of their masters.
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Bruce Brown

Professor, Former Dean
Brighton University

Bruce Brown was educated at the Royal
College of Art in London and, until, 2016, was
Professor of Design at the University of
Brighton and Pro-Vice-Chancellor Research.
For twenty years previously he was Dean of
the university’s Faculty of Arts & Architecture.
Recently he was appointed by the UK Funding
Councils to Chair Main Panel D in the national
Research Excellence Framework in which he
oversaw the quality assessment of all arts and
humanities research in UK universities. He
served as a member of the Advisory Board of
the UK Arts and Humanities Research Council
and has advised international organizations
including the Hong Kong Council for Academic
Accreditation and the Qatar National Research
Fund. He chaired the Portuguese
Government’s Fundacao para a Ciéncia ea
Tecnologia Research Grants Panel [Arts] and
was one of four people invited by the
Portuguese Government to conduct an
international review entitled Reforming Arts
and Culture Higher Education in Portugal. He
has served as Trustee and Governor of
organizations such as the Art’s Council for
England’s South East Arts Board, the Ditchling
Museum and Shenkar College of Design and
Engineering, Tel Aviv. He is an Editor of Design
Issues Research Journal (MIT). He is an
Honorary Fellow of the Royal College of Art
and a Life Fellow of the Royal Society of Arts.



My provocation, in opening this session, will be to argue that designers
must now transcend an ethos inherited from the mid twentieth century;
one that says “Human beings, viewed as behaving systems, are quite
simple. The apparent complexity of our behavior over time is largely a
reflection of the complexity of the environment in which we find
ourselves”.

Instead, | will argue that human experience, and the environments that
we create, are the consequence of a sophisticated neurological
system—one that has remained unchanged within each of us for over
three million years—and where human behavior is, alone in itself,
complex. Furthermore, that the dissolving effects of digital technology,
social networks and smartphones have released human experience
from the behavioural straightjacket of environmental and technological
determinism that characterised this earlier period. The initial effects of
this deregulation are pronounced with greater instability in the social
order and a weakening of shared belief systems.

However, this also brings considerable opportunities to create more
rewarding and happier societies in which individual freedoms are
respected. But, this will only happen through design. The ways through
which we communicate and transact information, forge social cohesion,
create shared belief systems, establish trust and loyalty, and stimulate
imaginative life are all changing. This calls for a new approach—one in
which design no longer works on human behavior but with human
experience. It will bring new forms of production and consumption in
which artefacts and images remain indispensible to human experience.
In this provocation I will illustrate how such effects may be designed.
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Kaja Tooming Buchanan

Professor, D&I, Tongji University
Director, Experience Design Research Lab

Kaja Tooming Buchanan is Professor of Design
Theory, Practice and Strategy and Director of
the Experience Design Research Lab in the
College of Design & Innovation at Tongji
University, Shanghai, China. She works in
complex organizational environments with
special focus on experience design, user
research, design theory and strategy. Her
interest lies in creative projects that impact
organizations and society at large, especially
the experience of people in social interaction
in complex social and cultural environments.
She investigates the positive social influence of
art and design through perception, the
construction of meaning, and the forms of
experience in human interaction and services.
She received her Ph.D. in Design from the
Faculty of Fine, Applied, and Performance Arts
at Goéteborg University, Sweden in 2007. Her
doctoral work was practice-based design
research, guided by the strategy of Productive
Science and Poetics. She has lectured, taught,
and conducted master classes and workshops
in many universities around the world. As a
practicing artist and designer, she has had
more than ten solo exhibitions, participated in
a dozen international group exhibitions, and
received more than twenty cultural and
research grants and awards. Kaja Tooming
Buchanan lives and works in the United States
and in China.



“We facilitate experiences, but we cannot design
experiences. That means we can change circumstances and
create prior conditions that enable people to form better
experiences.”

Experience Design is a complex concept in design since it deals with
systems of “reality” as well as with systems of “ideas.” When experience
is defined in a context of ideas, impressions, desires and passions, it is
usually characterized as immediate experience. When experience is
defined in a context of systems of “reality”, its meaning is more unclear,
since “reality” depends on its interpretations and on the perspective of
the interpreter (designer, user, customer or client). However, in both
cases it’s possible to lay out the direction of inquiry and the structure of
the system.

What gives identity to experience design as a concept is that it
integrates all of the design fields for a common purpose to facilitate
better experiences for people. The question is: Can experiences be
designed? We facilitate experiences, but we cannot design experiences.
That means we can change circumstances and create prior conditions
that enable people to form better experiences. Experience design as an
interdisciplinary practice, often deals with complex social and cultural
environments. It deals with the complexity of values that shape our
lives, environments where we live, and the ways of living and making
sense of the world.

In order to challenge old expectations and open up possibilities for new
experiences we need to have a deeper understanding of the lives and
values of human beings. Like emotions, experiences are in situations.
Creativity operates in the interpretation of experience and derives its
materials from places of invention and memory. The commonplaces
provide material for invention. These are the places for perception,
discovery and explanation of the unknown. New experiences are
developed against the background of former experiences where
existence is limited to the present moment, for what is past we say no
longer exists, and what is future does not yet exist. That is what makes
the designer’s task very difficult. Because here is the deciding
difference between knowing things and imagining things. Like
imagination, creativity is a transformative term from ‘things unknown to
things known,” and from ‘things known to things unknown.” Knowing
resonates well with Plato’s dialectical discussion about the search into
the nature of knowledge and his warning prediction “not to think they
know when they do not.” Experience is the source of principles,
revealed through the designer’s exploration of experience and the
unfolding of experience in all areas of human activity. Finally, designers
need to think as leaders in order to challenge old expectations and
open up possibilities for new experiences.
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Richard Buchanan

Chair Professor, D&I, Tongji University
Professor, Case Western Reserve University

Richard Buchanan is Professor of Design,
Management, and Information Systems at the
Weatherhead School of Management, Case
Western Reserve University. He is also Chair
Professor of Design Theory and Practice in the
College of Design and Innovation at Tongji
University. Before joining the Weatherhead
faculty in 2008, he served as Head of the
School of Design at Carnegie Mellon University
from 1992 until 2002 and from 2002 until 2008
as Director of Doctoral Studies. While at
Carnegie Mellon, he inaugurated Interaction
Design programs at the Masters and doctoral
level. He has worked on the redesign of the
Australian Taxation System, the restructuring
of products and information for the United
States Postal Service, and other consulting
activities. Buchanan is a widely published
author and speaker. He is an Editor of Design
Issues, the international journal of design
history, theory, and criticism published by the
M.I.T. Press. He served for two terms as
President of the Design Research Society, the
learned society of the design research
community based in the UK. He has a Ph.D.
from the University of Chicago, where he
studied with the philosopher Richard McKeon
in the Committee on the Analysis of Ideas and
the Study of Methods. He received an honorary
doctorate from the University of Montreal.



“Experience is one of the most abused terms in design
today. Recovering its deeper meaning will help restore the
dignity of design as a significant cultural art and guide us in
the search for principles in the new world we are making.”

We live in the wake of the revolution in culture that occurred at the
beginning of the 20th century. The revolution was a shift toward
experience, expression, and experimentation as the beginning point for
our efforts to understand and shape the world around us. It is no
coincidence that design, as we know it today, arose precisely at the
same time that the old categories and principles of the 19th century
were overturned by new principles of experience and expression. The
course of that revolution in human thought and action has not yet run
its course. Indeed, if anything, we are more deeply embroiled than ever
in the consequences of our turn toward experience and
experimentation, pushed and pulled forward by technology. Our
conference has deep connections with that original revolution. Yet, we
seem to have lost touch with the principles that give significance to
experience and dignity to design as a cultural art. To recover our
appreciation of principles, we should focus on the first principles of
design rather than on principles of methodology. We can begin by
understanding the diversity of first principles held in the design
community. That diversity is a sign of strength for the field rather than
a weakness. In the field of design, we are more interested in the
insights we may gain from different principles than arguing which
principle is most valid. Our focus is on the common experience before
us, not on the philosophies or ideologies that one or another of us hold.
The strength of design is its pluralism. We advance design thinking by
appreciating the differences of our approaches for what they reveal
about human experience and how we live our lives.
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Aric Chen

Curatorial Director 2019, Design Miami, USA
Professor, D&I, Tongji University

Aric Chen is a design and architecture curator
and writer based in Shanghai, where he is
Professor of Practice at the College of Design
& Innovation at Tongji University. In addition,
Chen currently serves as Curatorial Director for
the Design Miami/ and Design Miami/Basel
fairs; Curatorial Consultant to the Brooklyn
Museum; and Curator-at-Large for M+, the new
museum for visual culture under construction
in Hong Kong's West Kowloon Cultural District,
where from 2012-2018 he was that institution’s
first Lead Curator for Design and Architecture.
Prior to M+, Chen was the first Creative
Director of Beijing Design Week. Over the
years, he has organized dozens of projects and
exhibitions internationally, in addition to
serving on numerous juries, and as a curator or
curatorial advisor to the UABB Shenzhen
Biennale of Architecture\Urbanism, the
Cooper-Hewitt Design Triennale (New York),
and the Gwangju Design Biennale. Chen is the
author of Brazil Modern (Monacelli, 2016), and
has been a frequent contributor to The New
York Times, Wallpaper*, Architectural Record,
and numerous other publications.



"For me, there are no absolute principles in design--only
judgments to be made based on systems of values and
ethics.”

Perception and the Places of Memory and Invention or Shanghai, My
Third Space

As an introduction to Shanghai, this talk will offer some tentative
reflections on the city by the speaker, a relative newcomer, in the
context of “perception and the places of memory and invention.”
Touching on the conventional narrative of modern Shanghai—as one of
the five treaty ports forced open by the British after the First Opium
War (1839-1942); the cosmopolitan, early 20thcentury “Paris of the
East”; a Republican-era hotbed of dissent and the birthplace of the
Chinese Communist Party; and now, the financial and commercial
capital of post-reform China—the talk will draw upon the speaker’s
intermittent engagement with Shanghai over the past 12 years to
examine the city as a hybrid “third space” in a constant state of
becoming.

Seen through the lens of a single individual, Shanghai’s historical and
cultural layers thus begin to shift and reshuffle, reorganizing themselves
in subjective ways that reflect the narrator’s experience. In the
speaker’s case, Shanghai begins as a series of short encounters, in
which personal, family and national histories intertwine with each other
and, eventually, professional practice. Throughout, it is a transitory
place, but one that eventually becomes home.

21



22

Dennis Doordan

Professor, Former Associate Dean
Notre Dame University, USA

Trained originally as an architectural and
design historian, Dennis Doordan is now an
editor, design educator, critic and museum
consultant. Since 1986 Doordan has been
co-editor of Design Issues a journal devoted to
the history, theory, and criticism of design and
recognized as one of the leading academic
journals in its field. Doordan has published
books and articles on a wide variety of topics
dealing with modern and contemporary
architecture and design including political
design, the impact of new materials and the
evolution of exhibition design techniques. His
most recent publications focus on issues and
models for sustainable design. He has
delivered keynote talks on the topic of design
research at conferences in the UK, the USA
and the Republic of Korea. He is Professor
Emeritus at the University of Notre Dame
where he served as the Associate Dean for
Research and Scholarship in the School of
Architecture. Doordan has served as an
exhibition consultant and contributed catalog
essays for architecture and design exhibitions
organized by The Art Institute of Chicago, The
Carnegie Museum of Art in Pittsburgh, The
Guggenheim Museum in New York City, The
Los Angeles County Museum of Art and The
Toledo Art Museum.



"A thing is right when it tends to preserve the integrity,
stability and beauty of the biotic community. It is wrong
when it tends otherwise. "
Aldo Leopold (1966)

"| carefully observe the concrete appearance of the world,
and in my buildings | try to enhance what seems valuable,
to correct what is disturbing, and to create anew what we
feel is missing. "

Peter Zumthor (1988)

Thinking about the Past, Thinking in the Past

| am trained originally as a historian and | have always been interested
in the uses of a useable past. | propose to share aspects of a current
research project. In broad terms, | describe the research as a
contribution to the history of the English Arts and Crafts Movement in
the years following the First World War. More specifically, | am
interested in efforts to refocus the discussion of craft from craft as a
form of resistance to industrialism (the hand against the machine) to
craft as a model of making (doing well what is worth doing). The
subjects of my research explicitly grounded their concept of making in
terms of the medieval scholastic philosophy of Thomas Aquinas (1225-
1274) as interpreted by the French neo-Thomist philosopher Jacques
Maritain (1882-1973). Of potential relevance to our conference is the
way in which my subjects thought about the past, i.e. not as a
repository of forms, types and styles, nor as an alternative model for
the organization of creative enterprises. Instead they were interested in
1 how people in the past thought about the nature of the genesis of
form, 2) the distinction between doing and making and 3) the
relationship between the physical and metaphysical dimensions of
creative acts. Finally, the conference briefing document we received
includes the following statement: The premise of our conference is that
experience in its highest form is a principle of unity, wholeness, and
fulfillment for the human beings who participate in the products of
design. Because of the particular wisdom tradition my subjects turned
to in an effort to think through the cultural predicament they faced
there are implications for our discussion of what constituters unity,
wholeness and fulfillment.
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Glenn Edens

President
Art2Technology, USA

Glenn doesn’t just understand today’s
technology, he helped invent a lot of it. Few
people have witnessed as many successes and
failures in monetizing tech, and even fewer
have the wisdom to develop it right.

Glenn is one of the leading technology
researchers, entrepreneurs and strategists in
the world. He has led large science and
technology research groups whose inventions
have defined Silicon Valley’s tremendous
impact on the world, and has participated in
the highest echelons of global financial
investing and management in emerging
technologies. As HP’s Chief Scientist, he led
research projects at HP Labs. He led research
groups at the famed Palo Alto Research Center
(Xerox PARC), ran Sun Microsystems
Laboratories (SVP), as well as leading the
Communications, Media & Entertainment
Business Unit, led research at Interval
Research, and developed products with Steve
Jobs at Apple. As President of AT&T Strategic
Ventures, he managed over $2B in technology
investments. He was Chief Analyst for Paul
Allen’s investment portfolio. He’s created many
successful startups, including ground breaking
invention work in the wireless and cellular
world. As CEO and co-founder of WaveFrame,
he changed the film and music industries by
inventing the technology to digitize it (that
work won a Technical Oscar Award). He
changed the music industry by inventing the
first digital audio workstation (and was a
long-time consultant to Apple Records).

As co-founder of GRID Systems, he invented
and patented the first laptop (his design is in
the permanent collection of The Museum of
Modern Art). His career, from his early training
as an architect, is firmly rooted in design,
design thinking and the the ability of design to
change the world.



"The forces of finance and technology will have an ever
increasing impact on what we will experience as humans.
The experiences we create will either be sublimely enhanced
or dramatically limited by these forces. It is imperative the
Design Community grasp the fundamental nature of this.”

Beware the Suits, and the Hoodies

The forces of finance and technology will have a tremendous impact on
what we will experience as humans. These two forces are at the very
heart of how wealth and power manifests - and drive the behavior of
entrepreneurs, the titans of industry, and world leaders. The financially-
driven technological transformations that lie ahead in the next 50 years
are hard to grasp, difficult to imagine and nearly impossible to control.
But they will change almost everything, and therefore they will change
what we will experience and how we will experience it. Design faces
significant challenges if we fail to fully comprehend these powerful
forces.

The vectors of technology and finance (and their amplifier - strategy)
will have an even greater influence on design and either wildly expand
or severely limit the experiences we can create. | suggest that there is a
simple model for how these forces work, how they are entangled and
what Design must understand to continue to have the level of positive
impact we’ve seen over the last 50 years.

| will briefly explore the following questions:

- How do these dynamic forces work? Why are finance and
technology so powerful - what are the principles or foundational
mechanisms that power them?

+ What are the fundamental attributes of successful products and
services? Why do some ideas succeed and some fail, almost
independently of well crafted experience, perceived value or
great design?

- How can Design stay relevant? What is at the core of disruption
and how can designers utilize this knowledge to change the
system, generate more impact and preserve humanity?
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Tim Fife
Director, Founder
Tim Fife Consulting, USA

Tim has spent nearly two decades applying
human-centered design methods and
principles to the wicked problems of strategy
and innovation. From 2005 to 2018, he was
based out of Sydney, Australia as a Director of
Second Road, a strategic innovation
consultancy recently acquired by Accenture
Strategy. Over the years his work has taken
him across countries and industries, from
telecommunications in Japan to financial
services in Australia, and from the public
sector in the US to health services in Africa. His
work has typically focused on the application
of design to strategy, innovation, and
organizational engagement. He is a firm
believer that an organization, or even an
industry, can be approached as an object of
design in and of itself, and like all objects of
design, can be deliberately transformed, in the
words of Herb Simon, from “existing situations
into preferred ones” through the intelligent
application of design processes, methods, and
conversation. Tim also works as an Instructor
for the LUMA institute, a human-centered
design education company, which enables
corporate and public sector workers to
approach problems as designers would
approach them. Tim earned his Masters of
Design from Carnegie Mellon University in
Pittsburgh, Pennsylvania, USA in 2002.



Principles as Topics: Exploring if a design is Good, True, and
Beautiful?

Defining principles of design is the trickiest of businesses. What are the
guideposts we use to determine if we are designing well, particularly
when approaching wicked problems? Over the past 20 years as a
designer and strategist, | have found that principles are best
approached as topics—areas to be explored within the context of a
design problem, rather than rules to be systematically applied
regardless of the situation.

The trick is to find useful topics and know how to apply them as areas
for a dialectic. In my experience, one of the most universally applicable
models is the triad of the Good, the True and the Beautiful. Goodness
asks if the work we are doing is ethically proper and directed toward
the betterment of the human experience, Truth asks if what we are
pursuing is in accordance with what is known (particularly in light of
any specific design research we may have conducted and potentially
counter to any conventional wisdom we may have uncovered), and
Beauty explores the quality of the aesthetics of our design and how
they conform to the taste and sensibilities of the people whom our
design is meant to support.

When put into conversation, I’ve used these topics as testing questions
(‘Is this design Good, True, and Beautiful, in this context?’) and as
assumption-busting questions (‘How does this counter anything that
we previously thought we were doing well?”). Through the years, | have
also noticed the potential need to develop a dual-channel model of
Good, True, and Beautiful—one channel for the person or people who
directly experiences the design, and one for the organization,
institution, or system that must produce and/or maintain the design.
This stereoscopic view can create conflicts and contradictions, and it is
up to the design team to negotiate and resolve them. Hopefully, this
brief talk and the ensuing conversation will help us better explore what

can be considered a principle, and understand how they can be applied.

27



28

Tony Golsby-Smith

Founder and Executive Chairman
Second Road/Accenture, Australia

Dr Tony Golsby-Smith is the founder &
Executive Chairman of Second Road, a leading
strategic innovation consultancy that pioneers
the use of design thinking in solving complex
problems, building breakthrough value
propositions and helping organisations
transform during times of uncertainty.

He has worked in consulting for over 25 years
with a vast array of major organisations around
the world. He is a dynamic speaker who always
challenges, inspires and stretches audiences.
His major work consists of coaching and
guiding CEOs and executive boards to stretch
their thinking and take their organisations with
them. His message is that great leaders are
‘conversational leaders who engage people by
stories, and design leaders who shape futures,
rather than just managing the status quo.’

He is an Adjunct Professor at UTS Business
School in Sydney; a Fellow of the Batten
Institute at Darden Business School, University
of Virginia; and was the Nierenberg Visiting
Chair of Design at Carnegie Mellon University,
Pittsburgh in 1995. Some of his published
articles include “How Design offers Strategy a
new Toolkit” for the Journal of Business
Strategy, and “Fourth Order Design: a practical
perspective” for Design Issues.



“The world needs ‘design’ more than ever as the new
queen of arts and methods - but to claim that space we
need to recover the ‘final cause’ of design not merely its
‘material causes’ and doing this will entail developing a new
humanism for the technological age which will confront the
objectification of reality that the scientific worldview has
assumed.”

A week ago | had a long talk with the Chairman of one of Australia’s
largest banks. He said that they had invested in ‘customer experience’
design for years but as far as he could tell they had derived no benefit
at all. | told him my view as to why. ‘Customer service’ and ‘design has
become a commodity - a write by numbers task that is usually located
at lower levels in an organisation and is disconnected from strategy and
purpose. Too often the practices of ‘design thinking’ reduce Dewey’s
rich concept of ‘experience’ to steps and a ‘process’. Designers create
‘customer journey maps’, identify ‘pain points’ and then ‘brainstorm
solutions’ by throwing post-it notes on whiteboards. Hence the field of
design is just repeating the way Ramus commoditised rhetoric in the
16th century by turning it into procedures that a child could follow -
and arguably laid the seeds of the consulting industry whose high
leverage business model relies on simplifying thinking into reductionist
steps that can be delegated to juniors. Meanwhile three larger fields of
management are bankrupted and running out of ideas. Strategy,
Organisation and Systems are all trying to reinvent themselves but are
tethered by their heritage as ‘objective sciences’ not integrative arts.
The secret to reforming all three is to recover them as human systems
which lots of managers suspect but lack the methodology to make it
happen. Humanising strategy, organisation and systems must move
beyond the pragmatism of customers and markets, and into the higher
ground of ethics, purpose and value. Design thinking at the third and
fourth order can offer new mindsets and methods to help managers
and leaders think these problems through but to do that it needs more
than methods (as important as these are). It will fundamentally have to
discover the spirituality of design - which Richard Buchanan (“Rhetoric,
Humanism & Design”) raised as the core philosophy that the world of
design needs to address if it is become a source of revolution not just
another mercenary to advance industrial imperialism. It will have to
discover what Eliot meant when he wrote “I am moved by fancies, that
curl around these images and cling; the notion of something infinitely
gentle, infinitely suffering thing”.
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Regina Hanke

CEO, Partner
Lindgriin GmbH, Germany

Regina Hanke, M.A. started her design career
in 1995 after studying communication design
at Central Saint Martins College of Art and
Design in London. She initially worked with the
award winning design agency ‘The Partners’
where she learned about how good ideas can
generate a ‘Market Pull’. Not least due to her
experience as ,jobchef” designer at renowned
design agency MetaDesign, she gained insights
into processes and functions to lead personnel
in charge of Branding and Corporate Design
tasks for major international corporations.
Today, Regina is the strategic lead for Lindgrin
GmbH. Besides an array of clients stemming
mainly from non-profit organisation and health
care, she works with partners in medical
research universities and participates in
research projects. She is passionate about
strategic and behavioral design and continues
to foster design understanding across the
sectors. She was a member of the board for
the International Design Center in Berlin (IDZ)
from 2009 to 2013 and is a standing member
of the international Health Design Network. In
2017 she became a Member of the BDG e.V.
and recently joined different sections in the
head organisation of design associations in
Germany - the ,DesignTag’. Since 2019 she is
part of the ,Deutsche Kulturrat’ as member in
the ‘Committee for Europe and International’.



"Today, we have reached a point at which changing
framework conditions are coming to light. Different
“islands of development” have a concrete impact on our
understanding, our definition and our practice of design,
on how we conceive processes of change, how we develop
innovations, and on how we design experiences. This
development is starting to be visible in health care and will
question professional thinking silos.”

Re-Considering Experience Design

The design discipline ‘Experience Design’ with a human centered
approach is (currently) the design of an individual’s experience within a
given context. Experience Design is based on the individual's cognitive
abilities and motoric skKills, their desires and needs, values and attitude,
demographic aspects and cultural conditioning within a societal
context. Yet, a changing baseline for ‘experience’ is on the rise in
several ‘islands of development’. These ‘islands of development’ occur
in natural and life sciences, but also in humanities such as design and
will alter how we think, shape and understand experience.
Computational and technological developments like ‘Artificial
Intelligence’, ‘Embodied Sense of Self Scale’ as well as ‘Body
Remapping’ and others will be some of the drivers of this change. In the
field of psychological, cognitive, design, and communication sciences
the alignment of behavioural models around transformation or
manipulation (hopefully used with high ethical standards) of human
behaviour is progressing. Both developments are framed by
increasingly pressing global features, like antibiotic resistance or global
warming - where the individual is interlinked with a national societal
and global context instead of a self-referred, ego-centric thinking and
well-being. Experience Design, as a methodology, will further develop
to incorporate these diverse ‘islands of development’. This emerging
methodology will have to incorporate a broader view on machine/man
definitions and global, societal aspects. And it will transform design as
well as many other professions. ‘Experience’ as one possible design
task will have to be redefined. With this in mind, it is necessary to
abandon silo mentalities in various fields of expertise to ensure that
design will continue to be a player in most aspects of our society.
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lan Hargraves

Assistant Professor of Medicine
Mayo Clinic, USA

lan Hargraves is a designer, researcher, and an
Assistant Professor of Medicine working within
the Mayo Clinic in Rochester, Minnesota. He
works with a disciplinarily and culturally
diverse group of researchers that act on issues
in the experience of illness and its care. lan
studied industrial design at Victoria University
Wellington, New Zealand before completing a
Masters and Ph.D. in design at Carnegie Mellon
University. He advances a conception of design
as an art of care, and helps at the clinical level
to support the everyday design that happens
when patients and clinicians care together. At
the governmental level he has helped agencies
re-conceive the health care system as a system
of care.



"Experience is the reason for, not the output of, design,
medicine, and other arts of care. Forms of design and

medicine are arts in the ongoing re-creation of human lives,

living, experience. "

The devolution of the concept of experience is particularly apparent in
health care. It is commonly associated with the phrase “patient
experience” or “the patient experience”, something to which design is
often deployed to optimize. “Patient experience” refers to what health
care does to people while they are traveling within its walls. This
conception converts experience to an output rather than the reason for
medicine writ large. People seek health care because they are within an
experience of suffering. Experience is not what organizations do to
people; it is what they join in caring for people. When this is forgotten,
care becomes procedural not human or loving. The same is true of
design when we forget that human life and experience is the reason for
design, not its output.

Design, like medicine is an art of care. Intriguingly, a new medicine is
emergent—a medicine of re-creating life and lives rather than fighting
disease. Regenerative Medicine developed from the creative potential
of stem cells. While the cells capture the limelight, the art of this
medicine is in forming the environments in which life can re-new and
re-create itself. Whilst not yet recognized as such in Regenerative
Medicine, renewal and re-creation is a principle of cells and experience.
This opens possibility in the design of medicine. For example, we might
imagine fourth order palliative care as regenerative of lives broken by
iliness, as forming the environments in which the experience that is
people’s lives may be joined, integrated, fulfilled, and held in their
closing. The principles of this design/medicine and its occasions lie
within care for human life and living.
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Michael Hensel

Professor, Technical University in Vienna
Head, Digital Architecture and Planning

Dr. Michael U. Hensel is a practicing architect,
researcher and writer. He leads the practice
OCEAN Architecture | Environment together
with his partner Defne Sunguroglu Hensel. In
parallel he is Professor and head of the Digital
Architecture and Planning Department at the
Technical University in Vienna. His research
interests include questions of performance-
oriented architecture and how architecture can
be in the service of the natural environment. In
addition, he focuses on values, ethics and
principles that need to underlie current
architectural design, education and research to
meet increasingly complex questions
concerning cultural, social, and environmental
sustainability from a human and non-human
perspective. Hensel has authored and edited
numerous books, including Performance-
oriented Architecture (2013), Grounds and
Envelopes with Jeffrey Turko (2015), The
Changing Shape of Practice (2016) and The
Changing Shape of Architecture (2019) both
with Fredrik Nilsson. He is currently working on
a new book on architecture and environment
relations together with Defne Sunguroglu
Hensel.



"The ultimate problem for the profession is that of setting
out the possibilities and choices in building an
environment. Leslie Martin (1967) RIBA Journal May 1967
From: Peter Carolin and Trevor Dannat Eds. (1996)
Architecture, Education and Research - The Work of
Leslie Martin: Papers and Selected Articles. London:
Academy Editions. 118. "

The Rights to Ground as a critical Case of Need of Principles of
Design

The ultimate problem for the profession is that of setting out the
possibilities and choices in building an environment.

Leslie Martin (1967) RIBA Journal May 1967 From. Peter Carolin and

Trevor Dannat Eds. (1996) Architecture, Education and Research - The

Work of Leslie Martin: Papers and Selected Articles. London: Academy

Editions. 118.
Who has or shall have some sort of right to ground and what does it
imply? As such rights are inextricably related to experiences, what are
the consequences of increasingly right restricting developments? At a
time of rampant commodification can individual and collective rights to
ground and related experiences be upheld by way of design? Is it
inescapable that where construction reigns there can be no ground?
And with (unmodified) ground becoming sparse how might such rights
be approached from a non-human perspective that takes ecosystems
and other species into consideration? Are related experiences of value
and, if yes, how can apparent contradictions be resolved? Can
architecture be in the service of the natural environment and draw also
from locally specific cultural practices pertaining ground to make sense
in a given context? What are the principles that could underlie a
workable approach?

This presentation will address general aspects of the question of rights
to ground and examine a current design case that seeks to fulfil the
aspiration of coupling rights to ground with a larger environmental take
on linked questions of architecture, landscape architecture and urban
design. The selected case is an area in the Oslo fjord that is increasingly
under pressure of urban development and facing densification of the
type that usually brings with it the destruction of terrain and
commodification of ground, such that access to ground is rapidly
limited both for human and non-human actors. Is it in the remit of
architects and designers to propose alternatives to given and often
unsustainable developments, and if yes, is a commitment to formulating
principles part of such remit?
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Daniel Huppatz

Associate Professor, Swinburne University of Technology
Editorial Board Member, Journal of Design History

Daniel Huppatz is Associate Professor in the
Department of Architectural and Industrial
Design, Swinburne University, Melbourne,
Australia. He has been involved in design
education and research - specifically design
history and theory - for almost two decades. In
addition to teaching and research, Huppatz
has served as Head of Architecture, Head of
Interior Architecture, and other roles within
Swinburne’s Faculty of Design over the last ten
years. Prior to working at Swinburne, he was a
Professor of Design History at Pratt Institute in
Brooklyn, USA (2005-07). Huppatz’s research
interests encompass Asian, American and
Australian design and architecture, as well as
design and architectural theory. His books
include a four-volume edited collection,
Design: Critical and Primary Sources
(Bloomsbury, 2016), Modern Asian Design
(Bloomsbury, 2018) and Design: The Key
Concepts (Bloomsbury, 2019). Huppatz is
currently on the editorial board of the Journal
of Design History and an editorial advisor for
the Bloomsbury Design Library.



“Designed experiences are often celebrated as participatory
and interactive, yet they both enable and disable social
interactions and possibilities.”

The idea of “staging experiences”, promoted in Joseph Pine and James
Gilmore’s “Welcome to the Experience Economy” (1998), comprised
designing a coherent stage set, cues, uniforms and props to create an
engaging customer experience. Pine and Gilmore argued that a
carefully designed environment, scripted scenes and a curated
ambience could be as compelling and memorable as a theatrical or
cinematic experience. Such designed experiences in this sense spread
from theme parks and casinos across retail, tourism and services
industries in the 1990s and 2000s.

Starbucks, for example, achieved franchise success based on a
particular café experience. Customers, immersed in a casual, lounge-
type environment, participated in the pseudo-Italian language of
“grande” and “venti” and were made to feel personally welcome by the
use of their name (rather than “take a number”). Similarly, Apple
created stores that could immerse customers in a holistic and carefully
curated environment of products and scripted service strategies
delivered by technical “geniuses”. While successful, both experiences
soon became global and standardized, with little differentiation
between cultures, geographies or individual customers.

For designers and theorists, this realm of experience design presents
three fundamental issues to consider. First, experiences are subjective:
they rely on individual emotional responses, desires and memories, as
well as general cultural or historical references. Second, experiences
require the participation of consumers, either in terms of a willing
suspension of disbelief or a passive agreement to play along. Third, the
staging of experiences requires a new type of labor, either in the form
of hidden, backstage labor (both local and global) or the exposed,
emotional labor of staff required to perform and interact with
customers.
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Soojin Jun is an Associate professor in the
Graduate School of Communication and Arts,
and a director of Information and Interaction
Design Major at Techno-Art Division,
Underwood International College, at Yonsei
University, Seoul, Korea. Her research has been
published in Design Issues, Digital Creativity,
Human-Computer Interaction, International
Journal of Technology and Design, and other
peer-reviewed international conferences (DRS,
IASDR, DIS, HRI), and her design works have
been awarded at international design
competitions. Her research interests are design
and emotion, information visualization,
interaction design, user experience design,
design rhetoric, and interdisciplinary design
education. She holds a B.F.A in visual
communication design at Seoul National
University, Korea, and an M.Des. and a Ph.D. in
interaction design at Carnegie Mellon
University.
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"Looking to the principles of Bauhaus can help in
formulating strategies for present challenges and shaping
experiences of the next generation of designers.”

Learning from Bauhaus: Crafting a Social and Spiritual Community for
Design Education

In recent decades, complex social problems and rapid technological
developments have prompted an ongoing discussion on the substance
and purpose of design education. These new circumstances challenge
designers to consider not only the formal, technological, and
economical requirements of design, but also its social and cultural
impacts. With this in mind, how should design education prepare the
next generation of designers?

Looking to the history of twentieth-century design can be helpful in
formulating strategies for present challenges. Bauhaus is often
regarded as “the model of design education” because of its
revolutionary approach to art and design education and contributions
to its modern design and architecture. What distinguishes Bauhaus
from precedent art and design schools is its adoption of an “anti-
academic attitude.” In Bauhaus’ early years, adherence to tradition fell
to the wayside in favor of “practical education” that focused on training
students to adapt to the challenges of living in a postwar society. This
represented a significant deviation from most art and design
techniques at the time, which viewed artistic practices as entirely
separate from craftsmanship. Despite its postwar beginnings, Bauhaus’
key cornerstones - particularly the importance of community and
experimentation - are still relevant to design practice today.
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Design, Public Value and Society?

It is through ongoing communication that values and principles of a
society can be discussed, disputed, co-developed or declared.
Designing for people always involves communication (Moholy-Nagy
1944; Buchanan 1995). Designers themselves, in a range of different
approaches and with varying intentions, can be described in Richard
McKeon’s words (1957) as seeking to influence the conditions of
communication “for the purpose of moving from discussion, dispute
and controversy to generate new possible agreements and action”. Yet,
how designers go about addressing values and principles remains
opaque (Buchanan and Buchanan 2019). In this paper, | explore the
implications of the theories Richard McKeon has laid out in his paper
Communication, Truth and Society in the context of policy design.
Policy design is a key element in public sector and social innovation and
an area of design practice where values and principles have to be
addressed in order to generate new possibilities. The paper argues that
policy design can be conducted in form of a Deweyan (1938) inquiry
that is as a “controlled or directed transformation of an indeterminate
situation into one that is so determinate in its constituent distinctions
and relations as to convert the elements of the original situation into a
unified whole” by following McKeon’s approach who identified
communication - and with that design - as central to a functioning
society.
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“Dignity is not only the principle that should be considered
in the process, but also as the ends of service. Services
must be designed for the elevation of dignity and autonomy
in everyday life.”

Exploring Dignity as a Principle of Service Design

Humans design the artificial world to elevate dignity in everyday life.
Design philosopher Richard Buchanan states, “human-centered design
is fundamentally an affirmation of human dignity” as the “first principle
of design.” This is even more important in designing the experience of
services that we encounter in everyday life. Service is not a physical
artifact that we bring home; rather, it is the way we treat other people,
work together, and participate in a shared value system. At the same
time, service can be a conflict-ridden experience of which strangers
with diverse assumptions, background, and beliefs meet for the first
time and attempt to collaborate. Therefore, it is important to study the
principle of dignity in service. There is a need to pay attention not only
to dignity in the process of how people treat each other when
collaborating, but also dignity in the outcome since the goal of a service
is to enhance the dignity of the individual and society.

Today, dignity is often associated with universal human rights such as
equality and freedom. However, | want to take this opportunity to
explore diverse notions of dignity. For example, ancient society
emphasized dignity as a privilege earned by ownership, status, or
fulfillment of social duty. In contrast, philosopher Avishai Margalit
discusses decency as a civil attitude necessary for living together in
dignity without humiliating one another. Conversely, Philosopher
Emmanuel Kant argues that autonomy, the capability to act in
accordance to self-imposed rules, is the basis of dignity. Along with four
notions of dignity, | will present student works from Northeastern
University’s Experience Design class, where students formed four
teams to focus on the notions of dignity (entitlement, respectful
treatment, autonomy, and human rights) to design flight service
experiences. | will then introduce my projects that explore the principle
of service design by inquiring into dignity as autonomy.
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"By adopting an improvisation-based perspective, design
moves the behavior and the performance of things center
stage, taking inspiration from non-scripted forms of
interaction and embracing the unforeseen and unexpected as
constructive aspects of its production.”

THINGprovise!
Improvisation-Based Design for Life in Hybrid Cities

The nature of the built environment in today’'s hybrid cities has changed
radically. Vast networks of mobile and embedded devices that sense,
compute, and actuate can enable active as well as interactive behavior
that goes beyond planned and scripted routines and that is capable of
changing and adapting in a dynamic context and in real time. In my
presentation | draw a parallel between this dynamic and that of
improvisation in the performing arts. By expanding on earlier and
alternative models of interaction design | propose an improvisation-
based model for experience design in today’s hybrid cities. For design
to turn to improvisation today matters as it points towards a
constructive confrontation with notions of unpredictability, adaptation,
resilience, responsiveness, and emergence. Its Latin root “proviso”
indicates a condition attached to an agreement, a stipulation made
beforehand. Improvisation indicates that, which has not been agreed
upon or planned, and presents itself as unforeseen and unexpected.
Improvisation is often misunderstood as doing something in a makeshift
manner until a plan that was lost can be recovered. Instead, in the
context of the performing arts, improvisation refers to the playing in the
moment, a composing in the flow. More in general - and of particular
interest to the design domain - it is a process characterized by a
simultaneity of conception and action, where iterative and recursive
operations lead to the emergence of dynamic structures that continue
to feed into the action itself. To talk about improvisation means to
consider the notion of inventiveness, involving both elements of novelty
and repetition. Improvisation recasts unpredictability as critical mobility
and is fundamentally based on the openness of systems (social,
technical, etc.) and modalities of interaction that foster spaces for
initiative and agency. Adopting such a systems view of improvisation
helps in identifying a number of key positions that are recurrent in
different kinds of improvisation and that | propose as foundational
elements for an improvisation-based design model: (1) Design for
initiative ensures openness, (2) Awareness of time ensures the
relevance of actions, (3) Forms of action are understood in the making,
(4) Interactions themselves are other than expected. “The worth of
cities is determined by the number of places in them made over to
improvisation,” notes sociologist Siegfried Kracauer. An improvisation-
based perspective is a compelling way to better understand and
formulate interactions in the context of today’s hybrid cities. Design, in
this perspective, moves the behavior and the performance of things
center stage, taking inspiration from non-scripted forms of interaction
and embracing the unforeseen and unexpected as constructive aspects
of its production.
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“Experiences are how humans understand the world

and define their relationships between other people,
objects, places, activities, and their meanings. Simply put,
experiences lead to the creation of meanings.”

There is a tension that exists between two designs of the preferred
participant experience. On one hand, organizations seek to design
branded experiences for the customers and users. The intent of the
designed experience is for people to have an experience with the
communications, artifacts, services, complex systems, and
environments of the brand that results in people associating the unity
of the experience with the brand value (also often referred to as brand
essence, brand value, brand positioning, and value proposition).

On the other hand, an experience is actively being designed by the
participant in pursuit of achieving their goals. They intentionally, and at
times unintentionally, interact with means, such as communications,
artifacts, services, complex systems and environments, that contribute
to their progress towards, or regression away from, their goals. And
those choices lead to the experience designed by the participant. The
unity of the experience gives it its name, a meaning in the mind of the
participant that is crafted by the participant’s choices and the events of
the experience. As experience designers, how do we manage the
tension between the designed branded experience by organizations
and the experience designed by the participant?
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“Publishing has been held hostage by forces that are not in
sync with our values for far too long; how can we redesign
it to work better for the people it serves?”

The Future Of Publishing: The Knowledge Futures Group @ MIT

We expect important research to be more accessible, reproducible, and
reusable. We expect that structure of information to align with the
functionality of the web, expanding publishing from a closed, opaque
workflow into a more transparent and community-driven one. We
expect to see richer representations of authorship and provenance -
that is, new ways of gauging the legitimacy of information we consume.
In short, we are far from the harnessing the web’s potential to
accelerate discovery. Core to this problem is that universities had
abdicated control over our knowledge ecosystems. At the MIT Press
and MIT Media Lab we are building systems and practices via our
Knowledge Futures Group to bring that increasingly unfree market
space back to the academy and away from commercial companies and
other corrupting forces (such as the current anti-science political
climate). What are the kinds of change in the design of publishing, in
peer review, in how we assign credit for scholarly work through
publication, all the way to a new distributed graph database of public
knowledge, that we need to create. Let’s break publishing down and
rebuild it in our yard, not theirs.
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"To learn and create, for a meaningful life and a better
world."

Experience, Design and Sustainability

Humanity is facing the very real possibility that our planet will become
uninhabitable. Environmental issues arise from daily life that everybody
senses. However, sustainability as a normative vision has failed so far
due to many reasons, among which the gap between the dynamics of
systems on the macro level and people’s daily experiences on the micro
level is a most critical barrier that prevents people from collectively
taking actions. Design—especially experience design thinking—
nonetheless provides a new path that is possible to bridge the gap. The
dominant experience design approach today focuses on the idea of
satisfying people’s desires and meeting their needs by paying attention
to individuals’ activities and aspirations within a somewhat limited
system. As we come to understand the environmental crises we are
now facing, we must additionally consider how to encourage a new
experience design culture, which aims at the restorative, collective
behavioral changes towards a more sustainable future. For instance,
using experience design to intensify communication, engage multiple
levels of actors, consolidate personal and social connections, reinforce
systems feedback, and facilitate group consensus in an interactive
human/natural/artificial/cyber system—can be the promising new
design agendas.
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Time Matters: Some thoughts on time and futures in (experience)
design

One way of conceptualizing experience is in terms of time. Indeed,
‘designing time’ was the tagline of the master’s program in Experience
Design that started up in 2008 at Konstfack in Sweden, which took a
cue from my doctoral research that had been published the previous
year. Beyond the two- and three-dimensional preoccupations of
graphic and product design, my doctorate was prompted by the
temporality inherent in the design of interactive artifacts, environments
and systems. Thus, alongside the temporality of real-time, human-scale,
lived experience, | explored other notions and implications of
temporality in design. For example, designers are inventing, crafting
and programming materials at the scales and speeds of ‘atoms and
bits.” While this is explicit and intentional in cutting-edge
transdisciplinary project collaboration between the sciences and
design, artisans and architects have long known and manipulated the
temporal properties of materials, structures and landscapes. Thus, |
have speculated on ‘temporal form’ as a general design issue, including
but also beyond direct sensory perception and lived experience.

My work continues to explore temporality in design. Ideas about the
future (‘futurity’), for example, has been a concern in my more recent
work in collaboration with futures researchers, spatial and social
planners, sustainability and feminist scholars. In planning and policy,
designed images and scenarios of the future are commonly used to
‘give form’ to futures for purposes of persuasion or education. More
generally, futurity might be argued as central to design. Beyond
‘formgiving’, design has been conceived as a discipline even
fundamentally concerned with change, whether conceived of as
‘transformation,” ‘innovation,” ‘speculation,” or ‘world-making.’
Assumptions about the future are always bound up in these
conceptions. In design for sustainability, for example, there are specific
(and sometimes competing or conflicting) ideas about progress,
priorities and preferred futures. Design for sustainability, like design in
general, produces designed images, plans and policies embody ideas
that affect experiences and realities to come. Thus, | practice and argue
for research that interrogates design in terms of temporality and
futurity. Beyond ‘formgiving’, (experience) design includes
consideration of change in and over time, or what | might call ‘temporal
form’. In formgiving and temporal form, change and futures of
experience are implied - and potentially directed - by design.
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Experience is certainly a key consideration in design praxis and
discourse across diverse contexts around the world. The question |
hope to interrogate is: "Are there any unique/context-specific issues
that influence the perception and adoption of Experience and Principles
of Design from a majority world perspective?”

In my quest to advance a more nuanced understanding of design in
what | wish to refer to as "majority world contexts” (where 90% of
humanity resides), | often encounter challenges relating to the value of
design to socio-cultural, socioeconomic and geopolitical aspirations.
Consequently, | have (and still am) wrestling the the axiological
imperatives of making the Principles of Design in general, and
Experience in particular more accessible, and arguably more relevant to
so-called [industrially] developing contexts.

| look forward to learning from the experiences of my colleagues as |
share my own reflections on the same...
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“A deeper articulation of principles in design is long
overdue. As designers, we become part of teams that

are designing experiences within systemic challenges

in healthcare, law, and government. We are feeling the
urgency to act responsibly and with ethics. Looking forward
to the conversations and a real-time design inquiry!”

Four Principles of Experiences: A Probable Landscape of Principles in
Design

“The Universe is made of stories, not of atoms.”

-Muriel Rukeyser
Designers face daunting challenges regarding principles as they begin
designing systems. | argue that the way to revive and define new
principles of design lies in our ability to situate collective human
experience at the center. We can articulate four principles of
experiences: Principles of the Human Body, Principles of the Human
Psyche, Principles of Social Interactions, and Principles of Stories.
Designers fall short in the latter two. | will explain these principles with
personal stories.

One of my first encounters with a design principle was the Vitruvian
Man in the design school. Reflecting back on the Proportions of Man,
the human body was the underlying principle. Having shaped by the
discourses of Bauhaus, | was dumbstruck when | first saw Starck’s Juicy
Juicer. The product was talking to me at a different level and referring
to the principles of the human psyche. Biases, behavior models, and
emotions were new additions to my design principles.

In the very early days when | moved to the States, what struck me most
was the social interactions. They were manifestations of the norms and
the values that were originated in the culture (group, national identity,
world view) When collective experiences like culture are defining
principles, the designer’s role expands from a mere doer to a wise
facilitator--of values and norms. There’s even a higher level to the
collective experiences. In one of the visits to my home country, | went
to see a “Sema Ceremony”, which tells the story of the believer and the
Universe through dance. While dervishes were whirling together, they
were representing the planets in a solar system. The experience was
transcendental and driven by the principles of an origin story. Origin
stories give direction and elevate collective experiences. They help
people define and redefine their social interactions with the systems.

In parallel with the shift from products and services to systems, we are
facing a conundrum in principles. Designers are good at the principles
of the human body and human psyche, however, they don’t know where
to start when it comes to the principles of collective human
experiences. Designers need to better equip themselves with the
Principles of Social Interactions and Stories. They need to revive the
values, norms, and origin stories. When the existing ones fall short, they
need to create new ones.
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"The design of self-driving cars opens up a space for ethical
inquiry rethinking theories such as literal readings of trolley
experiments and acceptance of the principles they appear to
uphold. Sophisticated and nuanced ethical analyses of what is
at stake in the design and implementation of self-driving cars
give us an opportunity to rethink mobility and the instrumental
and cultural values we assign to cars. No doubt there is much
that is unknown. What is sure, however, is that succumbing to
algorithmic morality in the name of increased safety would be a
grand failure of both our ethical and technical imagination.”

Uncertainty and Possibility: The Unsettling Work of Principles.

Uncertainty is commonly regarded as a negative attribute of (design)
situations. Uncertainty entails the co-existence of competing values
and contradictory data. Uncertainty implies messiness and is often
associated with anxiety. There is a tendency in design theory and
research to look for ways of moving away from uncertainty. Think for
example of the seemingly endless quest to pin down the design process
into a neat set of steps or all various forms of ethical and procedural
check boxes that promise to render design predictable, compliant, or
both. Paradoxically, however, these efforts are at odds with some of the
central ethos of design. Compliance is by no means one and the same
as critical engagement. Predictability is far from creativity. Nonetheless,
much of research efforts in design is antithetical to its central ethos in
ways that prevent it from framing, reframing, and addressing problems
meaningfully and justly.

For my contribution, | will put forward that a systematic engagement
with the plurality of principles is necessary for departure from dominant
framings of design problems toward a productive uncertainty that
shapes new lines of practical and theoretical inquiry commensurate
with emerging circumstances. More specifically, | will build on the idea
of principles as hypotheses (JafariNaimi et al. 2015) that can transform
seemingly settled situations of practice into unsettled ones, key to the
formation of what John Dewey refers to as the antecedent of inquiry. In
doing so, we move away from the dominant view of ethics and politics
as mechanisms that reign the powers of design to limit its capacities
but rather as the central hallmarks of design that open and expand the
realm of possibility. Understood as such, we can begin to see how the
plurality of principles permeate and shape every aspect of perception
and experience as described in the description of conference themes. |
substantiated this argument through the example of self-driving cars
and the future of “smart” cities as dominated by big tech narratives.
Together, moving away from a quest for certainty coupled with the
understanding of principles as hypotheses, | would argue, is necessary
for design practice and design products to advance social and
relational justice.
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firm, Cheskin Added Value where he built a
successful organization renowned for
delivering proprietary insights and go-to-
market strategies for the world’s top
corporations. He is a leader in the professional
practices of Design Management, created
systems for managing customer experience
and design development for the largest
companies in the world, and managed global
programs in experience design, industrial
design, branding, corporate identity,
packaging, architecture, and interaction
design. He has served as Vice Chairman of the
Design Management Institute. He is co-author
of Making Meaning: How Successful Businesses
Build Meaningful Customer Experiences, and
he has taught Human-centered Design for
thousands of executives on five continents.



Mind the Gap

The practice of Design has never been more visible and appreciated.
Design’s visible commercial successes are helping drive innovation.
Design Thinking is being widely embraced. Our field is broadening,
deepening, becoming more accessible, and being democratized.
Human-centered design is being deployed at scale to help create
experiences that serve human beings. Top designers are being paid top
dollar, design oriented firms are selling for millions. For those of us who
have dedicated ourselves to advocating for Design for several decades,
there is a temptation to declare victory and head to the bar. But the
power to influence human experience is now actually shifting away
from Designers. While technology has created both opportunities and
significant challenges for experience design, we have righteously
claimed that Design is the discipline that can and will humanize
technology’s negative and invasive effects on modern life. But in our
prideful excitement and optimism, our community is missing something
important. The emergence of Artificial Intelligence and Machine
Learning technologies and their application by software engineering
into large, highly complex and interconnected intelligent systems are
beginning to eclipse the impact of Design. We inhabit a world of these
embedded intelligent systems. Our experiences will be increasingly
determined by how these Al-powered systems interact with us, or how
well they serve us, or even if they serve us versus the interests of
others. In this emerging new era, Designers and our design practices
are not prepared to deal with these shifts.

Designing new worlds. Designers are not prepared to design
experiences within complex Al and ML-influenced systems. The
pervasiveness of these systems means we are shaping experiences
within new worlds.

Designing new life forms. The objects and environments we will be
designing will have many of the characteristics of life. They will be, in
essence, “living.” New complex systems will be filled with man-made
life forms. Our artifacts and environments will have their own sense of
agency and purpose that we might not directly control.

Designing Algorithms. They are the new design tools that drive
intelligent systems and they will have an increasingly dominant impact
on human experience. If Designers seek to design experiences that
matter the most, they must learn the relevant technical tools and
processes to collaborate with software engineers.

Designing with Al-based design tools. Generative Design systems are
emerging. The traditional work of developing solutions will be mostly
handled by computers. The designer's role will be more curatorial,
which demands new training and skills.

Designing with power. Bringing Design sensibilities and “experience
design advocacy” to the new technologies to influence the emergence
of history from a position of power.

| will share my ideas on what designers and educational institutions
should do to address these gaps and thrive in this new world.

61



62

Xiangyang Xin

Founder, XXY Innovation
Professor, Pro-Rector, Dean of Graduate School
City University of Macau

Xiangyang Xin, founder of XXY Innovation,
adjunction professor at Sichuan Academy of
Fine Arts, Macau University of Science and
Technology and Jiangnan University. Xin holds
a PhD in Design from Carnegie Mellon
University, and is regarded as a leading scholar
and practitioner in China in emerging areas
such as interaction, experience, service design
and design strategies. He looks at how design
contributes to transformations of both
individual lives and organizations.



"Individual lives and organizations can be subject of design,
rather than contexts for designing.”

From Contexts to Contents

For many years, design has contributed to and has mastered in the
effort of bring better lives to people; however, there isn’t enough
discussions on what a life process is and how it may be changed. While
experiencing life through interactions with symbols, objects, service
and environments, people recognize and memorize moments as
experiences, grow through those experiences, and find meanings of
their lives. Thus, lives have been changed.

People live in group lives. As said by George Nelson, “one of the most
significant facts of our time is the predominance of the organization.
Quite possibly it is the most significant. In this conditioning process,
few escape its influence.” Even though life is complex to be understood,
organizations, outcomes of design as well, provide us good
opportunities to understand environments of individuals’ lives and
conditions for social engagement.

Often times, individual lives and organizations are considered contexts
for product and service orientation or judgement. With examples of real
life projects, this presentation tries to illustrate possibilities of live and
organization as contents, rather contexts of change.
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YU Zheng

Executive Director/Design Director,
BOKEH VISUAL Digital Media Creative Design Studio

YU Zheng is a cross-border designer in the
field of digital media art. He has been working
on integrating digital media technology and
audio-visual design into practical exploration
activities in various industries, such as
exhibitions, performances and sports. He is
currently the Executive Director and Design
Director of the Bokeh Visual Digital Media
Design Studio and an Adjunct Lecturer at the
Tongji D&I Institute.



“Design for better communication experience and idea
spreading.”

Over time, the definition of some things has changed, and quite a few
things have not, but because of the transformation of time and space
dimensions, their concepts have been weakened, dispersed, and even
misunderstood. Just like the two examples | am going to mention:
artifacts and musicals. These two seemingly irrelevant things face
similar experiences in China: their audience is considered to be "minor”
and it seems that only professional audiences can appreciate it.

Appreciation of artifacts certainly requires the audience to have a
certain cultural educational. However, because of the gap “time
dimension” between the artifacts and most of the audience, we have to
explore how to use today’s design vocabulary to communicate and tell
the interesting stories behind the artifacts, rather than let them lie in
the window of the museum safely and quietly.

Those who watch musicals must also love music, but because of the
"distance dimension”, this artistic expression from the West is often
mistaken for opera. In fact, it does not require the audience to
understand the difference between aria and recitative. What is needed
is to use the song, dance, and audio-visual experience that conforms to
the regional aesthetic habits to lead the audience into the theater.
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