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THE UNIVERSITY OF

NEWCASTLE

AUSTRALIA

Dear Delegates, Colleagues and Friends,
G’ Day and Welcome!

It is my pleasure as chair of the organising committee for the College of Human and Social
Futures, at the University of Newcastle, NSW, to welcome you to the Sixteenth International
Conference on Design Principles and Practices.

This year's event will be hosted through various digital media formats, taking place between
the 19th and 21 January 2022. The overarching theme is “Back to Life" this is a defiant call to
action in the face of the ongoing global challenges. Our role as creative academics is to solve
problems, find new insights and work for a better future. History shows that we get better
outcomes when we share knowledge and work together. At this conference, | know we will
engage in a spirit of respect, curiosity and excitement. In my experience, these have become
the hallmarks of Common Ground conferences. This conference is an opportunity for our
globally connected network of disciples to engage in the exquisite intellectual and cultural
collisions that will help to refresh our cultures and our research.

Therefore, | wish you all a wonderful and rewarding conference, please take part in as many
things as you can. | look forward to reading the final papers.

Best Wishes,
Mario

Honorary Professor Mario Minichiello Ph.D, BA Hon's
https://fastlab soci.org.au/
Co-Director of FASTlab International Research and Development Centre,

College of Human and Social Futures,Visiting Professor Birmingham Women'’s and Children’s Hospital Birmingham UK.
The University of Newcastle
Hunter St & Auckland St, Newcastle NSW 2300 (Until March 2022)Cambridge UK office from April 2022.

| acknowledge and respect the Awabakal and Worimi People, the traditional custodians of the land on which | live and
work.This was, is and always will be Aboriginal land. I'm proud to support our dedicated and talented students and
researchers through payroll giving.


https://protect-au.mimecast.com/s/kzXeCE8wyjTBryGOhNBX-1?domain=fastlab.soci.org.au/
http://www.newcastle.edu.au/community-and-alumni/give-to-uon/how-to-give/staff-giving

SAPIENZA

UNIVERSITA DI ROMA

Dear Conference Attendees,
Welcome to Newcastle, Australia, and welcome online!

We hope you will enjoy the coming three days of debate, presentations, and plenaries that will
bring together academics, professionals, researchers, and practitioners to explore the present
and the future of Design around the world.

The Sixteenth Conference on Design Principles and Practices wants to prompt reflection on
how we might get “back to life”. With the repeated delay of “normalization” of the healthcare
situation, it becomes increasingly obvious that we cannot expect returning to business as usual.
The material spaces of life have been permanently altered and some shifted to entirely virtual
ones. Design seems particularly crucial in times when the nature and meaning of everyday
activities (and things) are being redefined, therefore desirable visions of future living are
necessary.
T
his conference aims to explore how design can contribute this scenario, with its multitude of
creative practices at different levels, from micro-innovations to overarching systemic
approaches and even speculative visionary attitude. However, current conceptual tools we have
may not adequately meet the challenges we currently face, nor those on the near horizon. We
are asking to our keynotes, scholars, academics and professionals to open the conversation on
Design'’s ability to enable a widely felt new, sustainable balance of human (and non-human)
wellbeing.

+ Where do we source vision in principles of design?

o How do we formulate new kinds of purpose in our practices?

o What are the social narratives that these questions flow within?

« How do we contest, or provide alternatives for returning or reimagining culture, community,

human behavior, and the future of work?

This conference is hosted by The University of Newcastle (Australia), in particular, its School of
Humanities, Creative Industries, and Social Sciences, which offers a diverse range of teaching
and research that contributes to the understanding of global peoples, societies, histories, and
cultures. Such a combination of knowledge is particularly relevant to the conference’s aim of
seeking future visions in a rapidly shifting social landscape all across the globe. The new School
brings together a range of discipline areas from the humanities and social sciences to the
creative fields. Its creative staff includes animators, communicators, musicians, performers,
artists, and designers. Such diversity helps deliver innovative experiences across both
established and emerging fields such as creative writing, design, filmmaking, animation, music,
journalism, performance, games design, and artmaking. The School also offers music
production suites, performing arts and visual communication spaces, and cutting-edge design
and creative arts facilities.



we hope you will enjoy the selection of leading Australian and international thinkers who will be
the Plenary Speakers of the conference.

Aiming to find lasting pathways for multidisciplinary collegial thinking and research, the starting
talk will be Creativity as Process by Mario Minichiello (Professor of Design and Director of
FASTlab: Future Arts Science and Technologies Laboratory) and John Aitken (Distinguished
Emeritus Professor, School of Environmental and Life Sciences, The University of Newcastle,
Australia).

On Day Two, the live plenary session will be held by Paul Egglestone (Head of School of
Creative Industries, University of Newcastle, Australia), whose work brings together makers,
communities, and technology spans almost two decades and is recognized nationally and
internationally.

Another, asynchronous plenary talk of Day Two is by Sue Anne Ware (Head of School and
Dean of Built Environment, School of Architecture and Built Environment, University of
Newcastle, Australia), whose design research practice explores physical catalysts for social and
political change or more simply, design activism.

Finally, on Day Three you can attend the plenary of Brandon Gien, CEO of Good Design
Australia, Chair of the Australian Good Design Awards, and Deputy Chair of the Australian
Design Council. He has spent the past 25 years passionately advocating for the value of good
design to improve our social, economic, cultural, and environmental quality of life.

The conference will be enriched with further live plenary events, such as the Seeking Vision -
Online Exhibition Launch on the Pre-Conference day; then a Book Launch of The Elephant's
Leg by Craig Hight and Mario Minichiello on Day One; on Day Two we will have Innovation
Showcase: Less (Bad) Design: A Toolkit for Uncovering the Unintended Consequences of
Design Solutions by Matthew Manos (Assistant Professor of Design at the University of
Southern California, and the Associate Director of Special Projects at the lovine and Young
Academy); finally the conference will end on Day Three with the Online Closing Talking Circle
on.

Due to the ongoing situation, the main venue of the conference will be, once again, virtual, but
we are sure that you will appreciate the Conference Microsite. We encourage you not only to
attend live and asynchronous events but also to engage in an interaction with the authors on
the discussion forums, as these interactions are the heart of the conference-going experience.
We also wish that at least some members of the online audience may visit the Newcastle
campus in the future and look forward to meeting you face-to-face at future conferences.

Loredana Di Lucchio, Lorenzo Imbesi
Research Network Chairs



@COMMON GROUND

Dear Conference Delegates,

From wherever you've come, in which way your participating, welcome to the Sixteenth International Conference on
Design Principles & Practices. | am grateful to all of you for sharing your work at this conference.

For over 30 years, Common Ground has invested in developing technologies that seek to break down barriers of
access in scholarly communication. In each phase, we've built spaces to support interdisciplinary dialogue, before such
approaches were in vogue; connected international voices when disciplines were too often isolated in national silos;
and supported an agenda of access and equality, by offering pathways and opportunities for diverse voices. We now
propose another kind of intervention -- to build a scholarly communication infrastructure for a blended future. Our
blended model seeks to transcend physical boundaries by offering a space to extend in-person conference content
online while ensuring online-only delegates are afforded equal participatory and experiential spaces within the platform.
At the same time, the model offers participants a legacy resource to which they can return, with access to a social

space where fellow participants can keep connected long after the conference ends.

But for us “blended” is more than an approach to technology. We're using this conceptual filter to consider our mission:
e Blended disciplines as an approach to interdisciplinary research practices
o Blended affinities as a way to approach a shared politics for paradigms of recognition and redistribution
e Blended voices as a way to consider where research happens in and outside of academia
e Blended ideas as the common ground for a new sense of civics

We're also committed to being industry leaders. In 2021 we became a signatory to the United Nations Sustainable
Development Goals Publishers Compact. Launched in collaboration with the International Publishers Association, the
compact “features 10 action points that publishers, publishing associations, and others can commit to undertaking in
order to accelerate progress to achieve the Sustainable Development Goals (SDGs) by 2030. Signatories aspire to
develop sustainable practices and act as champions of the SDGs, publishing books and journals that will help inform,

develop and inspire action in that direction.

Alongside becoming a signatory to the UN Sustainability Publishers Compact. | had the honor of leading Common
Ground Research Networks delegation to COP26 in Glasgow late last year. We are measuring current emissions in all
aspects of what we do to identify areas where emissions can be reduced. And we're committing to long-term science-
based Net-Zero targets for our operations. We'll be sharing a report of our activities and progress annually, so watch

this space.

| thank our partners and colleagues who have helped organize and produce this meeting with great dedication and

expertise.

Warm Regards,

(.

Dr. Phillip Kalantzis Cope
Chief Social Scientist, Common Ground Research Networks
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Scope & Concerns

Founded in 2007, the Design Principles & Practices Research Network offers an interdisciplinary
forum to explore the meaning and purpose of design. In professional and disciplinary terms, the
network traverses a broad sweep to construct a trans-disciplinary dialogue, which encompasses
a wide array of design paradigms and practices. We move between theoretical reflection on the
nature of design and case studies of design practice, and from research-based perspectives to
the experience-based perspectives of design insiders. Our aim is to build an epistemic
community where we can make linkages across disciplinary, geographic, and cultural boundaries.

Practices

No longer the technical expert, the heroic aesthete, or the inspired individual of our earlier modern past, the
contemporary designer draws upon dispersed sources of creativity and innovation. Collaboration, today, is critical. For
design practitioners, a central paradox of our times is the increasing specialization, on the one hand, but on the other, the
need for more broad-ranging and holistic integration of design tasks, working between and across design disciplines.
Design is becoming an ever-more social, indeed sociable process.

The imperative to collaborate, moreover, extends well beyond the domain of professional interaction and working in
design teams. It also extends to the relationship with the users, clients, and consumers of design. Designers today need
to build deeply collaborative relationships with their ‘public.’ Participatory design and user-centered design are just two
key phrases that capture the spirit of this imperative.

Broadly speaking, the balance of design agency is shifting from the all-knowing "designer” who creates things that are
good for passively grateful consumers, to a dialogue that involves more careful and systematic processes of user
consultation, research, co-design, testing, evaluation, and continuous redesign. The emerging design democracy turns the
designer into a conversationalist, facilitator, mentor, and pedagogue. As a consequence, the legacy self-understanding of
the designer as artist, technocrat, and expert is thrown into question. The new politics of design plays through tensions
between historical roles and contemporary expectations. Along the way, what's lost and what's gained? What is inherently
difficult about the new designer-user relations, and what is intrinsically liberating?

As soon as the balance of agency shifts, a polymorphous, polyvalent social world presents itself. 'Any color you like, as
long as it's black,’ said the heroic Henry Ford, who conveniently assumed that every consumer in his mass-market had
identical needs and interests. But as soon as you start talking niche markets, usability and customization, you discover
diversity in an ever more dazzling range of hues and shades—local and global, of different abilities and disabilities, of ages
and cultures and genders and affinities. The paradox of today's design democracy is that designing for everybody means
designing for many different interests and uses.

Then there are some new lines of social insistence: that designers work to objectives of sustainability, access, safety, and
the social good. These are matters of increasingly intricate regulation and compliance. Or, if you will internalize these
insistences, they become matters of self-regulating professional ethics.

These are some of the things that are, quite simply, changing the job of being an architect, urban planner, industrial

designer, engineer, visual designer, web designer, knowledge manager, communications or media designer, fashion
designer, usability researcher, or instructional designer - to name just a few of the design vocations.

11



Scope & Concerns

Modalities

The result is a new "multimodality” and "synesthesia.” Design conceptualization requires that designers move between
modalities of language, image, sound, space, touch, and gesture. The meaning of their design might be articulated one
way, then another, or all at one time in a deeply integrated process of synesthesia.

Designers need to be able to 'do’ a multimodal professional design discourse. They must speak and write their way
through complex collaborations with co-designers and interactions with users. They need to be able to 'do’ visualization
as they explore design alternatives through mental images and picture their visions into reality. They need to be able to
represent spatial realities, prefiguring the three-dimensional through the two-dimensional and turning plans into tactile
artifacts, manipulable objects, architectural spaces, and navigable landscapes. The new, digital media provide newly
flexible and accessible tools for multimodal and synaesthetic thinking. Today's media inventions have become the
mothers of design necessity.

Such innovation is not merely for innovation's sake. It is also for the most practical of reasons. There is an increasing need
to document for planning and project management, regulation and compliance, risk assessment and risk management,
and project specification and contractual clarity.

Principles

The word "design” has this fortuitous double meaning, simultaneously describing the intrinsic structure and the willful act
of making. Design is at once morphology and construction.

Morphology: design is inherent, whether its sources be organic, unconscious, common sense, or the carefully deliberate
product of the professional work of the designer. Design, in this sense, is structure, form, and function.

Construction: design is also an "act,” a manifestation of agency, a process of transformation. The narrative of design runs
like this: take the available designs in the world, inherent to found objects, architectures, landscapes, processes, human
relationships, cultures. Then engage in the act of designing, or rework and re-voice these designs. This is never just a
business of reproduction and replication. It always involves an injection of the designer's social interests and cultural
experiences—their subjectivity and identity, no less. The residue, as the narrative draws to a momentary close, is the world
transformed, no matter in how small a way. But the world is never quite the same again, and the redesigned is returned to
the world. Design agency traces of transformation that join the repertoire of available designs—new openings to new
design narratives.

Such a view contrasts with prior understandings of design in which designers were passive recipients of expert routines.
Their apprenticeship into professional practice had led them to learn to reproduce received, sanctioned, and authoritative
design forms. This may have been appropriate for a world that set store on stability and uniformity.

But today's world is a place of change and diversity. Designing, in a dynamic, transformative sense, can be enabling, even

emancipatory. It is a process of changing the world.

Visit: designprinciplesandpractices.com/about/scope-concerns

12



Themes & Tensions

Design Education
On learning to become a designer.

Living Tensions:
e Design Thinking - cognitive modes and learning styles
e Problem Solving - recognition procedures, hypothesis development, reasoning processes, solution testing
o Residues - learning from our historical and contemporary design experiences
e Innovation and Creativity - meanings in theory and practice
e Cases - empirical studies of design practices
o Professional Stances - acquiring the designer’s skills, capacities, and attitudes
e Methods of Observation - frames of interpretation and criteria for assessment of design
o High and Low Theory - the everyday and theorizing the empirical
e Conceiving Design - complexity, heterogeneity, and holism
o Design Pedagogies - teaching and learning in the design professions
e Educational Designs -teacher as an instructional designer
e Points of Comparison - precedent, analogy, and metaphor in the design process

Design in Society
On the social sources of design and the social effects of design.

Living Tensions:
e Design in Social Policy - planning and politics
e Health and Safety - public welfare in design practice
o Design as Business - Markets for design and designing for markets
e Human Systems and Cultural Processes - globalization and the design professions
o Design Without Designers - everyday, amateur, organic and living designs
o Design for Diversity - culture, gender, and sexual orientation
o Design Politics - making technologies, spaces and institutions more responsive to human needs
e The ends of Design - pragmatic, aesthetic, and emancipatory
e The Humanistic and Technological -tensions and synergies
e Values, Culture and Knowledge Systems - the role of perspective, subjectivity, and identity
e Cross-cultural Encounters - working on diverse and global design teams
o Niche Markets - working with diverse clients and users

Designed Objects

On the nature and form of the objects of design.

Living Tensions:
e People and Artifacts - exploring uses and usability
e Design Narratives - stories and sense making in the design process
e Cultural Studies - difference, diversity, and multiculturalism in design
e Embodied and Disembodied - ethnographies of design
e Material and Immaterial - mediating ideas and materials
o Function and From - the politics of Industrial design
e Sociology of Design - decorative arts, folk movements, and communities of practice
o Science and Technology in Design - critical analysis of techno-determinism
e Media Ecologies and Object Orientation - designed artifacts and processes as learning experiences
o Co-designed Process and Objects - designing with users and communities
o Close to Customers - design as dialogue
o Universal Design and Access - measuring participatory design systems

13



On representation using mediums of the visual communication.

Living Tensions:
e Media and Mediation - singular and universal visual grammars
o Viewpoint, Perspective, Interest - designer as agent or advocate
e Negotiating Authenticity and Authority - the power of continuity and change
e Forms for Communicating Design - photography, film, animation, graphic design, and typography
e New Media and Digital Aesthetics - the evolving avant-garde
e Modeling and Representation - graphic, symbolic, logical, and mathematical
e Synesthesia or Crossing Representational Modes - language, image, space, and medium
o Fine Arts - illustration, photography, film, and video
¢ Visual Economies - advertising, marketing, and logos
o Information Systems and Architectures - interface design, digital, software, and social media design
e Public and Professional Understandings - the role of the designer as a communicator
o Copyright, Patents, and Intellectual Property - proprietary and the commons, commercial and in the public domain

On the organization of design, design work, and design as a professional practice.

Living Tensions:
o Designing Design - from conceptualization to specification
e Common Knowledges - sharing insights, research, theories, and designs in communities of practice
o Multidisciplinary and Cross-Professional - approaches to design
o Professionalism and its Trajectories - narrowing specialisms and/or multiskilling
e Working with Research - design practitioners as researchers or users of research
o Business of Speed - the economics and pragmatics of rapid delivery and design alongside construction
e Logics of Collaboration - interactivity, responsiveness, and reflexivity in communities of practice
e Democratization of Design and Public Accountability - consultation and consensus building
o Evolutionary Design - collaborations over time
o Expertise as facilitation - designers who know what they might not know
o Designing Projects - planning, management, and project afterlife
o User-Centered or Client-Centered Project Management - the changing role of the designer as an advocate

On constructing spaces, environments, and sustainable design practices.

Living Tensions:
e Common Spaces - ecological footprints, atmospheres, biospheres, eco-spheres
o Life Cycles - designing products and services for the longer term
e Relations of human and Ecological Value - static or dynamic
e Standards and Regulations - implicit, explicit and social certifications
e Planning the Urban - cross-disciplinary perspectives on cities of the future
o Nature Designed - parks, wilderness, and elementary ecologies
e Understanding Human Impacts - natural resource use and environmental footprints
e On Sustainability and Eco-Design - design in an environmental, economic, social, and cultural setting
e Interdisciplinary Ecological Practices - working with scientists, social scientists, and economists
e Scenario Planning - designing for alternative futures
o Making and Breaking Codes - regulation in the design industries
e Documenting Sustainable Design Process - methodologies, heuristics, and routines

Visit: designprinciplesandpractices.com/about/themes



Research Network Chairs

Dr. Lorenzo Imbesi
Sapienza Universita di Roma, Rome, Italy

Dr. Lorenzo Imbesi is an architect, with a PhD in Environmental Design, and a
Professor at Sapienza University of Rome in Rome, Italy. Previous to his position
at Sapienza, he was Associate Professor at Carleton University, School of
Industrial Design (Ottawa, Canada). He is a critic and essayist for many reviews,
and is currently Co-Director of the magazine DIID - Disegno Industriale. He has
also served as a keynote speaker and coordinator for several international
conferences and curated design exhibitions and events. His interests include the
impact of new technologies and artifacts on design culture--especially its critical
expressions and theoretical inter/trans/post-disciplinary implications with regard
to our contemporary knowledge society and the social, cultural, and ethical.

Dr. Loredana Di Lucchio
Sapienza Universita di Roma, Rome, Italy

Dr. Loredana Di Lucchio is an Architect and Strategic Designer. She earned her
PhD while studying the relationship between design and production as
phenomena involved within semantic, technological, and consumption aspects.
She currently directs research activities for the Arts, Design and New
Technologies section of the | T.A.C.A. Department at Sapienza Universita di
Roma. She has lectured on strategic and advanced design topics at several
national and international conferences. In her work she examines the
relationships between design, technologies, production, and consumption.
Currently, her research focuses on the collaborative possibilities between the
Italian and Chinese Design and Productive System for developing a new
network to overcome the idea of delocalization and, at the same time, the idea
of globalization towards a glocal dynamic of consumption.

She is the author of Il Design delle Strategie. Un modello interpretativo della
relazione tra design e impresa [Design of Strategies. An interpretative model of
the relationship between design and business], Gangemi Editore, 2005. She is
co-editor of the “Factory” section of DIID - Disegno Industriale Industrial Design,
which focuses on on innovative company "case histories.”
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Advisory Boards

The Design Principles and Practices Research Network is grateful for the foundational
contributions, ongoing support, and continued service of our Advisory Board.

e Sam Buccolo, Australian Design Council, Australia

o Flaviano Celaschi, Universita di Bologna, Italy

o Aldo Cibic, Tongji University, Shanghai, China

o Luisa Collina, Politecnico di Milano, Italy

o Rachel Cooper, Lancaster University, UK

o Loredana Di Lucchio, Sapienza University of Rome, Italy

o Luigi Ferrara, George Brown College, Canada

o Jorge Frascara, University of Alberta, Emily Carr University, Canada
o Christian Guellerin, Ecole de design Nantes Atlantique, France

o Lorenzo Imbesi, Sapienza University of Rome, Italy

o Lorraine Justice, Rochester Institute of Technology, Industrial Designers Society of America, USA
o Ezio Manzini, Politecnico di Milano, Italy

Visit: designprinciplesandpractices.com/about/advisory-board

La Red de Investigacion de Principios y Practicas del Disefio agradece las contribuciones para su
fundacion, el apoyo constante y la asistencia continua de los siguientes expertos y académicos
de renombre mundial.

Visit: el-diseno.com/acerca-de/comite-cientifico
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Sixteenth International Conference on Design Principles & Practices

Back to Life:
Seeking Vision and Purpose in Principles and Practice

19-21 January 2022 ) y of N e, | e @DesignPrinciples&F‘ractices

2022 Special Focus

Back to Life:
Seeking Vision and Purpose in Principles and Practice

Getting "back to life” will not and cannot mean business as usual. The way we move and interact, the material spaces
we live in, how we work and play, might be altered forever. And the conceptual tools we have may not adequately
meet the challenges we currently face, nor those on the near horizon. Where do we source vision in principles of
design? How do we formulate new kinds of purpose in our practices? And for the designer, what are the social
narratives that these questions flow within, contest, or provide alternatives for returning or reimagining culture,
community, human behavior, and the future of work.

Dr. Paul Egglestone
Head of School, Creative Industries, University of Newcastle, Australia

Dr. Mario Minichiello
Professor of Design and Director of the Future Arts Science and Technologies Laboratory (FASTIab) at the University

of Newcastle, Australia

Dr. Phillip Kalantzis-Cope
Chief Social Scientist, Common Ground Research Networks, United States of America

2022 Host

THE UNIVERS r OF

NEWCASTLE

AUSTRALIA
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Conference Organizing Committee

Honorary Professor Mario Minichiello

Co-Director of FASTlab International Research and
Development Centre,

College of Human and Social Futures,Visiting Professor
Birmingham Women'’s and Children’s Hospital Birmingham, UK
The University of Newcastle, Australia

Professor Paul Egglestone
Head of School

School of Creative Industries

The University of Newcastle, Australia

Associate Professor Craig Hight

Associate Professor

School of Humanities, Creative Industries and Social Sciences
The University of Newcastle, Australia

Dr Simone O’Callaghan

Senior Lecturer

School of Humanities, Creative Industries and Social Sciences
The University of Newcastle, Australia
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Plenary Speakers

Professor Paul Egglestone
Head of School, School of Creative Industries, The University of Newcastle, Australia

T

Professor Paul Egglestone is Head of School of Creative Industries at the
University of Newcastle. His work bringing together makers, communities and
technology spans almost two decades and is recognised nationally and
internationally. In 2018 he set up the Future Arts, Science and Technology
Laboratory [FASTLab] as a collaborative translational research hub to deliver
transformational research with global impact. Before moving to Australia in 2017
Paul founded the successful Media Innovation Studio in the UK doing cool things
with people in large media organisations like the BBC, Haymarket and Google.
He's done a few other awesome things like setting up the Civic Drone Centre,
having his work nominated in the top 100 design ideas displayed at the London
Design Museum and making a few dozen TV documentaries for UK and
international broadcasters.

Honorary Professor Mario Minichiello

Co-Director of FASTIab International Research and Development Centre, College of Human and Social
Futures, Visiting Professor Birmingham Women's and Children’s Hospital Birmingham, UK, The University of

Newcastle, Australia

Professor Mario Minichiello, Ph.D. studied at Leicester Polytechnic, Saint Martins,
and Loughborough in England. He has over thirty years of experience in industry
and academia including leading roles in the academy at Leicester DMU,
Birmingham City University, Loughborough University in the UK, and the
University of Newcastle in NSW. As a researcher, he has investigated and
prototyped and visualized new ideas and experiences through a range of graphic
mediums- He has developed his research using tacit and explicit knowledge
with creative practices. As a Practitioner, he has had leading roles in design
agencies, at the BBC, as well as the Guardian Newspaper as a political artist. He
is Professor of Design and Director of the Future Arts Science and Technologies
Laboratory (FASTIab) at the University of Newcastle. Minichiello has the rare
distinction of working closely with Birmingham Children’s Hospital (UK), a world-
leading teaching hospital, and with the Hunter Medical Research Institute, one of
the foremost medical research centers in the world. He is the author and co-
author of a number of books, journal articles as well as developing creative
outputs and intellectual property.
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Plenary Speakers

Sue Anne Ware

Head of School and Dean of Built Environment, School of Architecture and Built Environment,
University of Newcastle, Australia

John Aitken

Professor Sue Anne Ware's design research practice explores physical catalysts
for social and political change or more simply, design activism. She aims to incite
action by using counter-narratives to an unsustainable status quo. Ware is a co-
founder of out(fit), an all-female collective of design practitioners and student
volunteers who work in marginalized and disadvantaged communities. Out(fit)
provides design and build services for women's domestic violence refuges,
underfunded schools for students with special needs, and Indigenous
Community Centres. She believes that landscape architects share responsibility
for exploring political, social and environmental agendas in public spaces.

Ware's projects reflect her commitment to society's marginalized communities
and an exploration of issues such as drug addiction, ‘ilegal’ refugee policies and
domestic violence. She creates spaces that generate friction, where protests are
permitted and possible, where attention is drawn to some of society's most
pervasive issues, and passers-by may discover insight into what Ware hopes is a
more humanitarian and compassionate approach. Her design projects have won
national and international awards; including Power Plants, Germinate,
Honeysuckle Placemaking, St Andrews Bushfire Memorial, The SIEV X memorial,
the Road as Shrine, and the Anti-Memorial to Heroin Overdose Victims.

Distinguished Emeritus Professor, School of Environmental and Life Sciences, University of

Newcastle, Australia

Professor Aitken, who arrived from the University of Edinburgh to take up a
Chair in Biological Sciences at the University of Newcastle in 1999, is now a
leader of a 50-strong research team studying fertility and contraception, which
has attracted almost $50 million in funding.

During the last 40 years, Professor Aitken has been working to uncover the
intricacies of the union between sperm and egg he has published over 480
research articles, given more than 350 invited lectures, and filed 12 patents. His
work has been cited >16,000 times (h-index of 70), the highest citation index in
his field.

Since arriving in Newcastle he has generated more than $37 million in research
income and has been continuously funded by both the Australian Research
Council (ARC) and the National Health and Medical Research Council (NHMRC).
He has been elected a Fellow of both the Royal Society of Edinburgh and the
Australian Academy of Science and is currently President of the International
Society of Andrology.

The world-renowned reproductive biologist has worked and studied at some of
the world's most prestigious research institutes including Cambridge and the
World Health Organisation, but says there is no place he would rather be than
Newcastle.
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Plenary Speakers

Brandon Gien

CEO, Good Design Australia, Australia

Angie Abdilla

Brandon is the CEO of Good Design Australia, Chair of the Australian Good Design
Awards, and Deputy Chair of the Australian Design Council. He has spent the past
25 years passionately advocating for the value of good design to improve our
social, economic, cultural and environmental quality of life.

He is a qualified Industrial Designer and currently an Adjunct Professor of Industrial
Design at both the University of Canberra and the University of New South Wales.

He became a Senator of the World Design Organization (WDO), the global body
for Industrial Design, after serving as President (2013-2015), the first Australian to
hold this position.

During his term, he led the strategic transformation of the organisation, resulting in
a new name, vision and mission aligned to the United Nation’s Sustainable
Development Goals.

Founder, Old Ways, New, Australia

Angie Abdilla is a Palawa/ Trawlwoolway woman based in Sydney. She founded
Old Ways, New in 2016, where she works with Indigenous knowledge holders and
Indigenous Knowledge systems across the continent in the design of places and
deep technologies. She has presented her published research on Indigenous
Knowledge Systems, Robotics, and Atrtificial Intelligence at the United Nations
Permanent Forum on Indigenous Issues and co-founded the pioneering
international Indigenous Protocols and Artificial Intelligence Symposium (IP Al).
Within academia, she lectures on human/technology inter-relations and interaction
design. She is a Fellow of The Ethics Centre and an Advisory Board member of the
CSIRO Indigenous STEM Academy.
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Emerging Scholars

Each year a small number of Emerging Scholar Awards are given to outstanding early-career
scholars or graduate students. Here are our 2022 Emerging Scholar Award Winners.

Prajakta Parvatikar Sofie Boons loanna Symeonidou
Rachana Sansad College of  Centre for Fine Print Research, University of Thessaly, Greece
Applied Art and Craft, India University of the West of

England, UK

Michelle Pannone Thomas Girard Willhemina Wahlin
Marywood University, USA  Simon Fraser University, Canada Charles Sturt University, Australia
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Emerging Scholars

Ari Chand John Sherrill Juhi Shah

University of Newcastle, Australia Qatar University, Qatar University of Mumbai, India

-

Chloe Killen

University of Newcastle, Australia
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2022 Special Focus—Back to Life: Seeking Vision and

Purpose in Principles and Practice

Alternative Design Practice Mode: Ways for Shifting Perspectives in
Design
Practice for Ecological Thinking

Jihyun Park, Designer/Researcher, Jpark Lab, British Columbia, Canada

My research started with two questions. An internal one - how do | see the world? And a professional
facing one - how can a design or design process contribute to shifting contemporary dualist, human-
centred perspectives derived from modernity to ones that are more relational, pluriversal, and
ecological? My research is a personal journey, to ponder how it is that | have been tamed by modern
society, to mark out how | have adapted to these constraints and to find alternative approaches to
counter them. As a way to shift my own perspective and assumption of the design process, | have
applied epistemic artefacts found in the modern world to my own process of different modes in design
practices. Reflections at the end of each of these stages enabled me to identify my next steps. My
early stages of research were developed through a cognitive design practice made up of actions for:
Relating, Transposing, and Merging. In the second stage of my inquiry, | embraced an empirical design
practice made of actions that were: Engaging and Embodying. Outcomes from my research trajectory
show how flexibility and connectivity of my perspective and relationships can affect the process of
designing artefacts and demonstrates how | sought out ways to negotiate and communicate with
nature. My work, detailed in this paper, provides other designers provocative tactics to think about how
we live and be with nature and concurrently contribute through our work as designers.

Adversarial Knitted Fashion: Method for Making a Knitted Fabric that
Reproduces an Adversarial Image

Giovanni Maria Conti, Student, Fashion Design, Politecnico di Milano, Milano, Italy
Rachele Didero, Student, Master's Degree, Politecnico di Milano, Milano, Italy

The present investigation refers to the Jacquard knitwear sector, in particular the invention refers to a
method for obtaining a knitted fabric that reproduces an adversarial image. “Adversarial Knitted
Fashion” combines engineering, textile, and fashion knowledge to create a product that makes
customers aware of the importance of preserving their privacy and allows them to protect their identity
in the presence of facial recognition cameras. An entirely adversarial fashion collection has never been
designed and created, which is why it was felt the need to create this project thinking of a target
persona who cares about problems related to modern world society and human rights and who wants
to show himself as an example and leader in order to create awareness and sensibility for an extremely
current phenomenon. Phenomenon related to an increasingly frequent problem in everyday life and
which involves citizens from all over the world. The idea was born in New York in 2019 from a
discussion on privacy and human rights. The first experiments with computerized knitting machines
were carried out at the Politecnico di Milano in January 2020. The project was developed in the textile
workshops of the Shenkar College of Tel Aviv, where the creator of the garments was on a University
exchange. On February 8, 2021, the patent of the industrial process for the production of the adversarial
knitted textile was filed.

26



Modern Translation of Ancient Landscape Painting: A Case Study of
Modern Landscape Installation Design

Shengdan Yang, Student, Ph.D., Tsinghua University, Beijing, China

The paper explores the modern translation of traditional Chinese landscape painting and discusses the
design idea of the landscape installation of “Ink-Rhyme-Spirit:-Movement”. By analyzing the artistic
characteristics of the scroll painting titled “Landscape for Kexue”, the cavalier perspective, composition,
mood, pen and ink techniques and abstract mountains and waters of the painting are translated into the
form and structure of landscape installation. New materials and construction methods are adopted for
the landscape installation, and intelligent technologies such as modular design, 3D printing and material
recycling are used. The modeling, structure, and construction method of

“Ink-Rhyme-Spirit:-Movement” landscape installation were obtained and the installation can adapt to
different sites, climates, human postures and use needs. The design method to translate ancient
landscape painting into modern landscape installation is put forward, which can be used as a reference
for urban landscape and public installation design.

Advocating for the Landscape: Using Research Through Design to Speak
From the Landscape’s Point of View

Otto Paans, Concept Developer/Landscape Designer, HeusschenCopier Landscape Architects, Limburg,
Netherlands

Who speaks for the landscape? It has no voice, yet it communicates. It is not represented, yet it has
interests. The multitude of spatial claims on the landscape makes the tension between these interests
and functional and/or economic demands often painfully clear. Here, we discuss how our practice
advocates for the interests and concerns of the landscape. Instead of treating it as a bare substrate that
we can manipulate, we treat it as a dynamic life support system for humanity and our common future
existence. Far from being a passive, receptive substrate on which economic, infrastructural and
agricultural activities are deployed, the landscape is an active, open and systemic totality composed of
interacting abiotic, biotic and anthropogenic systems. By understanding the interactions of these
systems and dynamically linking their features, we create “landscape frameworks” in which we make the
landscape qualities and identities speak for themselves. In response, we develop “landscape
frameworks” in which we make landscape qualities and identities speak for themselves. When we have
grasped with sufficient clarity what the landscape tells us, we advocate for it, and provide roadmaps to
address upcoming transitions like sustainable agriculture, climate adaptation, the energy transition and
space claims for residential and industrial areas. In this paper, we show two such landscape frameworks
that we developed for municipalities in Southern Limburg, The Netherlands. We explain their
possibilities, their appealing perspectives, and the demands they pose on designer and client alike.
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Posthuman Design and Creativity

Rewa Wright, Lecturer in Creative Technology, School of Creative Industries, the University of Newcastle, New
South Wales, Australia

This paper explores the emergent field of posthuman design and how that both challenges and fuels
human creativity. Posthuman design investigates the aesthetics and materiality of new human-
computer design assemblages. In this convergent techno-cultural landscape, new confluences of
technology and human creativity are arising at increasing pace, incorporating a complex network of
elements. There is not scope to cover everything within this study, however | will sketch an overview of
the concept, delve into posthumanism as a philosophy and look at some essential techno-social forces
of interest to current design culture.

Postindustrial Participation: Designing Architectures of Experience

Michael Salvo, Professor, English (Professional Writing), Purdue University, United States
John Sherrill, Assistant Professor of Professional Writing, Department of English Literature and Linguistics, Qatar
University, Qatar

Along with the “infrastructural turn” over the past two decades, participatory design has become
ubiquitous, integrated as part of the infrastructure for contemporary practice. User-participation is a
widely recognized component of work-regularized as crowdsourcing, cognitive surplus, and
augmentation of salaried employees—unpaid participants contribute ideas, support feedback, and
generate innovation. Harnessing such labor is a job itself. Automated design becomes ever-more
routine work of advanced organizations with the support of Al and related technologies. The argument
specifically addresses emergent situations where feedback is limited, asserting that rhetoric remains
foundational for understanding implications of ethical, cultural, and social dimensions of emergent
praxis. While numerous schema utilize artificial intelligences, personae to represent user feedback, and
modeling to stand in for users, the presentation interrogates the utility of virtual users, articulating levels
of user input necessary to meaningfully label a process User-centered. This study analyzes how Al as
infrastructure is impacting participatory design, and argues that the value of practice lies in their ability
to solve complex problems while designing systems that facilitate new forms of participation and user-
generated content. Our conclusion recognizes infrastructural developments alter user research,
methods of data gathering, roles that users play, and attitudes towards users; novel Al design practices
should be understood as developments of user-centered and user-participatory methods. That is, as
infrastructure changes, design remains central. We argue that with the assistance of Al designers both
“fit distinct pieces together into a stable whole” and “produce fleeting moments of alignment suited to
particular tasks with materials ready-to-hand”.
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The House We Build: Games and Gamification

Jon Drummond, Associate Professor, School of Creative Industries, College of Human and Social Futures, The
University of Newcastle, Australia, New South Wales, Australia

Ralph Kenke, Design Lecturer , School of Humanities, Creative Industries and Social Sciences College of Human
and Social Futures, University of Newcastle , Australia

Nicole Carroll, Lecturer in Digtial Composition, School of Creative Industries (SOCI), Music, University of
Newcastle, New South Wales, Australia

Nathan Scott, Lecturer, School of Creative Industries, The University of Newcastle, New South Wales, Australia
Rewa Wright, Lecturer in Creative Technology, School of Creative Industries, the University of Newcastle, New
South Wales, Australia

Zi Siang See, Lecturer in Innovation Design, Digital Learning and Technology, University of Tasmania, Tasmania,
Australia

Jack McGrath, Lecturer, School of Creative Industries, University of Newcastle, New South Wales, Australia
Paul Egglestone, Head of School, Creative Industries, University of Newcastle, New South Wales, Australia
Mario Minichiello, Professor, The University of Newcastle

Games and gamification has moved from a way of entertaining game players to an effective research
and education tool often used to explore social issues. The decision to use interactive audio-visual
elements as our main design research tools, leveraged the cognitive capabilities of the participants and
their desire to take relevant actions, make tangential choices, and participate in formative decisions
regarding urban planning in Newcastle, NSW. Through the House We Build game and accompanying
website, animation, citizen survey, we demonstrated that community members could productively
participate in the urban planning process. Players of the House We Build game experienced the wider
consequences within their community of their urban planning choices, such as where to build a mid-rise
apartment block so that the community would eventually have enough points for a pool. The House We
Build aimed to achieve greater engagement of citizens with the Newcastle City Council urban planning
department, creating a non-threatening pathway for dialogue through a gamified feedback network
between council and community. This project was developed as a population engagement and
elicitation research tool, in response to a need to engage citizens in urban planning processes in an
equitable and inclusive manner. In the framework of the city itself, there has historically been hostility
surrounding urban planning decisions, and citizens have felt isolated and disengaged as Newcastle
transitions from being a major port and coal mining town, into a connected Smart City which aims to
rank as one of the most desirable lifestyle locations in Australia.
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The Clyde Street Precinct : A Case Study Exploring a Distributed Model of
Arts Education within a Community-based Creative Ecosystem

Paul Egglestone, Head of School, Creative Industries, University of Newcastle, New South Wales, Australia
Braddon Snape, Director, The Creator Incubator, New South Wales, Australia

Leicha Stewart, Sessional Academic, School of Creative Industries, University of Newcastle, New South Wales,
Australia

Michele Oshan, Creative Director / Co-Founder, Clyde Street Studios / Clyde Street Precinct, Australia

Jennifer Milam, Pro Vice Chancellor and Professor, Academic Excellence, Vice Chancellor's Division, University of
Newcastle, New South Wales, Australia

Mario Minichiello, Professor, The University of Newcastle

A step change is needed in the way higher education supports professional learning and development
to ensure independent graduate artists are adaptable, resilient, and adequately prepared to build their
creative practice. Adopting a social constructivist view, this study uses an advocacy and participatory
framework to explore a distributed model of arts teaching and learning for creative industries students
to work and study alongside a diverse community-based culture of artists and creative practitioners.
This case study is a grounded example of a bottom-up approach examining the development of a
creative ecosystem within which artists maintain a thriving, sustainable practice, and citizens are
imbricated as co-creators of community facilities and liveable city landscapes. While the cultural and
geopolitical context of this study is localised to the formerly industrial city of Newcastle, Australia, this
area’s evolution from a coal-port towards a cosmopolitan city is part of a broader trend of industrial
towns navigating their own progression towards thriving, liveable cities.

The Expanded Field of Moving Image and Sound: Approaches to the
Practice of Visual Music

Christopher Caines, PhD Researcher, University of Newcastle, Australia

Rewa Wright, Lecturer in Creative Technology, School of Creative Industries, the University of Newcastle, New
South Wales, Australia

Jon Drummond, Associate Professor, School of Creative Industries, College of Human and Social Futures, The
University of Newcastle, Australia, New South Wales, Australia

Visual music as a field of practice and research has a complex hybrid history that includes visual scores,
structural cinema practice, and a wide array of animation techniques, through to generative code driven
approaches. Central to all of these diverse subfields are two unifying ideas. The first is the bi-directional
relationship to sound where moving imagery and sound exist perceptually as a continuum within the
form dialoguing with each other. The second is the older concept of composition in the musical
tradition acting as an overarching concept that drives the shape of the creative intent and output. In this
paper, we outline in detail using case studies from recent work the generative possibilities of the form
and the ways that hybrid inclusive approaches that meld disparate technologies, traditions and
technigues can not only expand the creative and expressive possibilities, but also develop richer forms
of data and computer vision technique that can resonate both culturally and artistically. As a language
with a long history in both art and design we demonstrate how concentrating on the form as a discrete
under-explored tradition through exploratory practice can enable new languages and understandings to
be developed.
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Increasing Capacity of Innovative Synthesized Melanin as Textile Substitute
through Genius Pattern Design to Achieve Sustainable Development Goals

Khajornsak Nakpan, Lecturer, Design, Silpakorn University, Krung Thep Maha Nakhon [Bangkok], Thailand

Global crises affect life in many ways. Evolution is a survival instinct to find a safe environment. Human
beings are capable of developing intellect through various structures, such as social, cultural, or critical
thinking, in order to satisfy needs. Floods, pollution, rising temperature, or pandemic, are some of the
crisis humans have never faced at this scale before. We have all contributed to it. It is therefore
important that we start to change our lifestyle and preserve what remains of the nature. Ecology system
needs recovery. This can be achieved through zero-waste production and consumption management
such as use of biodegradable material and substitute materials. A recent study has successfully resulted
in producing textile substitute by synthesizing melanin from soil. This is an alternative material. Every
substance used in the process is natural rendering a biomaterial which is environment friendly. The
material is made from a clean production process and is biodegradable. The researcher has further
increased capacity of the innovative material by creating a genius pattern through which there is
minimal waste from pattern cutting. It is designed based on a physics shape, amplituhedron, which is
used to quantify matters. Amplituhedron is a geometrical shape created mathematically. The purpose of
the shape is to explain relationship between particles, the smallest point of an object. This is an
innovative garment fit for the future. It demonstrates a balance of utility and humility to the nature. Most
importantly, it symbolises a return to simplicity, safety, and sustainability.
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Visual Design

How Art as a Vehicle for Ideas-based Ideologies Can Facilitate the
Understanding of Climate Change and Help

People Explore a Speculative and Sustainable Future

Wenwen Liu, Student, PhD Student, Teesside University, Essex, United Kingdom

Climate change is impacting all aspects of contemporary life. Many artists provide a compelling vision
for speculative futures awakening a creative consciousness using imagined worldviews. This paper
presents my practice-based research that aims to establish how visual art can engage with issues-
based concepts and ideologies through presentation, re-presentation, and interpretation as a
framework for engaging with issues of climate change and realigning society to sustainable futures. This
paper takes theory and artistic practice as methods to respond to themes and issues of climate
change. In the context of practical research, the arts-based approach and art theory research alternate
between planning, theoretical research, practical action, reflection, and evaluation. Through digital art,
this study creates a discursive space that relates to daily life, where people can deeply understand the
interconnecting relationships between humans and the planet; simultaneously, it also shows people an
achievable ecological future and encourages people to think and find an existence conducive to all.
This existence is not the present, but a possibility for human beings to explore the future through the
reshaping and re-imagining of the present.
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A Colourful Past: Digitally Recoloring the Sarcophagus of Mer-Neith-it-es

Andrew Howells, Senior Lecturer, Visual Communication Design / Natural History lllustration, The University of
Newcastle, New South Wales, Australia

Luke O'Donnell, Technology Development and Design Officer, School of Creative Industries, The University of
Newcastle, New South Wales, Australia

Bernadette Drabsch, Senior Lecturer, Visual Communication Design, The University of Newcastle, New South
Wales, Australia

The authenticity of museum displays has been a hotly debated topic for many years. While digital
visualisation methods are now commonly employed in a range of humanities contexts it is increasingly
recognised that there is a need to ensure that such work is intellectually and technically rigorous. Faced
with this challenge researchers Drabsch, Howells and O'Donnell were asked to digitally re-colour a
high-definition 3D scan of the 2600-year-old faded timber sarcophagus of Mer-Neith-it-es and to
produce an educational animation for museum display at the new Chau Chak Wing Museum, Sydney.
Authenticity for the recolouring required extensive collaboration with a multi-disciplinary team of
Egyptologists, scientists and museum curators. Enquiry into, and experimentation with, the technology
required to discover the hidden story on the sarcophagus’ faded surface resulted in the development of
novel tradigital methods. The tradigital process of recolouring the sarcophagus’ decorative elements
was developed over the space of three years. The hieroglyphs and decorative elements were identified
using the colour enhancement plug-in D-Stretch. These were registered and checked with the
Egyptologists and any remaining pigments in these areas were analysed and identified. Employing a
range of 2D and 3D software each decorative element was then remade and reapplied, using a process
of blending and masking to integrate the new hieroglyphs into the natural textures and undulating
surfaces of the timber structure. The animation was designed to be viewed in conjunction with the
sarcophagus, allowing viewers to judge the authenticity of the display for themselves.
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Design Beyond Screen: A Primer for Designing Mobile Augmented Reality
Storytelling Application

Divya Seengal, Student, Higher Degree of Research, School of Creative Industries | College of Human and Social
Futures | University of Newcastle, Australia

Simone O'Callaghan, Senior Lecturer, College of Human and Social Futures, University of Newcaslte, New South
Wales, Australia

Zi Siang See, Lecturer in Innovation Design, Digital Learning and Technology, University of Tasmania, Tasmania,
Australia

This research project explores and experiments with a design intervention - remediation of a print-
based story into an augmented reality storytelling experience. The objective of this study is to reveal
insights into the process of designing a mobile augmented reality storytelling application. This focuses
on the main idea that examines how designing for screen (2D (two-dimensional) displays) is different
than designing for augmented reality (360-degree view with perceived depth). The study experiments
with interaction design process, method, and apparatus of creating an augmented reality mobile
application, that creates engaging experiences for users. In doing so, the research intends to make an
original contribution to knowledge within the disciplines of extended realities (XR) and human-
computer interaction (HCI) by adopting a user-centred approach within the context of technological,
phenomenological and the interaction design perspectives. The insights that emerge from this study are
relevant and useful to other researchers and practitioners in XR and HCI. This practice-based study
examines the design processes, are specific to the creation of mobile augmented reality storytelling
experiences. The key outcome is to elicit knowledge through practice. The study lays the groundwork
for determining what sorts of design constraints and interaction possibilities are presented by
augmented reality as a storytelling medium. In this paper, we present the early prototype, creative
process, demonstrate our plan for conducting a user experience (UX) study for supporting the design
process of the Augmented Reality (AR) prototype, and directions for future work.

Visual Design
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The Dining Car VR: Experiments with Retina Rivalry in Virtual Reality

Jack McGrath, Lecturer, School of Creative Industries, University of Newcastle, New South Wales, Australia
Matthew Gidney, Senior Lecturer, Animation, University of Technology, Australia

Zi Siang See, Lecturer in Innovation Design, Digital Learning and Technology, University of Tasmania, Tasmania,
Australia

This paper tracks the work in progress of a practice based research project titled The Dining Car’. The
Dining Car is a digital Virtual Reality

(VR) experience. The work utilises the Oculus Quest platform to present an experimental work that
explores ideas around retina rivalry. Using the stereoscopic capability of the VR headset, different
images are sent to left and right eyes. The viewer observes a train dining car space with subtle
differences between the left and right eyes to experience retina rivalry. The work aims to create a purely
digital iteration of a previous related physical work by the team. The main goal of this project is to
create a platform and apparatus to experiment with phenomena related to binocular rivalry that can
experiment on the potential for using binocular rivalry as a storytelling device. This contribution to
knowledge is particularly relevant with the rise of Virtual Reality Headsets that use stereoscopic imagery.
This project brings together a unique transdisciplinary team, with skills spanning across engineering,
installation, VR, 3D animation, cinema, visual effects, and model making.

The Oblique Grid System in Thai Traditional Graphic
Possanunt Charoenkijkajorn, Student, Ph.D. student, Design Course, Kyoto Institute of Technology, Japan

The general scenes of traditional Thai paintings depict historical events of the Buddha's life and
Buddhist tales derived from the Buddhist image from India and Ceylon. However, the paintings still
blend with the local Thai daily life, customs, culture, social tradition and become a unique traditional
style. In order to see the uniqueness of Thai traditional graphics deepest from the root, this research
study the oblique grid system as an essential foundation structure in Thai traditional paintings. Then
investigate and compare the representations of diagonal grid structure in other civilizations around the
world. The result shows that the oblique grid system serves its purpose in similar and different ways due
to each country's diverse culture and beliefs. The Thai artisans had accepted the oblique grid system
from major civilization countries such as India and China, then developed the graphic style under this
grid system until it became a unique national style. It is fascinating to see how well ancient people could
transform their intangible value into visual forms. All in all, it can be said that even though the oblique
grid system is invisible, it is a vital ingredient to enhance the sense of Thainess in visual arts.
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Visualizing Architectural Ephemera: The Case of Ankara Balcony Balustrades
1950-75

Zeynep Tuna Ultav, Associate Professor, Interior Architecture and Environmental Design, Yasar University, Turkey
Daniele Savasta, Assistant Professor, Visual Communication Department, Yaar University, lzmir, Turkey
Gokhan Keskin, Lecturer, Interior Architecture and Environmental Design, Yasar University, Turkey

Presents how a digital collection is translated/visualized within a computation interface for the study of
collections named Grouper. Considers Ankara balconies balustrades as ephemera and observes them
through a speculative realism lens. The case of “Ankara balconies balustrade 1950-75" is a collection to
digitize and preserve which poses challenges for its visualization. Architectural buildings are commonly
regarded as lasting artifacts and not associated with the transient program of ephemera. However, in a
rapidly transforming urban fabric architecture and its components disappear in a relatively short time.
This disappearance discards rich baggage of memories and socio-cultural references of the community.
Within this unique lens, architectural elements might be observed as ephemera and worth observation
and preservation through digital collections. In this study, we take into consideration a particular
architectural element, the balcony balustrade, to examine its role in modern architecture in Turkey and
its effect in shaping the city and the image of a neighborhood to its citizens. The richness of the
collection, around 2000 samples, the related data, and the intrinsic value of the collection enticed a
research project®. As a result, we see this case as a trial in approaching data visualization and interface
for cultural heritage collections through a speculative realism lens and the conceptualization of
architecture (elements) as ephemera, a way to open new possibilities in exploring other artifacts as
objects. *Scientific Research Project [BAP086] entitled “Interactive Digital Exhibits To Experience
Architectural Heritage: The Case of Balcony Balustrades of Ankara (1950-1975)" was funded by Yaar
University
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The Critical Position of Design Build within a Technology Revolution
Michelle Pannone, Assistant Professor, School of Architecture, Marywood University, Pennsylvania, United States

As the practice of design is becoming increasingly digital, simulations, demonstrations, and
representations continue to rely on cutting edge digital communication techniques presented through
screens to clients. Technological advancements have transformed the field of design, largely for the
better, tremendously increasing the ease of which designers can produce, reproduce, manipulate, alter,
and communicate their work. However, as design education shifts further towards the digital realm it
becomes increasingly important to showcase how these technologies translate back to the physical
constructed world; that these tools are not themselves what generates a design, but rather a tool in a
larger process of communication and fabrication sensitive to the people within the community that use
the space. Furthermore, a Community Design Build program implemented as the culmination of a
digital media sequence offers a unique opportunity to identify the connections between advanced
digital design tools and fundamental communication skills. Students work through the various types of
representation needed in the build process for different audiences from understanding user needs to
technical specifications. Opportunities for students to utilize emerging technologies in physical making
are essential in their understanding of form and material. Realities such as strength, tolerance, and scale
which often appear perfect when modeled are tested through physical prototyping. The rigorous testing
process endured in Community Design Build ensures that students are able to translate their digital
skills into tangible structures. Additionally, this process teaches the project management skills necessary
to build the confidence in their material choices and assembly process.

Innovation Showcase: Less (Bad) Design: A Toolkit for Uncovering the
Unintended Consequences of Design Solutions (Live)

Matthew Manos, Assistant Professor of Design at the University of Southern California, USA

The Less (Bad) Design toolkit is a framework introduced to students in design-driven innovation classes
that call for the development of new products or services intended for a diverse array of stakeholder
groups. The framework includes “12 Principles For Bad Design”, a series of prompting questions that
challenge students to uncover the unintended consequences that may be residing behind their
concepts. This framework has been used across numerous courses in the USC lovine and Young
Academy, inspiring students to dig deeper into the ethical considerations behind their designs, all within
about 30 minutes. In addition to academia, as the method is now available in an open-access manner,
the framework has been used by nearly 1,000 practitioners across the globe to better evaluate their
design work. In this innovation showcase, we examine the toolkit and its use cases within design
classes.
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Development of a Virtual Reality Prototype for Architectural Visualisation
with the Integration of Dynamic Electroencephalogram in the Creative
Thinking Process

Kaitlyn Dierikx, Student, Bachelor of Visual Communication Design Honours, University of Newcastle, Australia
Zi Siang See, Lecturer in Innovation Design, Digital Learning and Technology, University of Tasmania, Tasmania,
Australia

Luis Alexander Rojas Bonilla, Student, Civil Construction Design, TAFE, New South Wales, Australia

Erin Conley, Student, Design in Architecture, University of Newcastle, New South Wales, Australia

This project focuses on the exploration of an architectural visualisation virtual reality (VR) prototyping
and creative thinking process with the use of consumer accessible electroencephalogram (EEG).
Architectural visualisation with engaging interactive user experience is an area which requires careful
considerations during the design and construction process of the VR content, which aims to promote
intuitive exploration of the simulated virtual environment. This study involves the collaboration between
several architecture designers and virtual reality developers, which forms a multidisciplinary research,
looking at the investigation of EEG impact for architectural visualisation content creation -
autoethnography prompted a self-reflective approach to building knowledge during the research and
construction phase, ensuing personal growth by the conclusion of the project. Virtual reality can be a
powerful form of communication for informational materials, visually, only if content can be made easily
accessible; this makes digital travel to unique locations easier for the presentation of architectural
aspects to the general audience for the purpose of encouraging movement in the virtual space.
Consumer grade EEG devices are now commonly available for the purpose of medication, mindfulness,
and stress management; therefore, we are explore the possibility of using such a device as a
dynamic/real-time self-reflection tool for a designer during a creation process of crafting the virtual
environment for architectural visualisation. In this research we describe the case study, a practice-based
creative prototype, initial EEG data and documentation, and the directions for future work.

What is Your Process?: My Own Lens

Terri Rodriguez Hong, Student, MFA, University of Hawaii at Manoa, United States

This presentation is about how to invest in yourself. Too often | hear people dismiss themselves from
what they want to do. There is this inner voice we listen to most of the time. It is negative or positive. To

be fair, we take this inner voice and change it. During the session, we will examine questions and how
we can dive in in our own process and learn new ways to invest in us.
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Mind Space XR

Zi Siang See, Lecturer in Innovation Design, Digital Learning and Technology, University of Tasmania, Tasmania,
Australia

Nicole Carroll, Lecturer in Digtial Composition, School of Creative Industries (SOCI), Music, University of
Newcastle, New South Wales, Australia

Jack McGrath, Lecturer, School of Creative Industries, University of Newcastle, New South Wales, Australia
Jamin Day, Honorary Lecturer, School of Creative Industries, The University of Newcastle, New South Wales,
Australia

Benjamin Matthews, Lecturer, School of Creative Industries, University of Newcastle, New South Wales, Australia

This research project involves the creation of MindSpace XR - an assistive technology based virtual
reality (VR) simulation that supports users to experience emotion-focused skills training based around
mindfulness, emotion regulation and compassion in a low-risk environment. In this study, we experiment
with the interaction design process of configuring a high-fidelity nature-based virtual reality
environment, ideally perceived to be easy and useful to work with by the users. Various studies by VR
researchers with a focus on restorative and relaxation applications have shown positive findings in
improving mental wellness, especially in the context of supporting a cohort with a physical illness or
disability. We speculate that combining physical activity and exposure to digital nature can provide
additional health benefits compared to therapeutic activities alone, and the prototype is to be
demonstrated in the peer-reviewed Sixteenth International Conference on Design Principles and
Practices. This project is supported by the RAPID grant provided by the School of Creative Industries,
University of Newcastle. The main contribution and goal of this project is to achieve a platform with the
flexibility to integrate new assessments and skills-training approaches for the creation process of a
prototype.
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Repetition Is a Form of Change: Dissipate, Regenerate, Repeat

Brian Franklin, Associate Professor, Wonsook Kim School of Art, lllinois State University, lllinois, United States
Ladan Bahmani, Assistant Professor of Graphic Design, Wonsook Kim School of Art, lllinois State University,
United States

Since the start of the Covid-19 pandemic, there has been a shift in the vocabulary that we absorb,
process, and speak back into the world. The term “social distancing” and the parting words “stay safe,”
among countless other idioms, quickly became familiar additions to our communal vocabulary
conveying our lived experience. "Sacred Texts” engages this dialogue as an installation pairing popular
pandemic phrases with vinyl-cut illuminations from ancient manuscripts to explore how repetition can
participate in both the generation and the destruction of meaning. As each phrase is repeated
throughout the installation, the letter-forms increasingly break apart into fields of illegible markings. The
designs that surround and connect the bodies of text draw from the artists’ backgrounds, combining
patterns and imagery from Persian and Irish illuminated manuscripts. While the decorative elements in
the Sacred Texts installation strive to elevate the text's self-importance with sacred cloaking, they
simultaneously undermine its value with cheap digital materiality and the overt absence of a painstaking
handmade process. The fields

of dissolving characters prompt viewers to consider repetition itself as a medium and how this medium
navigates the complexities of semantic satiation, in which repeated words lose their meaning, and the
illusory truth effect, in which repeated statements construct and reinforce meaning. This tension reflects
the way we filter the constant streams of information broadcast at us and questions whether this
repetition helps us to remember or encourages us to forget as we block out redundancies.

Variable Fonts and Adaptive Personalisation
Leon Butler, Lecturer, Yeats Academy of Arts, Design and Architecture, Ireland

Developments and cloud-based deployment of software technologies and data broadcast by the user
across networks from smart devices as well as location-based social networking has led to significant
amounts of data from users being accessible across boundaries in public and private spaces. The
availability of this information provides creators with a unique opportunity to produce and provide
personalised content for users based on the available information. The breadcrumbs from our searches,
page visits, likes, interactions, geo-location, and increasingly private vocal interactions that are mined
and moulded to create an algorithmic identity or binary self. The convergence of web based variable
font formats and recommender engines for the first time allow us the alter the way people experience
type in an agent-oriented fashion that is independent of the third parties with a light footprint contained
in a single variable font file. This study explores how we can now humanise the interaction and put the
person at the centre of the interaction to influence and evolve the typographic experience based on this
available data.
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Visual Accessibility: A Case Study Integrating Dyslexia in the Development
of a Children’s Book

Elisabeth Arnold, Student, Visual Communication, University of Newcastle, Australia

Ari Chand, Lecturer, School of Creative Industries, University of Newcastle, New South Wales, Australia
lllustrated children's books have long been effective tools used to communicate complex socio-cultural
concepts, experiences visual narrative. In an increasingly visually mediated world early intervention and
understanding around inclusive learning styles, diversity, and equity is an important widespread focus for
the 20th Century. This paper synthesises the effective relationship between typography, layout,
illustration, and moveables as accessible devices in the production of books for children with dyslexia.
Integrating a user-centred design approach to movables, and visual communication, a case study of
practice-based research highlights the importance of accessible consideration. It explores the ability of
the designer to synthesise the experience, information, resources and sensibilities of dyslexia in image
and text. Movable books allow children to remain engaged and utilises different areas of the brain.
Children with dyslexia require that multisensory experience, and the design process and consideration
of visual accessibility improves equitable access to learning.

3D Scanned Nature-based Virtual Environment Design: A Hunter Valley
(NSW, Australia) Case Study

Jean Luc Schmid, Student, Bachelor of Visual Communication (Honours), University of Newcastle, New South
Wales, Australia

Simone O'Callaghan, Senior Lecturer, College of Human and Social Futures, University of Newcaslte, New South
Wales, Australia

Zi Siang See, Lecturer in Innovation Design, Digital Learning and Technology, University of Tasmania, Tasmania,
Australia

This research project focuses on 3D scanning methods to create a virtual environment of nature-based
artefacts from the Hunter Valley region, primarily looking at photogrammetry-based and Light Detection
and Ranging (LIDAR) processes. The technology required to develop virtual environments is becoming
cheaper and more accessible to the public, begging the question of how much of a difference lies
between low and high-fidelity software results. A range of hardware and software will be utilised
throughout, using an iterative design process to support consideration for utilising accessible 3D
scanned results, possibly obtained in a short amount of time. The main contribution of this research is to
find and evaluate approachable technical methods of creating photorealistic environments that can be
interacted with in a game engine setting using consumer-grade devices. Virtual environments are
becoming increasingly more important as a tool for many industries, and consequently, the technology
is becoming more readily available to a wider audience. These include architectural visualisation, digital
heritage, and film making. Furthermore, the research Investigates the creative process and workflow of
creating high-fidelity 3D assets, potentially contributing a cheaper and faster solution for professionals
and non-professionals alike. For this project, as part of the creative component, the virtual environment
prototype will be created with nature artefacts obtained through 3D scanning approaches located
within the Hunter Valley. The research outcome is presented in the form of a digital game environment
(prototype), which can be interacted with, potentially allowing the opportunity for participants to provide
additional user experience data.
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Study on Effectiveness of Nonverbal Symbolic Signs in Fashion Garment
Products: An Inquiry of Preferred Products

Arshiya Kapoor, Student, PhD, MIT Art, Design, and Technology University, Andaman and Nicobar Islands, India

Dandeswar Bisoyi, Assistant Professor, User Experiance Design, MIT Institute of Design

This study probes the effectiveness of nonverbal symbolic signs (semiotics and semantics) in garment
products. Garments forms the basic necessity of human needs. It solves the basic need of protection,
warmth, comfort, adornment. These aspects have been fundamental and stated time and again. It can
be argued that any later change reflects not a necessity but fashion. The primary functions of clothes
were very practical and primitive. Semiotics is defined as the review and recognition of signs and
symbols and their use or interpretation. By recognising the garment product features / elements of
design for preferred of the garment product in women'’s wear range. A designer uses product semantics
to express the communication that reaches a user. It can further be used as a tool for designers to
develop a greater understanding of a product, its utility, emotional response etc. The proficiency of a
designer lies in the fact they can communicate through form. The images / photograph of garment
examined here lay a foundation to interpret meaning and recognition. An online structured questionnaire
was used as tool for 27 participants / respondents through non-probability sampling method and
convenience sampling. Fashion clothing products - Jeans, Jacket, T shirt, Trouser, Kurti were studied.
The findings highlighted that the semiotic and semantic meaning of fashion garment products can be
broadly defined and can comprise as fashion clothing importance, symbolic meaning attached,
elements of design and context plays an important role in conveying meanings to the viewer as well as
user.
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Design Processes Guided by Indigenous Knowledge: Making
Whanaungatanga, Authentic Connection, the First Step and Rangatiratanga,
Self-determination, the Output

Nan O'Sullivan, Head of School - School of Design Innovation, Victoria University of Wellington - Te Herenga Waka,
Wellington, New Zealand

While Aotearoa, New Zealand's design prowess impresses globally, the indigenous knowledge that has,
for centuries, also driven Aotearoa’s innovative practice, has yet to be recognized for its ability to
impact some of society’s most significant concerns. This paper acknowledges the wisdom extant within
indigenous cultures and the value of it to design’s capacity and capability to impact positive social
change. Current uses of design thinking may speak to inclusion and empathy, but more often than not
this process facilitates ‘designed’ outcomes ‘for’ clients. Moving away from solutions that are ‘design by’
outsider experts, to one of ‘designing for’ others, this study highlights alternative approaches informed
by te ao Maori, the Maori worldview. This study asserts that a shift away from the influences of Euro-
American models and methodologies, so entrenched in design education today, can be guided by
tikanga Maori, (Méori values), enabling decisions to be placed in the hands of those who have the
experience and feel the impact most. This study, promotes rangatiratanga (self-determination) as a
design output and suggests to achieve this the methodologies and mindsets used in design thinking,
participatory and co-design require redress and rethinking. This research offers options for and
examples of this recalibration and suggests authentic connections

(whanaungatanga) as a key driver for a new generation of designers with a nuanced appreciation and
respect for indigenous knowledge and who will demonstrate the skills and courage to engage
manaakitanga (respect and generosity), akoranga (reciprocity) and rangatiratanga (autonomy) as
strategic values of design.
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Barriers to Change: Faculty Change Readiness and Equity, Diversity and
Inclusion

Brian DeLevie, Student / Associate Professor , School of Education / College of Arts and Media , University of
Colorado Denver, Colorado, United States

Design programs (DP) are in a period of immense disruption due to student demographic changes,
economic pressures, and approaches to student learning. These swirling forces are driving DP to
consider and pursue systemic organizational changes to fulfill their missions and remain financially
viable. Historically, DP has pursued missions and curriculums that embrace multicultural paradigms that
promote inclusivity and produce graduates who serve the economy and as social agents and activists.
However, through privileged hegemonic pedagogy, these same entities have perpetuated "symbolic
racism" that denies existing racial inequality patterns and sent implicit messages to minorities about
what constitutes valid knowledge and who are the dominant classes. Organizational change is a
process that each DP has to undergo to meet changing expectations and reach meet its stakeholders'
expectations. The success of change efforts within higher education rests upon an individual faculty's
attributes (e.g., beliefs, values, attitudes) and the change context. By developing a better understanding
of the variables affecting change readiness among faculty in response to impending equity, diversity,
and inclusion (EDI) change efforts, DPs may better plan for and implement necessary change efforts.
This paper examines how the concept of change readiness can be used as a lens to understand
faculty's responses to EDI and better equip administrators in implementing and facilitating systemic
institutional change. Questions investigated include how does organizational culture, climate, dynamics,
and motivational needs influence individual faculty change readiness when faced with EDI challenges?
How can developing a more nuanced understanding of faculty readiness inform EDI change efforts?
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The Pedagogical Prototype: A Didactic Tool for Addressing the Dimensions
of Culture in the Design Studio

Marianne Holbert, Assistant Clinical Professor, Environmental Design, University of Colorado, Colorado, United
States

When the world is becoming more globalized and multicultural, does design education empower the
future generation of designers to engage in multicultural environments? While conversations around
diversity and inclusion have become more common, what tools and practices are utilized to support
these discussions? This research focuses on the questions above through the creation of a pedagogical
prototype tool to examine cultural dimensions present in the design studio to support more culturally
sensitive environments. Culture is integral to interaction as it influences ways of thinking and organizing,
values and beliefs, communication styles, sense of self, roles, and expectations and motivations for
learning. Often, the values, attitudes, and priorities of leaders and mentors are modeled and/or
perpetuated among community members often without recognizing the implications. This paper shares
a didactic tool designed for faculty, students, and designers to examine, evaluate, and discuss the values
that influence how people work, think, and engage in diverse social, cultural, and professional situations.
It adapts the cultural dimensions of learning framework (CDLF) developed by Parrish and Linder-Van
Berschot for the studio. It builds upon the research of Hofstede, Nisbett and Lewis and implements a
survey for examining issues such as leadership balance, atmosphere of support, independent and group
dynamic, structure and uncertainty, communication and rationale, systems and situations, time, and
motivation. This pedagogical tool allows users to gain iterative feedback and insight into the cultural
dimensions at play in the studio to advance levels of cultural consciousness in the design curriculum.

Desktop Injection Molding in the Academy: Increasing Student Access to
Injection Molding

Kiersten Muenchinger, Associate Professor, Product Design, University of Oregon, Oregon, United States

Injection molding is the most common production method for polymer parts. Injection molding is not,
however, an easy method to implement in design labs due to size and cost of machines and operation.
Recent developments in desktop injection molding machines and desktop 3D printing allow injection
molding to happen at a scale that is possible in a design lab, workshop or studio. Providing access to
these tools allows students to learn design and production issues with injection molded parts first-hand,
leading to increased understanding of product design, part design and design for manufacturing.
Design Education
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Empowering the Visually Impaired: A Collaborative, Interdisciplinary
Approach for Design and Engineering Students

Lisa Winstanley, Assistant Professor, School of Art Design and Media, Nanyang Technological University, Singapore
Lay Tan, Professor, Materials Science and Engineering, Nanyang Technological University, Singapore
Peer M. Sathikh, Nanyang Technological University

University graduates are increasingly expected to develop an exponentially broader skill set in order to
effectively traverse dynamic social, cultural, and professional landscapes. Thus, educators should also
aim to re-contextualize pedagogical approaches with a view to empowering students with the relevant
knowledge and skills being demanded by industry. It was with this in mind that an undergraduate design
thinking curriculum was developed to foster interdisciplinary collaboration between students and faculty
of the School of Art, Design and Media (ADM) and the School of Material Science Engineering (MSE)
at Nanyang Technological University. The overarching aim was to equip students with a human centric,
multimodal skillset, relevant for the demands of transitional post covid industry. Working alongside a
local NGO, Etch Empathy for The Blind, students were tasked to develop innovative solutions to
empower the visually impaired community in Singapore. The course aimed to create an optimum
environment for undergraduate, design and engineering students to collaborate and in doing so, put
forward an active learning, design thinking framework for inclusion, empathy and the making of real
human connections. This paper positions this interdisciplinary, collaborative pedagogical approach as a
pragmatic and adaptable lens from which to aid the development of innovative, empathetic solutions to
real world, wicked problems.

Arenas and Student Success: Utilizing Applied Behaviorism to Construct
Student Motivation during the Pandemic

Jingtian Li, Associate Professor, 3D Animation and Game Design, University of the Incarnate Word, Texas, United
States
Leo Charikar

The pandemic forces classes to be conducted online, and the separation causes depression and
cognition problems for students. It becomes vital for the instructor to help spark the students’ motivation
and help them back on track. Instead of long and lifeless lectures, it becomes evident that students
improve faster by hands-on trial and error. However, it is also cumbersome to allow students to advance
without good guidance and time restrictions. Therefore, arenas are held multiple times during a
semester to help students focus and study quickly and effectively. The arena's competitive nature helps
students focus on the task at hand, motivating them to push their skills to new heights. By grouping
teams together, students are encouraged to work as a team, helping each other to identify errors in
their work, reduces loneness caused by separation, and help construct good behavior and personality.
Through arenas, students become active and focused on the task at hand. As a result, learning happens
faster, becoming more solid and more likely to remain in the long-term memory. It is beneficial and
practical with the online format and is proven very effective during face-to-face classes.
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Enabling Students’ Representational Imagination: Drawing Architecture in
Charcoal to Transform ‘Seeing’

Stephen Temple, Professor, Architecture, University of Texas San Antonio, Texas, United States

Students new to architectural drawing are challenged with ‘seeing’ architecture through representation.
Learning to draw as a transformation of seeing must involve a range of seeing experiences to enable
representation to make sense. Learning to draw orthographic drawings challenges

‘seeing’ by making engagement of imagination subservient to the tedium of precisely constructing line
drawings. Charcoal drawing instead flips the challenge of representing buildings - imagination informs
and what is learned enhances rather than challenges ‘seeing.” Charcoal drawing offers a pedagogical
antidote to diminished imaginative thinking. This paper explains the pedagogical use of charcoal in an
architectural drawing course in which many have never before drawn. Black and white architectural
photographs by Ezra Stoller, Julius Schulman, and Berenice Abbott comprise subject matter. The study
shows that charcoal drawing engages ways of seeing that measurable drawings do not, in the following:
1. Charcoal's reduction to black and white displays the experiential and spatial content of architecture as
a range of light and shadow. 2. Because of #1 students discover that architecture is activated by light,
overlooked compared with form, structure, or material. 3. Charcoal does not allow the making of
detailed marks, necessitating engagement of imagination during the drawing process to represent light
on a surface. 4. Because charcoal drawing is an imprecise media, details are imagined rather than ‘in’
the drawing. 5. Because charcoal drawing is an atmospheric whole it looks more accomplished than it
is. 6. Charcoal drawing transforms ‘seeing’ in students (e.g. imprecise marks may better express an
architectural idea).

Influence of Introductory Design Thinking Course on Engineering Education

Libin K. Babu, Assistant Professor, Physics and Engineering, North Park University, Chicago, lllinois, United States
George Quainoo

Design education forms a core part of the engineering learning experience. For many engineering
education programs, the senior design capstone project is the platform to convey the importance of
design approaches and associated skillsets to the students. This study used empirical research to
examine the importance of helping students identify and learn valuable design aspects at the freshman
level. An 8-week course titled ‘Design Thinking” with 17 students was a part of the study. Students
learned about concepts ranging from problem identification to concept testing. These learning
outcomes were tested by having students work in teams for three projects seeking innovative design
solutions. Assessment of student performance and course survey indicates strong learning experience
and greater interest in learning engineering concepts.

Design Education
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Subversion through Comedy, Gamification and Play in Undergraduate
Education

Michael M. Meany, Senior Lecturer, School of Humanities, Creative Industries and Social Sciences, University of
Newcastle, New South Wales, Australia

Geoffrey Hookham, Sessional Academic, School of Humanities, Creative Industries and Social Sciences, University of
Newcastle, Australia

In the field of pedagogy there is significant literature on the topics of humour and education,
gamification of education, and play as an element of education. In all three cases the objective is to
improve educational outcomes such as engagement with course material, retention of information and
the enhancement of flexible, transportable learning skills. However, a review of the applications of
humour, gamification and play reveal some incongruous relationships. How can the voluntary aspects of
play be utilised inside the highly structured and prescribed education environment? Is it possible or
desirable to gamify an environment that already has a game-like structure in which students ‘level-up’
through a series of courses? And, importantly, where is the fun? This paper will, using a case study,
examine the use of game structures, play and comedy in the delivery of synchronous online lecture
content. It offers a series of lecture techniques demonstrating how game elements and lecture themes
are playfully and subversively incorporated into polls, pop culture references, branching narratives,
random and targeted trivia, and hidden item games. Gamification is a subversive process. This case
study illustrates how students and staff can be invited to play in this subversion.

Education Technologies and Extended Reality - Opportunities and
Challenges: A Collaborative Learning Experience

Susan Ledger, Head of School - Dean of Education, College of Human and Social Futures, University of
Newcastle, New South Wales, Australia Zi Siang See, Lecturer in Innovation Design, Digital Learning and
Technology, University of Tasmania, Tasmania, Australia

Marguerite Johnson, Professor, College of Human and Social Futures, The University of Newcastle, New South
Wales, Australia

This joint initiative presents a series of research-creation projects focused on education technologies
and extended reality (XR). We are looking at some of the opportunities and challenges entailed in
several projects in development at The University of Newcastle. The research involves an
interdisciplinary team from educational studies, digital humanities, human-computer interaction, and
history - with a focus on digital heritage. The main contribution of this joint initiative is to explore
extended reality and immersive CAVE technologies in diverse teaching and learning environments. This
case study showcases our pedagogical values of the teaching-research nexus: (1) Simulation Learning
and Immersive technology; (2) digital heritage program with serious games and simulation components
in the classroom; (3) the Extended Reality AR VR learning simulation and creative process in the
context of digital humanities. We conclude with our future interdisciplinary vision to develop a
Constellation XR research-creation initiative, that uses a multimodal approach (mobile devices,
computer screen, head-mounted display, and dome projection mapping) and integrated research
methodologies to digitise indigenous knowledge of space.
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How Covid Created Fields of Belonging within an Intersectional Framework
Vanessa B. Cruz, Student, MFA, California Institute of the Arts, California, United States

The spring of 2020 brought the first ripples of change not only in our daily lives but in every facet of
teaching styles, pedagogy, as well as creative research. Structures, delivery methods, strategies all had
to change within a summer. The ramifications and impact of these dramatic changes are still unknown.
However, the anonymity of students in this new environment allowed for particular social, racial, and
gender identifying freedoms that could not be possible in a traditional class setting. This paper reflects
on the continuing outcome of effects of Covid on student/ teacher interactions, social groups and
teaching methodologies.

Shutting the Studio: The Impact of the Covid-19 Pandemic on Architectural
Education in the United Kingdom

Alexander Wright, Professor of Architecture and Head of Architecture, ACE, University of Bath, Somerset, United
Kingdom
Robert Grover, University of Bath

The Covid-19 pandemic instigated a rapid shift to remote learning in schools of architecture in the
United Kingdom. Through the largest survey of its kind of architectural students and tutors in the UK,
this research compares experiences in the physical design studio and its remote equivalent. The context
of the pandemic provided a unique opportunity to survey a range of cohorts, at different stages in their
architectural education to compare these two modes of studio delivery. The findings show a fall in
student satisfaction after the move to remote learning in every metric assessed. Peer interaction and
support were particularly effected. More formal teaching interactions, such as reviews, crits and tutorials,
also suffered but to a lesser extent. For teaching staff, some small improvements in the working
environment were observed as well as organisational factors. However, these small gains were
outweighed by the negative changes. The research suggests that despite the replication of teaching
activities digitally, the situated learning of design education and the facilitation of informal learning
scenarios are critical components of design education. This research contributes to the ongoing
characterisation of architectural education’s signature pedagogy and suggests that for effective remote
learning, design studio education must be reconceptualised, and alternative pedagogies embraced. This
can direct educators looking to develop remote design studio learning as well as highlighting areas in
which the traditional model of architectural education may be enhanced.
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Preparing for Now and the Future Human Experience with Inter-disciplinary
Projects

Hye-Jin Nae, Assistant Professor, School of Design, College of Art and Design, Rochester Institute of
Technology, New York, United States Adam Smith, Associate Professor and Program Director, School
of Design, Rochester Institute of Technology, New York, United States

The wide range of new interactive form factors and digital products continue to transform designers'
roles, relationships, and influence. In addition, the interconnected and agile systems of today's industry
and workflows require cohesive team collaborations from concept to deployment. Design can play a
central role in creating communication and shared objectives to foster collaboration. As educators with
decades of industry experience, we explore how higher education is leveraging lessons learned and
industry needs to prepare the next generation of design and creative technologists. We explore multiple
forms of collaborations through interdisciplinary curriculums of mixed cohorts from design,
programming, digital humanities, and human-centered computing. This inclusive nature of design
education expands creative knowledge and aesthetic awareness to a more diverse population and, in
turn, creates more collaborative opportunities. However, it is on the edges between the programs where
true creativity and collaborations are emerging. These creative explorations and industry-sponsored
engagements are balanced with a rigorous 4-year interdisciplinary degree program to maintain a strong
core creative and visual design focus. Our interdisciplinary collaborations can leverage expert skills from
upperclassmen's design and technology fields through industry and research-based projects for
retailers, publishers, tech companies, museums, etc. The shared design and development foundation
allows student teams to work together cohesively within these complex domain spaces. Our study
explores the academic programs, teaching processes, industry-sponsored engagements, and student
experiences that propel design education beyond the traditional scope and lead students to prepare for
now and for the future.
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Research and Project Innovation and Development Grant Funding: A Case
for Transdisciplinary Collaboration

Mario Minichiello, Professor, The University of Newcastle

Leicha Stewart, Sessional Academic, School of Creative Industries, University of Newcastle, New South Wales,
Australia

Paul Egglestone, Head of School, Creative Industries, University of Newcastle, New South Wales, Australia

Transdisciplinary innovation — what is it and how does it work? In this paper, the authors consider the
way seemingly disparate professional and community actors may work together, drawing on case study
data from a series of research projects commissioned as part of the University of Newcastle's Research
and Project Innovation and Development (RAPID) grant program, a novel approach to fostering
collaboration across and beyond the academy. Transdisciplinary research aims to integrate and extend
beyond discipline-specific concepts, approaches, and methods to accelerate progress towards solving
real-world, complex problems. Whilst transdisciplinary research alludes to the potential of novel and
wide-reaching discoveries it brings with it unique challenges. Overall participants reported that the
transdisciplinary and collaborative nature of the projects led to an enriching and highly positive
professional experience. Open communication between stakeholders and strong community
engagement were hallmarks of RAPID projects which produced professional, academic, or economic
benefits for those involved. The ability to produce multiple iterations of a solution or prototype based on
community feedback also stood out as a clear advantage of the program’s structure. While some
projects faced challenges moving their project beyond the prototype stage or securing additional
industry funding, perhaps due to socio-political factors, the potential for the solutions created remains
and may be revisited under more favorable conditions. We conclude by discussing the relevance of the
RAPID approach for transdisciplinary team-based research projects.
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Design Pedagogy: Student’s Learning Approaches to Designing and Coding
Geometric Primitives in Computer Graphics

Nandhini Giri, Assistant Professor, Computer Graphics Technology, Purdue University, Indiana, United States

Design pedagogy is characterized by the complexity of combining various discipline-specific activities
and the emergent learning that is a result of the whole process. This empirical study aims at
understanding first year visual design student's approaches to conceptualizing design concepts and
coding their ideas in a computer graphics programming environment. The main objectives of this study
are (1) Understand the effectiveness of the design project in alignment with the learning outcomes of
the course curriculum (2) Study common patterns that explain how students conceptualize design
concepts (3) Understand student’s learning approaches in executing design concepts within a graphics
programming environment. The data was collected from 188 students in a freshman core course on the
fundamentals of computer graphics. Students were asked to code a geometric abstraction using 2
dimensional primitives and design principles. Students in this study come from different backgrounds
and formal training that includes science, engineering, film, art and music disciplines. Students were also
asked to provide a written explanation of their design goals, approach to executing the design ideas in
programming and a reflection of their work. A textual data analysis of the visual and textual data
provided insights into freshmen's understanding of design principles, their learning approaches and
coding experiences in a graphics environment. Results from the study are expected to provide further
insights on effective pedagogy for introducing computer graphics programming concepts and design
principles to first year visual design students.

Less (Bad) Design: A Toolkit for Uncovering the Unintended Consequences
of Design Solutions

Matthew Manos, Assistant Professor of Design; Associate Director of Special Projects, lovine and Young
Academy, University of Southern California, California, United States

The Less (Bad) Design toolkit is a framework introduced to students in design-driven innovation classes
that call for the development of new products or services intended for a diverse array of stakeholder
groups. The framework includes "12 Principles For Bad Design", a series of prompting questions that
challenge students to uncover the unintended consequences that may be residing behind their
concepts. This framework has been used across numerous courses in the USC lovine and Young
Academy, inspiring students to dig deeper into the ethical considerations behind their designs, all within
about 30 minutes. In addition to academia, as the method is now available in an open access manner,
the framework has been used by nearly 1,000 practitioners across the globe to better evaluate their
design work. In this innovation showcase, we examine the toolkit and its use cases within design
classes.
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Transforming Design History Online: Strategies and Challenges
Mona Kamal Ismail, Dean, Scientific College of Design, Oman

The 2020 pandemic has created change in various parts of societies particularly the higher education
sector. Capitalizing on outcomes of this change, both positive and negative repercussions, is the motive
for a long overdue haul of the education system especially art & design education. The pandemic has
forced us to rethink the entire education system'’s readability such as suitable infrastructure, adequate
faculty skills, learning management systems, and hybrid learning. It was a matter of adapting and
inventing new methods and tools to adjust to the expected new normal. Redefining the pedagogical
practices of the face-to-face teaching learning process into an online platform has various dimensions
to consider. This was particularly evident in design history courses where critiquing design works, critical
thinking, group discussions, and assessments rely on direct student / instructor interaction. This paper
explores the effectiveness of distance learning strategies in achieving course learning outcomes through
an online environment. It discusses experimented transformation strategies over three consecutive
semesters. The paper demonstrates synchronous and asynchronous strategies used in design history
courses. Furthermore, it argues that engaging students in a collaborative learning environment, detailed
student feedback, and timed tests motivate learners and prevent plagiarism.

Going Beyond the Textbook: Incorporating a Book Club Model into the
Interior Design Studio Course

Adam Nash, Assistant Professor, Interior Design Department, University of the Incarnate Word, Texas, United
States

Undergraduate interior design students arrive to studio courses with a variety of learning styles
(Gregorc, 2003) and are typically enrolled in multiple classes. In general, the design studio education
process is flexible enough to provide opportunities for students with different learning styles to engage
in the required course content. However, interior design studio courses often require textbooks that
range from technical knowledge to research and design application. While some students may struggle
to purchase the textbooks, others may have difficulty retaining or understanding the technical content
of the reading. This presents an issue with providing equitable access to education for interior design
students. This presentation discusses a unique approach to engaging interior design students in
required readings through careful curation of popular books and the organization of a “studio book club”
during each semester’s interior design studio course. While the books are often written in a more
“casual” writing style, the content is typically more relatable for students and can be an enjoyable
experience. Additionally, these books can be provided by the interior design department each semester
or are more accessible to students since the cost is usually much lower than the average cost of a
textbook (Sylvan, 2018). As a result of this approach, interior design students surveyed have reported a
deeper understanding of course content and a greater perceived benefit from the studio course
content. The subsequent in-class discussions have increased student engagement in the required
readings and resulted in more socially conscious design solutions.
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Exploring Interior Design Students’ Mathematical Units Construction and
Coordination: Help with the Architectural Scale

Heather Carlile Carter, Assistant Professor, Design, Housing and Merchandising, Oklahoma State University,
Oklahoma, United States

Karen Zwanch, Assistant Professor of Mathematics Education, School of Teaching, Learning, and Educational
Sciences, Oklahoma State University, Oklahoma, United States

Diana Allison, Program Coordinator & Assistant Professor, Interior Design, University of the Incarnate Word, Texas,
United States

Many undergraduate interior design students are unprepared for the required mathematical complexity
(e.g., measurement, scale factor, and spatial reasoning). Although design, holistically, is one of six
universal activities through which mathematics traditionally and as cultural knowledge are developed,
researchers found no studies specific to interior design students. A small qualitative case study,
therefore, was conducted to see if the mathematical theory of units construction and coordination could
provide a framework to measure interior design students’ mathematical abilities. This framework was
used both to interpret sophomore interior design students’ understanding of measurement and scale
factor and to identify their level of mathematical application relative to the interior design profession.
Students measured a furnished lab and drafted floor plans, and semi-structured clinical interviews
evaluated the students’ stages (1-3) of units construction and coordination, ruler fluency, and scale
factor reasoning. Results indicate 75% of the students were stage two and 25% were stage three. Stage
two students applied whole number scale factors to linear measurements but could not accurately apply
scale factors involving fractional linear units or square units. In contrast, stage three fluently applied
whole number and fractional linear units and square units in the context of scale factor. The authors
suggest that early assessment of interior design students’ units coordination structures is one method to
evaluate their mathematical ability levels with the goal of applying specific interventions tailored to
individual student needs. Ongoing research is expanding the number of students evaluated with the
instrument; future research will evaluate potential interventions.
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Disrupting Design Education by Designing for One: Moving Beyond
Practicing Practice

Andrea Wilkinson, Post-doc Inter-Actions, Health, Empathy and Wellbeing / Art and Design Education, LUCA
School of Arts, Belgium

This paper shares the results of research into the designing for one approach, a term referring to a
(student) designer designing for one individual in which the individual's specific interests, accessible
tools, capabilities, etc. shapes the designer’s process and are reflected in the resulting bespoke design.
This particular study looked at four individual case studies in which design students of various disciplines
and educational levels from universities both in the US and in Belgium used this approach. In order to
identify how these cases were operating differently, these cases were analysed by a panel of 21 design
education experts. Specifically, these cases were analysed for factors that moved the design process
from the known and routine into areas that were unfamiliar and unknown. Eleven variables were
identified in the designing for one approach that offered this shift. Next to this, the analysis included
over 200 pages of interview transcripts from students in the four cases, looking to identify how these
variables impacted the student’s experience. What this paper offers to readers, then, is a list of 11
change variables that both design researchers and educators can use and adapt to bring their students
in contact with factors that challenge their discipline, medium and processes as well as the lecturer’s
existing design educational practice.

The Future of Dwelling: Sustainability, Adaptability, and Survivability

Camilo Cerro, Associate Professor of Architecture and Interior Design, College of Architecture, Art, and Design,
American University of Sharjah, Ash Shariqah [Sharjah], United Arab Emirates

Adapting to climate change is a social, economic, and environmental imperative. The Intergovernmental
Panel on Climate Change report, states that climate change is widespread, rapid, and intensifying.
While the pandemic distracted us, human-induced climate change has already resulted in many
weather and climate extremes. Rising temperatures are fueling extreme weather with the average global
temperature in the past five years among the highest on record. Even with ambitious action to slow
greenhouse gas emissions, sea level will continue to rise, threatening low-lying islands and coastal
areas. Countries will need to adapt to the climate crisis, as they experience ecological migration,
drought, deforestation, acidifying oceans and shrinking sources of freshwater. With these in mind, last
term, we focused the thematic of our 5th year studio from the implementation of sustainable design to
adapting for survivability. Looking to use sustainable technologies to adapt to extreme environments
took us to develop a sustainability studio course where sustainability became survivability. We migrated
our site to Mars, where the students were faced with an inhospitable environment where every design
decision had to do with survivability. The result was a series of self-sufficient, projects dependent on
sustainable technologies to produce energy, food, and water. Students developed agency about the
importance of sustainability and how it relates to their future while developing net positive projects
designed to enhance the quality of life of its users. But more importantly, they came out with a set of
tools that can be implemented on any future project, here on Earth.
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Mindful Design: Contemplative Approaches to the Design Process
Kurt Espersen-Peters, Assistant Professor, Interior Design, University of Manitoba, Manitoba, Canada

This paper explores how mindful and contemplative thinking strategies can inform and structure the
design process for the built environment. Mindfulness is commonly thought of as an individual self-care
technique aimed at reducing stress and anxiety but it also plays an active role in non-design disciplines,
such as education and pedagogy, politics, economics, indigenous rights, and social justice becoming a
philosophy and methodology that transcends the private self-management needs of the individual to
proactively engage larger communities and collectives. It is from this position where the potential of
applying mindful approaches to interior design thinking and practice emerged. As a discipline that is
centred on problem-solving, interior design thinking and practice could benefit from mindful
approaches in developing critical design strategies and enhancing design practice. This hypothesis
formed the basis of an interior design studio that examined how to integrate mindful and contemplative
learning strategies into the initial research, ideation, and development phases of the design process by
acknowledging the positive aspects of individual self-care while employing mindful, contemplative, and
critical approaches in the understanding and resolution of interior design challenges. The results of the
studio revealed an increased awareness of the student’s potential to understand, contextualize, and act
in response to a series of design challenges. Under the guidance of mindful thinking and action, the
students adopted new thinking strategies and achieved a new awareness of how interior design can
make meaningful contributions to the world outside of themselves.

Acting Designer: Using Performance-Inspired Defamiliarisation as a
Research Method for Graphic Design

Yaron Meron, Course co-ordinator/Teacher, Art, Design & Architecture, Monash University, Victoria, Australia

Graphic design is an industry whose professionals have been said to wilfully obscure its practice, be
resistant to research, and often inadequately communicate their own professional requirements.
Acknowledging such obstacles, this paper focuses on the methods and outcomes from an experimental
design research project which intervened in these identified disciplinary hurdles within graphic design.
Acknowledging that performativity emerges from the wider field of design research, while also
manifesting in a unique form within graphic design, the project used performative methods to
defamiliarise graphic design practice. In doing so, it produced insights that are critical to understanding
the discipline and have heretofore remained obfuscated and resistant to traditional research methods.
These methods included interviews with graphic designers using themes of performative metaphor,
leading to the creation of a semi-structured script. This script was then used in collaboration with a
professional theatre director and a troupe of actors, who functioned as ‘proxy designers’ by re-
performing emergent themes from the interviews during a series of workshops. Combining the project
outcomes with existing discussions within graphic design research, the paper argues for the integration
of defamiliarisation as a design practice into the formal pedagogy of graphic design education and
academic research. Doing so will not only prepare its future practitioners for interaction with industry
stakeholders but also enhance its academic design capital. Thus, performance-inspired defamiliarisation
becomes a tool for enabling graphic design to further identify itself as a necessarily distinct academic
discourse, as well as better preparing its future practitioners for industry.
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Innovations and Limitations: A Collaborative Textile Design Workshop

Cindy Gould, Associate Professor, Department of Art and Visual Culture, lowa State University, College of Design,
lowa, United States

This paper presents the results of a one-week collaborative textile design workshop, which involved a
group of twelve women from a small community in western India and two instructors: a textile-design
teacher based in India and a textile-design professor from the U.S.A. In it's entirety, the textile workshop
was twelve weeks long and was sponsored by an acclaimed design school in India and a state
government entity. The textile professor from the U.S.A. had been invited to develop and co-teach a
one-week innovative textile design module. This study provides insights into what stands out as
simultaneously being one of the most amazing and yet disappointing experiences of the professor's
long teaching career. It is a story about twelve remarkable Indian women whose technical stitching skills
were technically expanded over the entire twelve-week workshop, and for a brief period of one week,
whose creative and innovative textile design potential was encouraged and enthusiastically supported
by the two workshop instructors. It is also a story about deeply engrained institutional pedagogy, one
which touts innovation while simultaneously imposing strict, creativity-stifling limitations on various
outreach programs, such as the textile-design workshop. The highlight is the narrative textiles created
by the remarkable women who designed and stitched stories of personal and social significance.

Blended Learning in Design Studies: Examining the Limitations and
Opportunities

loanna Symeonidou, Assistant Professor, Department of Architecture, University of Thessaly, Greece

The paper examines current practice of blended education in design studies. It casts light on the
possibilities that emerge from the use of synchronous and asynchronous teaching methodologies as
well as the limitations that arise from the lack of tacit and experiential learning. This research departs
from learning theories and from the specificities of design disciplines, where students learn through the
development of a design project. Activities in the design studio involve team projects, physical model
making, sketching, pin-up sessions, collaboration and discussions, therefore the transition from studio
teaching to digital platforms brought a series of challenges. The paper addresses the problems that
occur when design is taught outside the studio space, without the physical presence of students and
the actual contact with physical materials and prototypes. The Covid crisis has found design educators
considerably unprepared for the radical changes that occurred due to the pandemic. Nevertheless, this
led to a globalized culture of solidarity and collaboration across countries, it gave rise to new synergies
and the development of novel teaching methodologies that eliminate distance barriers. We witnessed
an unprecedented sharing of information and good practices across the community of university
professors who offered open access lectures and teaching material. At the same time new opportunities
emerged from the online teaching platforms and blended learning methodologies. The lack of
interaction with physical prototypes, led to the acceleration of the development of media such as virtual
or augmented reality as teaching tools, providing an immersive environment for design experimentation
and prototyping.
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Design in Society

Facebook Wars: You're Either with Us or Against Us

Jarrod Sansom, Student, Doctor of Philosophy, Communication and Media, The University of Newcastle, New
South Wales, Australia

The cultivation effects of television viewing have been studied extensively by George Gerbner and his
colleagues. However, there appears to be a lack of research exploring “whether the worldview of social
media users exhibits a certain degree of cultivation due to the content they are exposed to on social
media” (Nevzat 2018, p. 10). My research explores the effects of Facebook use through the lens of
cultivation theory (see Gerbner & Gross 1976). Although academic research on the cultivation effects of
Facebook use is still in its infant stage, conflicting ideas have already emerged. Some believe Facebook
has replaced television as the medium which binds diverse communities together into a shared culture
(Hermann 2016). Others claim the social networking site divides users based on content preferences
(Nevzat 2018). My 2019 honours project concentrated on users’ perceptions of Muslims in Australia. The
findings suggest that Facebook content, if consumed habitually or in the absence of critical thinking,
can cultivate one-sided perceptions on contentious social issues. This in turn can result in hostile
constructions of ‘us against them” attitudes among groups with differing opinions on such issues. These
cultivation effects of Facebook use indicate a possible division in society that transcends competing
viewpoints on contentious social issues. The ‘us against them' trend contradicts the cultivation effects of
television viewing where researchers claim that twentieth-century audiences ‘mainstreamed’ towards
shared attitudes and beliefs. | have commenced doctoral studies to explore this division further and am
now focusing on the climate change debate in Australia.

Multisensory Experience: Applying Inclusive Design into Museums Focusing
on People Who Are Blind

Shouaa Alrajeh, Lecturer, Interior Design Department, Prince Sultan University, Saudi Arabia

Visually impaired people explore their environments in a unique way. Many art museums are primarily
focused on the visual arts; therefore, the experience is limited for some visitors. A museum offering a full
sensory experience specifically created for the blind results in a heightened experience for all. The
intent of this project is to explore alternative methods of interpretation with the architecture spaces and
improve the effective experience within the museum. By introducing innovative technologies, methods
and thorough code analysis and investigation this museum creates a multi-sensory experience. This
design and spaces planning focuses on the disabilities, specifically blind people and people with sight
problems. Beside improving the visitors experience to explore, interact, and learn through joy and
excitement.
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Where We Stand: Backstage Gender Equity

Kristen Morgan, Associate Professor, Theatre + New Media Studies, Eastern Connecticut State University,
Connecticut, United States
Jennifer Rock, University of Otago

Our investigation focuses on a relatively unexplored area of concern—equitable representation of
women, trans, and non-binary theatrical designers, craftspeople, and technicians. This historically male-
dominated field has been extremely slow to address issues of gender equity, even as the U.S. theatre
industry is perceived by outsiders to be a diverse and welcoming industry. In this manner, Theatre
mirrors other creative industries, from film and television, to fine art, to computer animation and video
game development. Over the last two years, we conducted video interviews with female-identifying
and trans/non-binary folks with careers in theatre design in large US cities. Our subjects ranged from
young artists to mid-career designers to Broadway legends. In this paper, we discuss our analysis of the
interviews which reveal an interesting spectrum of ideology about the current state of affairs and how to
best address inequities.

Biomes 2020 3D Virtual Gallery: Taking Conservation to the Community
Through Art in COVID Times

Bernadette Drabsch, Senior Lecturer, Visual Communication Design, The University of Newcastle, New South
Wales, Australia

Simone O'Callaghan, Senior Lecturer, College of Human and Social Futures, University of Newcaslte, New South
Wales, Australia

The Biomes 2020 3D Virtual Gallery was created as part of a larger research project exploring how
artists and designers can work with scientists to communicate important messages. A cross-disciplinary
team of University of Newcastle academics from the School of Environmental and Life Sciences,
Psychology and the School of Creative Industries collaborated with local stakeholders Hunter & Central
Coast Development Corporation, Hunter Local Land Services, Landcare and the NSW Government
Department of Planning, Industry & Environment and international partners from Ars Electronica in Linz,
Austria, and to develop strong and creative science communication strategies. The team had originally
planned a physical, interactive exhibition, which was transferred to a virtual one in response to COVID
19 limitations. In a short period of time they created the Biomes 3D Virtual Gallery, which was featured
in Ars Electronica 2020 Gardens. Upon completion user testing was done to understand artist creation
of artworks for 3D virtual galleries, curation of content, design of the gallery itself in a games engine, and
audience experiences of artworks in online 3D environments. As a first completed iteration that has
gone live to public audiences this NTRO has been instrumental in testing and refining designs for future
use. It was the first time in Australia that Amazon Web Server was used for distribution and exhibition of
artworks through a 3D virtual gallery run using Unity, so it is innovative in the use of technology for new
and unexpected purposes.
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Aesthetics of Sustainability

Paolo Grazioli, Assistant Professor, Industrial Design, Metroplitan State University of Denver, Colorado, United
States

Design has the responsibility to create a new aesthetic philosophy that takes into consideration the
damages to the environment created by its collusion with the corporate strategy of creating “un-
needed” needs that lead people to purchase products that display a seductive appearance with a
poisonous content. Designers, and corporations as a consequence, should aim at evolving a new, more
mature aesthetic models reflecting the ethic model of sustainability.

Art Thinking: A New Model for Transdisciplinary Collaboration
Kristefan Minski, Lecturer, School of Creative Industries, University of Newcastle, New South Wales, Australia

This paper brings new perspectives on the unique activity of collaboration in a transdisciplinary lab
context and which has involvement from a variety of external stakeholders across government, industry
and academia. The research was conducted at the internationally renowned Ars Electronica Futurelab
located in Linz, Austria. In recent times, the problem-solving methodology of Design Thinking has been
at the forefront of creative innovation discourse. However, upon investigation, the term collaboration is
seemingly applied in this context for undertakings which are more akin to cooperative or coordinated
roles and structures. A review of work from internationally renowned Art-Science labs reveal that there
is indeed a difference between a Design Thinking approach and an Art Thinking approach which has
developed in recent years. The presentation will discuss a new model that merges two systems of
creativity; one that is an open-ended, experimental and ongoing collaborative culture with the other
which is a coordinated, closed-ended and structured approach to problem solving. The implications of
which can provide avenues for policy makers across a range of fields and enquiry with the potential to
weave both cultural and business aspirations together to form a unique innovation ecosystem.
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Man-made Crystals: A Review of their Historic and Contemporary Context
and Use

Sofie Boons, Craft Council Research Fellow, Centre for Fine Print Research, University of the West of England,
United Kingdom

This paper reports on the history and use of man-made crystals for jewellery in a contemporary context.
The cross-disciplinary contextual review traces human fascination with gemstones back centuries, and
covers key developments in their ‘imitation’. The infiltration of these man-made crystals in the market
sparked the development of the discipline of gemology, through which they are often painted in a
negative light. With innovations in the growth of man-made crystals revolutionising other industries
(engineering, technology, etc.) , and their distinction from mined crystals increasingly more challenging,
the paper reports on the terminology prescribed to the industry to describe man-made and mined
crystals. These descriptions, which include ‘natural” and ‘real’ versus ‘synthetic’, are interrogated in
relation to key texts and a need for the identification of an alternative terminology is proposed. The
jewellery industry remains apprehensive about the influx of man-made crystals, and only a small number
of man-made crystal suppliers are growing crystals for the purpose of creative exploration beyond the
imitation of mined crystals for jewellery. Through the review of artefacts, where man-made crystals have
been used, their ability to enable creativity is highlighted, and their further future creative possibilities
explored.

Visualizing Health Equity: Toward Spatial Justice in the Jade District
Karen Kubey, Visiting Associate Professor, Interior Design, Pratt Institute, New York, United States

Visualizing Health Equity contributes visions for an equitable future, where everyone in the Portland,
Oregon Jade District has the opportunity to lead a healthier life. With Jade District community
environmental justice frameworks as a starting point, the studio explored connections between the built
environment and racial and socio-economic health inequities, examining the full role that architecture
and urban design can play in reducing those inequities. The studio affirms that architecture is never
neutral, but rather always communicates cultural values. This paper analyzes simultaneous attempts to
produce more equitable architectures and a more just studio pedagogy. The studio combined
undergraduate and graduate architecture students and one interior architecture student. We began with
three one-week individual exercises investigating environmental and spatial justice concepts. Students
then worked in groups of one to three on designs for our site, which sits along a busy corridor and is
currently occupied by an auto body shop. Studio prompts emphasized relational visualization skills and
empathic design approaches outside of normative architectural practice. Presenting final projects
through short videos helped students to focus on the narrative aspects of their proposals and
encouraged a synthetic presentation of research and design. The experimental studio produced
thoughtful results while also exposing limits of imagination and empathy. Students were asked to design
for resident priorities and the community group's intersectional approach to climate, health, and
housing. They developed design proposals centered on affordable housing and community spaces, on a
site in one of the most diverse neighborhoods in Oregon.
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A Proposal for a Cincinnati-Dayton Mass Transit System for 2040: Bridging
the Gap between Transportation Design and Transportation Planning

Alejandro Lozano Robledo, Researcher and Future Mobility Design Professor, Transportation Design,
University of Cincinnati, United States

Transportation design and transportation planning have been working independently from each other in
the past century. Designers have focused on developing vehicles, and planners have focused on
developing infrastructure proposals in a stable paradigm of roads for cars. By 2040, autonomous
vehicles (AVs), hyper-connectivity and a shared economy will drastically change the transportation
paradigm. These factors will increase the complexities of cities by introducing new types of vehicles,
requiring designers to incorporate methodologies from planning to meet the needs of the population,
and planners to consider new types of vehicles in their methodologies. Further, the Cincinnati and
Dayton corridor is projected to grow in population and employment by over 20% in 2040, and the
current transportation infrastructure plan for 2040 by the OKI

(Ohio, Kentucky and Indiana Regional Council) will not accommodate the projected needs of the
region. This thesis project proposes the conceptual configuration of a mass transit system between
Cincinnati and Dayton in 2040 based on integrating transportation design and transportation planning
methodologies. Preliminary results from this proposal show that the careful coordination of design and
planning methodologies are very effective. This proposal’'s main area of impact is design and planning
education, by promoting collaborative future mobility studios with integrated methodologies. Other
areas of impact include the workplace, where professional designers and planners can integrate both
methodologies and the built environment referring to the proposal’s implementation, where large-scale
stakeholder involvement takes place, including government and policymaking, public participation,
larger data sets, land use studies and private company’s engagement.
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Moving Design Knowledge through a Transnational Collaboration: Design
Schools on Both Sides of the Hemisphere Working with the Local
Community

Milagros Zingoni, Director, School of Interior Architecture, University of Tennessee, Tennessee, United States
Oriana Gil Perez, Student, Architecture, Arizona State University, United States

Multiple publics and a pluralistic society call for multiple ways of bettering the lives of others. In higher
education, Service Learning Projects

(SLP) deal with these challenges locally and globally. Their value is found in their ability to develop
lifelong learning experiences for our students (Fink 2003, Davies 2006), and foster the development of
empathy, informed judgments and responsive action (Sears, 2004, Zingoni 2019). They empower
students to do “good to the public”, improving others’ conditions. This SPL case study mobilizes
knowledge from a Research | Public University in the United States to professors in a Public University
in Venezuela, from the latter to their architecture students, and from them to the local community
through a participatory design process to amplify their voices, while exposing them to design thinking
and empowering them to develop agency. Based on Dewey's (1938) view of education as a social
process, faculty, students and community members, worked together to identify shared values and
define common purpose that makes good to the public. This funded study presents the participatory
design process that helped find common ground within the community of Volcadero in Venezuela, a
fishing community located 334.2km west of Caracas, which is perceived by outsiders as unsafe and
dirty and by its local community as disconnected. It presents the data analysis and translates these
ideas into a design proposal that represents and builds on the Volcadero community identity. This pilot
study is about empowering others to develop agency and assessing the success of such efforts.
Design in Society
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Instructional Design as a Discursive Community
Katy Campbell, Professor and Dean Emeriti, Women's and Gender Studies, University of Alberta, Alberta, Canada

Instructional design (ID) emerged in the early 1900's in the United States; the American discourse of ID
has dominated since. In this paper, | examine ID discourse in several different geopolitical sites of theory
and practice, including Canada, the United States, Australia, the UK, and Asia, and propose a more
robust understanding of design theorizing and practice. The concept of community is often applied to
social or professional groups whose members have beliefs, ideas, and purposes that bind them.
Communities become sites of identity development, discursively constructed by its members in order to
make meaning of their experiences. This discourse involves shared goals, relationships, and shared
communicative practices about the praxis of that community, that are shaped and transformed by
multiple forces including national identity, political context, age and gender, cultural beliefs and values,
educational and work experiences, roles within an institutional or organizational setting. Each design
sub-discipline has a different expectation regarding what terms to use, what subjects are important to
discuss, how to behave, how ethical research is defined, and how papers should convey information. As
a discourse community, instructional design (ID) is created by the collective practices of its members,
providing a set of cognitive tools, such as theories, that individuals then adopt through their efforts to
make sense of the practices of the community, and share through genres such as presentations at
academic meetings, scholarly papers and manuscripts, curricula and content, and public participation
such as editorials or community presentations.

The Role of the Adaptive Reuse of Listed Settlements as a Strategy for
Sustainable Housing (Re)development

Andreas Savvides, Associate Professor, Department of Architecture, University of Cyprus, Cyprus

This paper furthers the discussion of the role of contemporary migration and immigration patterns in the
segmented city and its potential for urban revitalization and regeneration. The two main prongs of
investigation consider the effect of the existing and proposed changes in the physical infrastructure, as
well as the catalytic effect of this recent wave of human capital. Through this process, the work
indicates the potential for providing housing while jumpstarting cultural revitalization through the
conservation, restoration, adaptive reuse and infill of its physical fabric. It looks at opportunities to create
mixed-use venues of housing and employment that will expedite the accommodation and integration of
the migrant and immigrant communities that are settling there and their catalytic potential to convert
the underutilized historic core to a culturally and socioeconomically diverse environment.

Design in Society
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Universal Design Principles for Extreme Users: A Study of Visual
Ergonomics for Left Handed Users in Graphical User Interface

Abhinav Basak, Ph.D, Design Programme, Indian Institute of Technology, Kanpur, India, Uttar Pradesh, India
Shatarupa Thakurta Roy, Humanities and Social Sciences, IIT Kanpur

The graphical user interface was brought into existence with an intend to expand the access of
computer systems to the masses by making its interface simple to the users, thereby enabling them to
familiarize themselves with it quickly. At the initial stage of the development, the visual components of
the graphical user interface were designed considering the technical constraints of the available
computer systems. However, with technological advancements, the operating system manufacturers
attempted to experiment with the respective visual elements of their interface in order to understand
and find the most optimal settings throughout the screen, resulting in the evolution of graphical user
interface by making the visual interface streamlined across all platforms taking into account the
convenience of the mainstream userbase having most basic requirements. With operating system
manufacturers focusing more towards the overall appearance of the computer interface instead of
individual visual elements, a little research is conducted to cater the requirements of extreme user
categories, making the evolution of the visual elements of the graphical user interface stagnant. This
paper studies the visual ergonomics of one such fundamental visual element of the graphical user
interface, considering left-handed computer users as an extreme user category with an objective to
develop and propose a universal design solution to include left-handers as a mainstream user category
in a computer interface.
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The Haptic Audio Meter: Inclusion and Support for Blind and Low Vision
Audio and Music Creators in the Digital Era

James Hurley, Student, PhD, The University of Newcastle, Australia, Berlin, Germany

Jon Drummond, Associate Professor, School of Creative Industries, College of Human and Social Futures, The
University of Newcastle, Australia, New South Wales, Australia

Nicole Carroll, Lecturer in Digtial Composition, School of Creative Industries (SOCI), Music, University of
Newcastle, New South Wales, Australia

This paper presents a prototype vibrotactile haptic feedback device which aims to address one of the
accessibility barriers and usability challenges identified in the literature and in investigations to date that
blind and low vision users of audio and music software face. The ability to monitor audio signal levels is
crucial in all music and audio production fields. Current assistive technologies, which have been adapted
from standard computer access technologies for blind and low vision users, and which utilise the sole
interaction modality of computer speech feedback, are problematic when the user’s auditory perceptual
channel is already fully engaged with creative content. A novel cross-modal mapping of the audio signal
level into the haptic domain is defined, which bypasses the need for computer screen reader
technologies to ‘speak’ the feedback information that is displayed on visual audio meters. The software
detection of the audio signal level which maps the audio signal level to various vibrotactile stimuli signals
is described. The rationale for the design choices for these mappings of audio signal levels to
vibrotactile signals, informed by studies in cross-modal communication, is discussed. A prototype haptic
interface ‘display’, that uses low-cost and flexible small audio loudspeakers, enables these cross-modal
mappings to be perceived via contact with the fingers. Refinements to the hardware design elements
are described that will allow miniaturisation and incorporation of the haptic feedback display into
existing audio input interface elements, such as slide potentiometers (faders) that are common in music
and audio production interface technologies.

The Social is the Thing: Taking a Designerly Approach to Local Government
Strategic Planning

Willhemina Wahlin, Acting Associate Head of School | Lecturer in Design, School of Information and
Communication Studies, Charles Sturt University, New South Wales, Australia

Empowering local communities in the creation of strategic planning can play a significant role in solving
community-based problems. This paper discusses how our research team implemented a range of
design methods to elevate the lived experiences, goals, and aspirations of local community stakeholders
in the creation of a local government cultural plan. Combining elements of Harvard's Public Policy
Design Arc, Co-Design and Design Thinking, we have been developing a framework for community-
driven strategic planning, and testing and iterating it alongside community. This paper explains the
different elements of the framework and offer suggestions for further development.
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The Playable City: Refashioning Spaces Within Urban Social Design

Craig Hight, Associate Professor, Creative Industries, University of Newcastle, New South Wales, Australia

Clare Irvine, Lecturer, School of Humanities, Creative Industries and Social Sciences, University of Newcastle, New
South Wales, Australia Andrea Cassin, Lecturer, School of Humanities, Creative Industries and Social Sciences,
University of Newcastle, Australia, New South Wales, Australia

Mario Minichiello, Professor, The University of Newcastle

Paul Egglestone, Head of School, Creative Industries, University of Newcastle, New South Wales, Australia

Jon Drummond, Associate Professor, School of Creative Industries, College of Human and Social Futures, The
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Play is an essential part of life, a vital part of urban design, and in the case of Newcastle a possible
panacea for late night inner-city anti-social behaviour. This paper introduces a pilot urban design
project focused on the design of sets of interactive ‘henges’ across three central Newcastle city
locations. Developed through collaborative design with the city council and local SMEs, these henges
feature site-specific digital and sensor-based forms of interaction. They represent an innovative
approach to shifting patterns of night-time anti-social behaviour within specific locations by re-
imagining these sites as arenas for individual and social play. The henge sites aim to prompt discussion
with city communities over the value of play within urban design and engage citizens in future smart city
initiatives. This study discusses the challenges of deploying interactive technologies within urban social
design, argues for the need to prioritise forms of play within smart city planning, and outlines a
collaborative research design involving multiple urban stakeholders.
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Humanizing Data: A Framework for Open Government Data Decision
Making

Hannah Chafetz, Student, Master of Design, Ontario College of Art and Design (OCAD) University, Ontario,
Canada

The objectives of Open Government Data (OGD) are to promote transparency, accountability, and
collaboration with the public. Structural issues within Canada’s Subnational OGD and limited
governance of urban data collection technologies have led to public concerns about ethical data
collection, privacy, and digital human rights. Additionally, OGD research is often purpose-driven
evaluating parts of the system from a technical perspective and forgoes what data means to us as
humans living in cities. This research examines OGD use in Canada's cities from a values-based and
system-wide perspective. The information used was gathered through a literature review, 24 semi-
structured interviews, and horizon scanning and synthesized using design thinking, strategic foresight,
and systems thinking methodology. The purpose of this research is to provide OGD decision makers
and open data advocates with the principles for designing a data sharing future that supports human
values. First, this research investigates the current data sharing system by combining system mapping,
orthodoxies, and the Causal Layered Analysis (CLA). Second, this research imagines new ways of
thinking about data in 2036 that challenge the current system structure. Three alternative future
scenarios are explored using CLAs to identify areas of critical uncertainty for policy making. Last, this
research submits decision making principles drawn from design thinking, systems thinking and
intersectional feminist epistemology to humanize data. These principles could result in more urban
initiatives targeting emerging human needs and citizen participation in policy making. The principles
could support human-centered governance initiatives and as a result benefit Canadians’ health, safety,
and wellbeing.
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Close the Loophole: Placing the Fulfilment of Human Needs at the Very
Center of Graphic Design

Gareth Fry, Assistant Professor, Department of Art & Design, Utah Valley University, Utah, United States
Jason Fowler, Assistant Professor of Graphic Design, Communication Arts, Chowan University, North Carolina,
United States

This is a call to refocus—as designers, as citizens, and as members of the human family. To one degree
or another, we all recognize we have certain fundamental needs including food, water, safety, love, self-
respect, and to accomplish the things for which we are uniquely made. We might assume, therefore,
that this would constantly motivate us to help others to meet their needs. The truth, though, is that our
limited human capacities make it difficult for us to keep this impulse at the forefront of our minds
including when we assume the role of a designer. From the distant vantage point of our workplaces, it's
easy for us to lose sight of others’ needs and to solely focus on doing our clients’ bidding. This
presentation seeks to bring awareness to this loophole and to entreat designers to close it by placing
the fulfillment of fundamental human needs at the very center of their processes. This not only includes
trying to ensure that the output for each of our projects is likely to be beneficial but also to make the
very creative process itself a means to fulfilling human needs. This entails listening to, learning from, and
collaborating with the people for whom our work is intended especially if their cultural experiences are
different than ours. By cultivating these relationships, we can create meaningful connections that both
enhance the potency of our work and engender profound feelings of safety, unity, respect, love, and
accomplishment for designers and our creative partners alike.

You Can't Be Serious: Undoing the Myth of the Designer Through
Depictions of Fun, Failure, and the Messiness of Process in Design Media

Sean Schumacher, Assistant Professor of Graphic Design, School of Art + Design, Portland State University,
Oregon, United States

Most contemporary media about the field of design centers on problem solving, and voices of designers
are presented in serious, often journalistic ways. The designer-client relationship, when depicted at all, is
centered on conflict. Process—when it is shown at all—is heavily curated to be depicted as tidy and
straightforward as possible. These depictions lead to misunderstandings about the function of design,
the role of designers, and even the fundamentals of practice for students entering the field, clients, and
the public at large. This session explores a different, more expansive approach to depicting graphic
design practice in media as the fun, weird, failure-filled creative mess it actually is to the public as
learned through a decade of design teaching practice. New media platforms like live streaming and new
approaches to established media like podcasting are discussed.
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An Autoethnography of Dance-cription

Elnaz Sheshgelani, Sessional Lecturer, Education , Victoria University, Victoria, Australia
Serveh Naghshbandi, Independent Researcher, DesignEd Atelier, Australia

Drawing on Bhabha's (2012) notion of "hybridity”, we explore a non-hierarchical collaborative inquiry
through integration of intuitive and discursive language/knowledge as a critique of colonial knowledge
structures. We propose an integrated framework, which is an interplay between theory/text and
practice/performance. We identify the framework as “"dance-cription”; we implement a gestural
vocabulary for Naghali (an endangered, ancient Persian performing art form) and incorporate it into
Western educational contexts. Naghali involves analysis of the underlying meaning of a text; we intend
to apply this approach in educational contexts as socially-engaged art practice using movement and
gestures to convey meanings. Drawing on autoethnography, we reflect on Rhizomatic Becoming
(Deleuze, & Guattari, 1987) and unfold our collaborative process. We hope that it acts as a fertile
environment to embrace multiple pathways to apply historical art forms in designing learning spaces,
which can also lead to development of art-historical knowledge. As diasporic individuals, we tend to live
and think in “in-between” spaces; our decolonized approach to connect storytelling and education also
aims at finding ways to communicate and create more spaces for intercultural conversations, which
leads to increased cultural and historical understanding of art in educational contexts and globalized
societies at a larger scale.

Design in Society
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Architectonic, Spatial, and Environmental Design

The Lines We Draw: A Critical Look Circulation in Architecture

Jacklynn Niemiec, Assistant Professor, Architecture, Design & Urbanism, Drexel University, United States

In 1928, Alexander Klein published work on graphic models for housing. These drawings evaluated
prototypical floor plans through seven criteria: pathways, traffic areas, free area, shadows, eye-level
section, sequential spaces, and interior elevations. (Lueder 2017) Klein sought to rationalize design
solutions: cross-referencing movement with other qualitative factors such as spatial perception. (Pai
2006) The circulation diagram endures as an undifferentiated line, forcing assumptions about use,
destination, and physical ability—among others.. Isolating circulation as a system unto itself, rather than
digging deeper into possible subsystems, adjacencies, and intrinsic data limits its potential as a process
drawing. This paper surveys a series of circulation diagrams alongside three library buildings. The
graphics are assessed through view, line, color, and layering and compared to experiential views of the
building along the diagram's path. A narrow, windowless hall may provide the shortest path but has little
benefit to well-being. Or, as in the case of the newly opened Hunters Point Public Library, a feature
stair may be a dynamic feature, but is only accessible to some. (Spivack 2019) Reconsidering the
circulation diagram as a composite of path, space, and data leaves room for indeterminacy, resulting in
a "synthetic mapping" of space. (Vidler 2000) A circulation path may represent function and efficiency,
but it also defines a singular experience. While the multiplicity of scenarios cannot exist within a single
diagram, the diagram can evolve to become a tool for making the "complexities of diverse human
occupation of built space” visible. (Boys 2017)
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From Ecology to Architecture: The Notion of Human Habitat as an
Interdisciplinary Model in the Pedagogy of the Design of the Built
Environment

Daniel Felipe Marin Vanegas, Student, Constructed Environment Design or Building Architecture, Universidad
Nacional de Colombia, Antioquia, Colombia

Jorge William Montoya Santamaria, Associate Professor, Department of Cultural and Philosophical Studies,
Universidad Nacional de Colombia, Antioquia, Colombia

John Munoz Echavarria, Professor, Head of School of Habitat, Construction School, Faculty of Architecture,
Universidad Nacional de Colombia , Antioquia, Colombia

Ricardo Benavides Uribe, Professor, Facultad de Artes Integradas, Universidad de San Buenaventura, Colombia

In the beginning, the notion of habitat had been conceived in life sciences and ecology studies fields.
Subsequently, it began to be extrapolated by housing researchers as a useful term applicable in urban-
rural studies. As shown, the habitat itself is an interdisciplinary concept that crosses and bridges several
fields of knowledge, such as natural sciences like biology and human sciences like architecture. In this
way, this research aims to state that the human habitat conception of dwelling is a better approach for
teaching built environment design in programs related to construction, architecture, civil engineering,
and even other engineering and human sciences fields. This, by means of validating a multidimensional
model that put this notion into practice with an interdisciplinary group of students from eight different
bachelors programs; additionally, this is shown through the articulation of the integrated sustainability
dimensions with the variables that are brought forward from the ecology, converging in a cross-
disciplinary pedagogic model. Ultimately, the implementation of this development entails a transition of
the notion of the dwelling towards a notion of human habitat, which in turn also implies several changes
in the teaching paradigms for designing, not only human-oriented spaces but also nature-oriented
ones. At last, we conclude that this transition fosters a more complex insight on the human intervention
in nature and the built environment that overcomes the simplistic insight of traditional housing projects.
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Design Strategies for Visually Engaging Solar Skins: Between Dynamic
Displays and Energy Generation

Eleonora Nicoletti, Lecturer in Architecture, Architecture and the Built Environment, University of the West of
England, Bristol, City of, United Kingdom

The human experience of urban spaces is influenced by the physical characteristics of the settings.
Architectural skins play an important role in people’s perception of cities, while also impacting the
energy performance of buildings. Within the context of the climate crisis, facades need designing to
enhance people’s experience of urban open spaces and reduce buildings’ carbon emissions.
Architectural envelopes which can act as visual attractors, such as media facades serving as dynamic
digital displays, can increase buildings’ operational energy use. On the other hand, active solar
technologies may be integrated into facades to supply buildings with renewable energy generated
locally and meet zero-energy building standards. This invites consideration of how facade designs may
be conceived to attract attention and interest, thus engaging people visually in public spaces, without
needing operational energy, and offer, instead, opportunities for energy generation. This research
explores the design of architectural skins which can stimulate visual engagement passively, by
minimising operational energy use and facilitating the building integration of active solar technologies.
Through an interdisciplinary review of literature and design cases, this study considers architecture’s
communicative role, aspects of visual perception, and examples of architectural skins with the ability to
attract attention. It examines advances in active solar technologies, discussing challenges and potential
for integrating them into visually engaging building skins. The conclusions suggest design principles as
passive strategies for embedding dynamic digital media and active solar technologies into fagade
designs.
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A Participatory Approach to Exploring Learning Spaces Based on Design-
Based Research

Serveh Naghshbandi, Independent Researcher, DesignEd Atelier, Australia

My study developed a multilayered approach, exploring learning spaces for doctoral education. As an
exploratory process, it supported the development of design methodology and domain theory based on
Design-Based Research (DBR). It identified the main conceptualizations of learning space from doctoral
students’ points of views and developed a participatory model to make students” multiple voices heard.
Intersection of Production of Space in Architecture and Situated Learning theory in Education enabled
me to build an integrated conceptual framework to explore doctoral students’ perceptions, lived
experiences, and imaginations of learning spaces. Three research questions reflected theoretical and
practical aims. | developed a multi-phased research through three sequential phases: questionnaire,
Photovoice, and prototyping, which respectively addressed subjective, objective, and co-constructed
aspects of spaces. Thematic Analysis informed the data analysis process. Findings suggest that while
doctoral students emphasized individual space as a necessity in any PhD journey, they viewed a
learning space beyond its physicality. Participants’ experiences reinforced that learning is embedded in
communities of practice in doctoral undertaking. They implied creation of communities can turn any
space into a place. Participants imagined spaces that support physicality (individual and shared spaces),
liminality (in-between and on the margins), and (re)-configurability. Design principles included: Learning
space is a layered multi-faceted phenomenon; Learning space is an indicator of support; Learning
space has a potential to improve and sustain well-being; Learning space is a changing entity.

A Spatial Exposition of wujid
Rafik Patel, Lecturer, Spatial Design, AUT, New Zealand

On March 15, 2019, the Al-Noor Mosque and Linwood Islamic Centre in Christchurch were the sites of
New Zealand's first prosecuted terrorist attack. In the aftermath, fifty-one people were killed
(shuhada'’s), forty persons wounded, and family and community members traumatized. New Zealand's
Muslim community warned authorities of threats in the fear that something was imminent; however,
their voice was not met with gravitas and instead was relegated to the margin. This paper presents
practice-led research that ‘draws’ on the attack as tahqiq (witnessing/attestation) and kashf (unveiling)
bringing forth a Muslim voice from the margins to the center. That is to say, the event became the force
for a possible Islamic ontological turn. The study undertakes a close reading of 12th century Islamic
philosopher Ibn al-'Arabi’'s ontology of wujid (existence/being), emphasizing that a New Zealand
Muslim diaspora’s fundamental experience of the world today requires an inquiry into three modalities
made up of Dunya (present-world), barzakh (intermediate-world), and akhira (afterworld). Expressive
possibilities of the locus of this diasporic experience are expressed in a drawing installation practice. It
mirrors the shadow play process of the divine's tajalli (radiant brilliance) that is projected through the
veil of the barzakh (intermediate world) giving rise to the shadow world of Dunya - our reality. In this
sense, the drawing practice is the projected shadow play of wujid. Therefore drawing, poetry, and
installation are used as methods of expression to create a makan (place/location of being) that is
appropriate for remembering the event.
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Singleton Sounds Like..: A Site-specific Community-focused Sound
Installation

Nicole Carroll, Lecturer in Digtial Composition, School of Creative Industries (SOCI), Music, University of
Newcastle, New South Wales, Australia

Jon Drummond, Associate Professor, School of Creative Industries, College of Human and Social Futures, The
University of Newcastle, Australia, New South Wales, Australia

"Singleton Sounds Like.." is a site-specific interactive multichannel audio installation working across
acoustic ecology and soundscape composition. The work includes field recordings gathered in
Singleton, NSW, Australia, highlighting daily life, wildlife, and soundmarks (R. Murray Schafer).
Recordings are played through audio transducers mounted in existing benches in the installation space,
a busy pedestrian alleyway; thus, the work augments the current infrastructure. The work is a platform
for the community to participate in the art-making process as the field recordings are largely
community-sourced with some contributions from the artistic team. The project is an inquiry into
community engagement with public art and is primarily measured by engagement with the online
components of the project. Social media and QR codes at the installation site prompt the community
to engage with the website, submission portal, and virtual gallery. These online components run in
conjunction with the physical installation, and the community is encouraged to upload audio
submissions on a rolling basis for inclusion in the project. The project is guided by the following
questions: Does the installation enrich the urban environment, and does it improve the community's
experience in the environment? Does the work generate interest in the local sonic landscape that might
otherwise go unnoticed? Does the inclusion of community recordings generate more interest in the
work, and does that carry over to other public artworks in the area? This work is a component of
"Singleton Living Laneways," supported by Singleton Council, FASTLab, and The University of
Newcastle.

After Oil 2050: Interior Architecture and Environmental Agency

Rana Abudayyeh, Assistant Professor, College of Architecture and Design, University of Tennessee, Knoxuville,
Tennessee, United States

Driving substantial, measurable, and meaningful action on climate change requires us to think outside
the bounds of conventions and employ design in new trajectories. As the era of dependence on fossil
fuels comes to an end, replaced by renewable energy sources and virtual connectivity, we find that
many of the extensive infrastructures and systems that were integral to supporting our oil-dependent
lifestyle are becoming obsolete. The oil industry has been one of the most environmentally invasive
enterprises with extensive networks to extract, transport, refine, and dispense oil all around the globe.
Examining the decommissioned settings of an oil-dependent era was the focus of a capstone interior
architecture studio. The studio sought to define new trajectories for the abandoned structures of a fossil
fuel economy. The sites we addressed were: Oil Platform Holly (Santa Barbara), Williamsburg's Bayside
Oil Depot (Williamsburg, Brooklyn), ExxonMobil Building Formerly: Humble Oil Building (Houston), and
The Packard Well Site (Los Angeles). Working towards resilient design narratives, the studio reimagined
these colossal petroculture artifacts employing interior architecture's inherent adaptive reuse capacity.
The various sites created a fertile ground for intervention and issued a comprehensive set of imaginative
narratives for our impending future.
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Upcycling as a Creativity Booster: An Interactive Inspirational Technique
Driven from Yohji Yamamoto Style of Fashion

Alshaimaa Alanadoly, Assistant Professor, Fashion Design, Helwan University, Al Qahirah, Egypt

Fashion sustainability became a global market demand that shouldn't be ignored. As a topic,
sustainability became a core course in most of fashion institutes, where upcoming fashion designers and
specialists are interacting with issues of sustainability facing fashion from theoretical backgrounds. Still,
practically, interacting with sustainability is left as individualized attempts to figure a way to act, design,
produce fashion in a sustainable manner. This research presents a method to teach fashion students
sustainable design practices through upcycling technique and inspired by “Yohji Yamamoto”
deconstructive style of fashion. While the technique being sustainable, it was found to be a booster to
the students’ creativity and understanding of constructive practices behind fashion design. As an
experiment of this study, fashion students during a workshop were divided to groups and been
introduced to Yamamoto's design process and techniques, they then been asked to develop their own
complete outfit using old pieces of clothes and produce a presentable final outfit, in which they have to
experiment their concept, design and construction. Throughout the study, an extracted experimental
qualitative result of the technique will be discussed and presented and the process will be analysed. This
undergoing study presents a worthy attempt to interactively introduce sustainable design practices to
fashion students, that may help them reach their individual sustainable design process. The results of the
study is expected to help educational institutes into integrating fashion sustainability (design to
production) as a full practical process within their curricula.

Proxemics Revisited: A Theoretical Discourse Toward Eco-equilibrium
Design

Chutarat Laomanacharoen, Chairperson, Product Design, Assumption University, Samut Prakan, Thailand

The revisiting of proxemics theory focuses on understanding the notion of social distancing that has
become a broad guideline for the new normal society. The paper illustrates that the biology of behavior,
which was the basis of Proxemics theory is important in the application of social distancing to meet all
dimensions of users in architectural design. The paper traces the influence of proxemics theory in
governing space design fundamentals that has inevitably led to urban sprawling, which is viewed as
contributing to the present Covid 19 pandemic. In response to this dilemma, the paper offers a new
perspective within the framework of the third generation of conservation focusing on the notion of
cohabitation of human, animal, and nature in a more accommodating way. Eco-equilibrium design is
proposed as a theoretical framework for an alternative cohabitation scheme. An experimental design for
the new zoo of Thailand is offered as an example of the application of eco-equilibrium design.
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Guest Interactions Within the Theme Park Model Through the Lens of User
Experience Design: Past Principles, Current Practices

Dave Gottwald, Assistant Professor, College of Art & Architecture, Art + Design, University of Idaho, Idaho, United
States

Beginning with Disneyland, by the end of the twentieth century, themed spaces had proliferated across
sectors from leisure to education as a core component of Pine and Gilmore's Experience Economy. As
Ellen Lupton reminds us, what has changed now in the twenty-first century is that, increasingly, we are
designing for participants: for users, visitors, and guests. Calling customers “guests” is a key Disney
contribution to the hospitality industry, and it traces back to Walt Disney’s personal philosophy.
Although now regarded as paternalistic, Disney’s concern for his

“guests” is not unlike current trends in human-centered design. How Disney parks were/are planned,
designed, and continue to be iterated maps suitably to practices in the UX industry. Thus theme parks
can be thought of as a kind of software. Most recently, mobile apps have become integral to most visits.
Star Wars: Galaxy’s Edge opened in 2019 with interactivity via the Play Disney Parks app baked directly
in. Guests can embark on a number of gamified quests, scan and translate “alien” content, and
participate in role playing. Now with the global theme park industry having reopened following in some
cases over a year long pandemic closure, apps have become the central way guests manage their
theme park experience, and operators manage the guests. This paper describes the evolution of the
Disney parks in the context of user experience design, looks at the current state of the art, and
speculates on where mobile interactivity within the theme park model might head in the future.

Water Talk: In Search of Hidden Landscapes of Water

Irene Perez Lopez, Senior Lecturer, School of Architecture and Built Department, University of Newcastle, New
South Wales, Australia

As part of a broader investigation around the implications of living in delta and estuary cities, as spaces
transformed by the transitory actions of water, the exhibition and paper is presenting the investigation
designed to reveal the original landscape of water, through the construction of a visual narrative, a
cartography through time, uncovering new and unexpected relationships between space, community
and environments, representing the transformation of Mulubinba into Newcastle (New South Wales,
Australia). The time frame spans hundreds of years of history and by looking forward to 2100, focusing
on the impacts of river and coastal transformation. The research presented visualizes, describes, and
combines hidden, erase and alive places and spaces in the threshold between land and water, in
multiple scales along an expanded time frame. The representation of dynamic systems across time is a
major methodological and design challenge in order to connect the multiple forces impacting such
dynamic ecosystems, which are influenced by various forms of knowledge and disciplinary approaches.
The most rigorous and fruitful manner to approach this methodology and create forecasts is mapping,
which makes tangible, not only physical attributes, but more importantly, “hidden forces that underlie the
workings of a given place”, such as historical and local events, aboriginal and colonial ‘common [name
of the] places', the multiple traces of water, geology, urban imprints, industrial heritage, economic forces
driving land reclamation and land speculation, social and spatial patterns.
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Design for Dementia: Principles for Experiential and Environmental Design
Maria Mortati, Principal, Maria Mortati Experience Design, California, United States

Our aging population is on the rise and dementia is along with it. Their needs for enrichment are
profound. What might design principles look like when creating environments and experiences for this
population? What practices can we bring to be to understand and evaluate their complex needs? We
will share work from a years-long research and development project creating multi-sensory, real-world
interactives for people living with dementia in a memory care facility. This project focused on improving
the quality of life through fostering immersion and delight. We will share the evolution of standards and
design principles for this realm.
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Design Management and Professional Practice

Design-based Research Methodology in Developing and Evaluating a
Collaborative Music Production Platform

Nathan Scott, Lecturer, School of Creative Industries, The University of Newcastle, New South Wales, Australia Scott
Stickland, Student, PhD (Music), The University of Newcastle, New South Wales, Australia

Rukshan Athauda, Senior Lecturer, School of Information and Physical Sciences, The University of Newcastle,
New South Wales, Australia

This paper presents observations of design science research methodology and Boehm'’s spiral software
process model in a multidisciplinary project to develop and evaluate a collaborative music production
platform. The iterative nature of design-based research methodology facilitated the development,
evaluation, and validation stages and communicated intermediate results through peer-reviewed
publications as the project progressed. The development and evaluation of the software artefacts
followed a staged approach adopting a spiral software process model. Initially, the focus of the project
was to overcome technical challenges to facilitate a music collaboration platform based on researchers’
experience as a practitioner. Later, after several iterations of requirements gathering, a final evaluation
of the platform was undertaken with practitioners to evaluate and validate the platform in real-world
settings. Overall, the research project adopted a design science research methodology while
incorporating a spiral software process model for the development and evaluation of the software
artefacts. Both approaches shared similar traits, such as iterative processes, real-world deployments
and assessments and periodic involvement of end-users/research participants. It also provided stable
reference points when mapping the spiral model's iterative sequence of steps with design science
research’s nominal sequence of activities. The resulting methodological framework grounded the
research project in the tenets of design-based research and software design while including the
opportunity for periodic presentation of research findings. This approach yielded peer and industry
feedback that guided and strengthened the research outcome. The project demonstrated that cross-
disciplinary design research methodologies could provide justifiable rigour and structured pathways for
multidisciplinary research projects.
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Understandings of Professional Design Expertise: A Reflective Practice
Account on the Lived Experiences of Communication Designers

Grant Ellmers, Senior Lecturer in Design and Photography, School of The Arts, English, and Media , University of
Wollongong, New South Wales, Australia

Stella Tan, Independent Researcher, NSW, Australia

Marius Foley, RMIT, Australia

By investigating communication designers' lived experiences of design practice, we can develop an
empirically informed understanding of the approaches and behaviours that have underpinned the
development of their design expertise. Such insights can help to inform design pedagogy as we seek
ways to close the gaps between education and professional practice. However, how designers and in
particular communication designers, adapt and further develop their expertise during professional
practice is still poorly understood and at best anecdotal. A case study research approach was employed
using semi-structured interview methods. Five communication designers from Australia all with more
than 10 years professional practice, took part in this study. Participants were asked to narrate their lived
experiences while reflecting on their practice. Analysis of the interviews suggests that designers
demonstrate socially dynamic behaviours that consist of a complex range of differing levels of expertise
often involving critical reflective practice. This is a significant insight as it suggests that reflective
practice plays a crucial role supporting expertise development. As such, an improved model of reflective
practice applied in a structured manner and embodying critical thinking, may be key to bridging the
gaps between education and professional practice, and support designers transition beyond beliefs they
are passive recipients of expert routines. This has the potential to not only better prepare graduate
students for professional practice, but also provide the necessary framework for continuous professional
development of expertise throughout their careers in dynamic and transformative ways, positioning
them for a world of change and diversity.
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What Design Can Learn From Collaborating With Indigenous Partners

Simone O’Callaghan, Senior Lecturer, College of Human and Social Futures, University of Newcaslte, New South
Wales, Australia

Carl Morgan, Associate Lecturer, School of Creative Industries, College of Human & Social Futures, University of
Newcastle, New South Wales, Australia

This paper examines learnings gained from working with Indigenous partners on creative design
projects through Studio Zed, a creative agency at the University of Newcastle which provides students
with creative studio placements over the summer and Work Integrated Learning (WIL) opportunities
throughout the year. The studio was established in response to local client demand for student led
design work. The University of Newcastle is a regional university where there are limited local
opportunities for Design students to gain professional industry placement experience before they
graduate, so Studio Zed also fulfils that role. Students can either work on design jobs delivered through
Bachelor of Visual Communication Design courses, or each summer they have the opportunity to work
on completing fast turnaround industry level design jobs in 4 - 6 weeks, through the Studio Zed
Summer Pop Up Studio. During this time, Studio Zed has collaborated with Aboriginal and Torres Strait
Islander Communities to deliver design jobs, and both the studio directors, and students have found
these projects enriching, learning much from being shown alternative world views and perspectives that
can then be fed back into design processes. This paper introduces a general overview of learnings
gained from design collaborations on projects with both Aboriginal and Torres Strait Islander
Communities. Detailed learnings are further discussed in a case study project called Where's Our
Water, which was a collaboration with Awabakal and Worimi communities, Hunter Water and
Newcastle High School to produce an illustrated children’s book focusing on water conservation.

The Glue of Care: Beyond Empathy in Design and Design Thinking

Sally Cloke, Sessional Academic, School of Creative Industries, University of Newcastle, New South Wales,
Australia

Mark Roxburgh, University of Newcastle

Benjamin Matthews, Lecturer, School of Creative Industries, University of Newcastle, New South Wales, Australia

Empathy, which gives its name to the first stage in the now-ubiquitous Ideo model of “Design Thinking”,
has been described as an essential element in contemporary design and one of the most powerful tools
designers can offer. In this paper, we question empathy’s privileged position and exaggerated claims
and suggest that the concept of care may offer a humbler and more liberating way for designers to
frame their relationship with - and responsibilities to - those for whom and with whom they design.
Understanding design as a caring practice may also have significant implications for design for
sustainability, the revaluation of craft and even design futuring.
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Agile for Freelancers: Harnessing Client Collaboration in Small-scale Design
Practice

Michael Dunbar, Industry Fellow and Associate Lecturer, School of Design, RMIT University, Victoria, Australia

This paper explores the use of agile methods in small-scale design practice to close the distance
between designer and client. Through a case study of a recent web design project in my professional
practice, | examine the use of agile methods to facilitate cross-functional co-production with clients.
With the goal of shifting from a linear, documentation-heavy process to an iterative process driven by
collaboration, the project design borrows from agile practices such Scrum, an agile methodology. The
main features being a cross-functional team comprising client staff and me, collectively responsible for
delivering a working version of the website every two weeks. | articulate how these concepts were
applied, and assess their impacts through the events and outcomes of the project. | find that the ways
of working facilitated by the agile methods enabled the team to co-design, continuously balancing
strategic outcomes against technical and financial constraints as responses to emerging information
obtained through sketching, making and feedback. | also find that while focusing on the goals of each
iteration, inconsistencies in the design can emerge, requiring designers to double back and develop
systematic approaches. This project demonstrates lightweight and practical ways that small-scale
design practices can harness collaboration with their clients, that are more adaptive to emergent
situations. Furthermore, | suggest that educational experiences allowing designers to learn about
facilitating collaboration and participating in cross-functional teams will deepen students’ abilities to
apply design in diverse environments.

Visualization of Interdisciplinary Conversations

Eugene Park, Associate Professor, College of Design, University of Minnesota, Twin Cities, Minnesota, United
States

This paper considers the process and unveils the outcomes of a project that involves aggregating and
visualizing the video conferencing interactions that took place in a series of Zoom meetings amongst
design faculty from various disciplines. Beginning in January of 2021, the University of Minnesota's
College of Design hosted a series of online dialogue and scholarly discussions amongst all of its design
disciplines, which are Apparel Design, Architecture, Graphic Design, Interior Design, Landscape
Architecture, Product Design, and Retail Merchandising. Led by faculty and all held syncrhonously over
Zoom, the result was an interdisciplinary engagement where everyone can learn something meaningful
from each other and initiate dialogues that otherwise wouldn't have occurred at regular faculty
meetings. At each dialogue session, zoom video recordings, audio transcripts, and chat logs were saved
for archiving purposes. In addition to making these records available to everyone at the college, a series
of visualizations were created to allow people to asynchronously engage with the ideas and resources
that were shared at each meeting. The outcome was a combination of conventional and experimental
visualizations that provide a visual overview of the meetings and help discover additional insights and
connections that did not occur at the live sessions. We hope that this visualization project will be
considered as one of many possibilities in how data visualization can help facilitate interdisciplinary
dialogues and propose a graphical structure in how conversations are recorded, archived, and
disseminated.

82



Planning for the Unknown: Case Studies of Design-driven Industrial
Conversion in the Automotive Sector as a Way to Overcome Crises and
Uncertainties

Eva Vanessa Bruno, PhD Candidate, DAD - Department of Architecture and Design, Politecnico di Torino, Italy
Beatrice Lerma, Politecnico di Torino

This paper explores the role of a design-led orientation strategy for automotive companies. Specifically,
the study examines the industrial conversion strategies of companies that have found new markets
thanks to design. Indeed, the central thesis of this paper is that design can boost entrepreneurship,
managerial procedures and be a source of competitive advantage. Industrial conversion has been
studied by many researchers belonging to the research area of management. However, studies on the
role of industrial designers in corporate strategies represent a growing domain in design. The research is
based on three case studies of Italian companies that have been produced components for the
automotive sector for years and used their expertise to move into different markets. The product space
is the chosen tool to display the previous product portfolio and the new opportunities. The analyzed
visionary companies could break away from one production sector and venture into new ones where
design was a strategic lever. As the case studies show, industrial reconversion brings companies “back
to life”, makes them flexible and resilient to sudden changes, thanks changing products and markets
based on existing capacities. What emerges is that industrial conversion is a winning strategy in cases
of corporate crisis where sunk costs are to be exploited to explore new opportunities, making the
company resilient to sudden changes. Starting from this, we can assume and replicate comparable
strategies in companies currently experiencing difficulties due to the changing technological paradigms
in the automotive sector.

The Bridging Design Prototype Approach: Strengthening the Role of Design
as a Strategic Resource in Small Organisations

Gloria Gomez, Edtech Co-founder & Design Researcher, OceanBrowser (OB3) , New Zealand

The Bridging Design Prototype (BDP) approach strengthens the link between design, technology, and
business in small organisations that are developing products for enabling novel practices. A BDP is a
rapid functional prototype built with features familiar to a user community and with novel features that a
designer incorporates after careful analysis of relevant data. It capitalises on a user community's prior
knowledge and recognises their context realities. These characteristics bring users into a development
process early because they accept to incorporate a BDP into their real activities. While a designer or
R&D team use it for learning about the context, community, and practice. As an applied design
researcher, the author has experienced first hand the little awareness of design as a strategic resource,
the little trust small organisations have on the evidence we present, and how the late arrival of the role
of design into a project brings issues to light. These issues are recognised as important, but often, small
organisations say it is too late to resolve them in products soon to be launched. Through the
implementation of BDPs, small organisations experience first hand how the role of design helps to
shape strategy and establish the value of new product concepts before costly implementations are
undertaken, as it should be done in ideal human centred development processes. Two cases are used
to illustrate how BDPs were adopted as part of early product development and generative design
research.
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Designed Objects

Omani Men’'s Head Cover (Kumma): A History, a Tradition, and an Inspiration
for Contemporary Fashion

Rehab Ragab Hassaan, Professor of Fashion Design , Education and Culture Studies , University of Nizwa , Nizwa ,
Oman

Humanity cultural heritage carries a great deal of power, considered a boundless source for artists and
designers’ inspirations. Furthermore, experiments of re-inventing the cultural heritage into
contemporary forms considers a progressive vision of future. This paper presents an experience to
extend boundaries of fashion, examines power of continuity and power of change. The objectives can
be summarized in two main points: First, documenting the Omani men'’s traditional head cover
(Kumma) through museums, references, and the author description, second is inspiring contemporary
women fashion by Kumma. The study highlights one piece of Omani traditional costumes, carrying rich
historical, aesthetical, and technical dimensions. The re-inventing experiments had been represented in
women fashion, through the de-constructive and re-constructive approach. Opinion questionnaire of
proposed designs had been applied on a sample of Omani and non-Omani women, measuring the
acceptance rate of heritage re-inventing. Statistical results indicated high acceptance rate of non-
Omani for heritage renewing and reformulating, considering this as a type of keeping pace with the
global devolving, on the contrary, 83% of Omani community preferred to transform Kumma artistic folk
motifs on women Abaya through printing or through embroidering techniques, means their tendency for
inspiring by Omani Kumma in conceptuality not materiality. The study recommends for intensive
keeping of cultural heritage through real and virtual specific banks, in same time, encouraging young
designers for considering artistic traditional cultural heritage in proposing modern designs.

Designed Objects
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Merging Footwear Design, Functionality, and Sustainability

Ling Cheung, Lecturer, Faculty of Design and Environment, Technological and Higher Education Institution, Hong
Kong

Functionality and sustainability are key elements of the current footwear industry. Recent data prove
that about 300 million pairs of footwear are disposed of every year, which requires exploring innovative
ways to produce, design. and promote durability. The majority of consumers demand comfort, versatility,
functionality, sustainability, and performance in the variability of settings. These factors have been
leading sustainable footwear brands to develop 3-Dimensional (3D) printing in footwear production,
focused on sustainable functionality. Raising a number of 3D printing methods helps speed up and eco-
consciousness in their innovative sustainable footwear manufacturing. In order to minimize the pollution
of raw material waste to the environment, a customized 3D printing production of the midsole is
needed. Without the mass production of midsoles, less disposable materials and reduce the cost of
procuring raw materials in the foreseeable future. In this regard, the proposed project strives to develop
an innovative design with elaborated technologies and functional footwear. This project investigates the
sustainable aspects of footwear by applying 3D printing technology to produce a customized midsole
design. It provides a way for fitting customization and design diversification in order to enhance
innovation development and achieve the sustainability objective for footwear. Different extent of
comfort and functional level can be obtained by creating precise fittings to the foot of human beings.

Design as Cultural Artefact

Jesvin Puayhwa Yeo, Associate Professor, School of Art, Design and Media, Nanyang Technology University
Singapore, Singapore

Cultural heritage is a big part of human life, and so is design. How does design integrate with heritage
and culture to foster innovative ideas? By reimagining heritage and culture, this paper explores and
integrates traditional arts and crafts with design processes to develop innovative artistic prototypes. The
design narrative has experimented in two intersecting and iterative stages. In the first stage of the ideas
generation, the artefacts, materials, equipment and making processes of traditional Singapore artisans
were documented and analysed. In the second stage of ideas interpretation, the findings were explored,
reimagined, and interpreted as relevant designs for the public. The question raised during the process
was: “What's next in the field of traditional crafts and design?” The design narrative demonstrated that
creativity and innovation could be derived from the deep roots of local cultural heritage and handicrafts.
Its influence can be embodied in many aspects of the creative concept: the traditional and the modern
aesthetic sense of sharing communion; the form of expression, of both abstract and figurative; and in
techniques and materials, the use of multiple applications and comprehensive co-exist. All these greatly
expanded the thinking and performance of design and provided promising conditions for the
development of design as cultural artefacts.

85



Attendance List

Angie Abdilla, Old Ways, New, Australia

Rana Abudayyeh, University of Tennessee, Knoxville, United States
Babatope Renascent Akola, Palton Morgan Holdings, Nigeria
Alshaimaa Alanadoly, Helwan University, Egypt

Diana Allison, University of the Incarnate Word, United States

Shouaa Alrajeh, Prince Sultan University, Saudi Arabia

Nicole L. Arnell, Arkansas State University, United States

Elisabeth Arnold, University of Newcastle, Australia

Abhinav Basak, Indian Institute of Technology, Kanpur, India, India
Ahmet Baskan, Istanbul Technical University, Turkey

Sofie Boons, University of the West of England, United Kingdom

Dan Brackenbury, Royal College of Art, United Kingdom

Eva Vanessa Bruno, Politecnico di Torino, Italy

Amanda Burcham, University of Arkansas, United States

Irem Buse Aksoy, Common Ground Research Networks, United States
Leon Butler, Yeats Academy of Arts, Design and Architecture, Ireland
Daniel Caja Rubio, Universidad Laval, Canada

Katy Campbell, University of Alberta, Canada

Nicole Carroll, University of Newcastle, Australia

Heather Carlile Carter, Oklahoma State University, United States
Andrea Cassin, University of Newcastle, Australia, Australia

Camilo Cerro, American University of Sharjah, United Arab Emirates
Hannah Chafetz, Ontario College of Art and Design (OCAD) University, Canada
Ari Chand, University of Newcastle, Australia

Possanunt Charoenkijkajorn, Kyoto Institute of Technology, Japan
Fiona Chatteur, Torrens University Australia, Australia

Ling Cheung, Technological and Higher Education Institution, Hong Kong
Sonny Yip Hong Choy, Technological and Higher Education Institute of Hong Kong, Hong
Kong Trevor Collins, University of Alabama, United States

Giovanni Maria Conti, Politecnico di Milano, Italy

Vanessa B. Cruz, California Institute of the Arts, United States

Brian DeLevie, University of Colorado Denver, United States

Kaitlyn Dierikx, University of Newcastle, Australia

Bernadette Drabsch, The University of Newcastle, Australia

Michael Dunbar, RMIT University, Australia

Salma Dwidar, Prince Sultan University, Saudi Arabia

Paul Egglestone, University of Newcastle, Australia

Grant Ellmers, University of Wollongong, Australia

Gamal Elsamanoudy, Ajman University, United Arab Emirates

Kurt Espersen-Peters, University of Manitoba, Canada

Vladimira Foteva, University of Newcastle, Australia

Brian Franklin, lllinois State University, United States

Gareth Fry, Utah Valley University, United States

Tamsyn Gilbert, Common Ground Research Networks, United States
Thomas Girard, Simon Fraser University, Canada

Nandhini Giri, Purdue University, United States

Gloria Gomez, OceanBrowser (OB3), New Zealand

Dave Gottwald, University of Idaho, United States

Cindy Gould, lowa State University, College of Design, United States
Paolo Grazioli, Metroplitan State University of Denver, United States

86



Rehab Ragab Hassaan, University of Nizwa, Oman

Craig Hight, University of Newcastle, Australia

Marianne Holbert, University of Colorado, United States

Geoffrey Hookham, University of Newcastle, Australia

Andrew Howells, The University of Newcastle, Australia

Lorenzo Imbesi, Sapienza University of Rome, ltaly

Mona Kamal Ismail, Scientific College of Design, Oman

Libin K. Babu, North Park University, Chicago, United States

Phillip Kalantzis-Cope, Common Ground Research Networks, United States
Arshiya Kapoor, MIT Art, Design, and Technology University, India
Vasudha Karhadkar, MITADT University,Pune India, India

Ralph Kenke, University of Newcastle, Australia

Jinsook Kim, Georgian Court University, United States

Karen Kubey, Pratt Institute, United States

Chutarat Laomanacharoen, Assumption University, Thailand

Robyn Latimer, Torrens University Australia, Australia

Angelica Leti, Common Ground Research Networks, United States
Jingtian Li, University of the Incarnate Word, United States

Xiaozhu Lin, Politecnico di Milano, Italy

Wenwen Liu, Teesside University, United Kingdom

Alejandro Lozano Robledo, University of Cincinnati Digital Futures, United States
Adam Manning, University of Newcastle, Australia

Matthew Manos, University of Southern California, United States
Daniel Felipe Marin Vanegas, Universidad Nacional de Colombia, Colombia
Benjamin Matthews, University of Newcastle, Australia

Matjaz Mazzini, Academy of Fine Arts and Design, Slovenia

Jack McGrath, University of Newcastle, Australia

Michael M. Meany, University of Newcastle, Australia

Yaron Meron, Monash University, Australia

Mario Minichiello, The University of Newcastle, Australia

Kristefan Minski, University of Newcastle, Australia

Kristen Morgan, Eastern Connecticut State University, United States
Carl Morgan, University of Newcastle, Australia

Maria Mortati, Maria Mortati Experience Design, United States
Genevieve Mosely, The University of Queensland, Australia

Kiersten Muenchinger, University of Oregon, United States

Hye-Jin Nae, Rochester Institute of Technology, United States

Serveh Naghshbandi, DesignEd Atelier, Australia

Khajornsak Nakpan, Silpakorn University, Thailand

Adam Nash, University of the Incarnate Word, United States

Eleonora Nicoletti, University of the West of England, United Kingdom
Jacklynn Niemiec, Drexel University, United States

Simone O’Callaghan, University of Newcaslte, Australia

Nan O'Sullivan, Victoria University of Wellington - Te Herenga Waka, New Zealand
Otto Paans, HeusschenCopier Landscape Architects, Netherlands
Soeun Paek, Sapienza University of Rome, Italy

Michelle Pannone, Marywood University, United States

Jihyun Park, Jpark Lab, Canada

Eugene Park, University of Minnesota, Twin Cities, United States
Prajakta R. Parvatikar, Rachana Sansad College of Applied Art & Craft, India
Alex Pate, Common Ground Research Networks, United States

Rafik Patel, AUT, New Zealand

Irene Perez Lopez, University of Newcastle, Australia

87



Terri Rodriguez Hong, University of Hawaii at Manoa, United States
Jillian Salomon, Common Ground Research Networks, United States
Michael Salvo, Purdue University, United States

Naglaa Sami Abdelaziz, Ajman University, United Arab Emirates
Jarrod Sansom, The University of Newcastle, Australia

Daniele Savasta, Ya?ar University, Turkey

Andreas Savvides, University of Cyprus, Cyprus

Jean Luc Schmid, University of Newcastle, Australia

Sean Schumacher, Portland State University, United States

Nathan Scott, The University of Newcastle, Australia

Zi Siang See, University of Tasmania, Australia

Divya Seengal, School of Creative Industries | College of Human and Social Futures | University of Newcastle,
Australia

Juhi Shah, Department of Mass Media, K.C. College, Affiliated to University of Mumbai, India., India.
John Sherrill, Qatar University, Qatar

Hala Sirror, Prince Sultan University, Saudi Arabia

loanna Symeonidou, University of Thessaly, Greece

Stephen Temple, University of Texas San Antonio, United States
Jennifer Theis, Torrens University of Australia, Australia

Amanda Thompson, University of Alabama, United States

Valentina Vezzani, University of Madeira, Portugal

Willhemina Wahlin, Charles Sturt University, Australia

Matt Wallwork, University of Nottingham, Ningbo, China, China

Yanxin Wang, B#Z HTE R B3, Belarus

SueAnne Ware, RMIT University, Australia

Simon Weaving, University of Newcastle, Australia

Michelle Wellham, The University of Newcastle, Australia, Australia
Andrea Wilkinson, LUCA School of Arts, Belgium

Lisa Winstanley, Nanyang Technological University, Singapore
Alexander Wright, University of Bath, United Kingdom

Rewa Wright, the University of Newcastle, Australia

Shengdan Yang, Tsinghua University, China

Jesvin Puayhwa Yeo, Nanyang Technology University Singapore, Singapore
Olga Zbarskaya, OZCREDO, United States

Milagros Zingoni, University of Tennessee, United States

Karen Zwanch, Oklahoma State University, United States

88



Common
Ground
Research

Networks



@COMMON GROUND

Founded in 1984, Common Ground is committed to building new kinds of
knowledge communities, innovative in their media, and forward-thinking in their
messages. Heritage knowledge systems are characterized by vertical
separations--of discipline, professional association, institution, and country.
Common Ground Research Networks takes some of the pivotal challenges of
our time and curates research networks that cut horizontally across legacy
knowledge structures. Sustainability, diversity, learning, the future of humanities,
the nature of interdisciplinarity, the place of the arts in society, technology's
connections with knowledge--these are deeply important questions of our time
that require interdisciplinary thinking, global conversations, and cross-institutional

intellectual collaborations.

Common Ground Research Networks are meeting places for people, ideas, and
dialogue. However, the strength of ideas does not come from finding common
denominators. Rather, the power and resilience of these ideas is that they are

presented and tested in a shared space where differences can meet and safely

connect--differences of perspective, experience, knowledge base, methodology,

geographical or cultural origins, and institutional affiliation. These are the kinds of
vigorous and sympathetic academic milieus in which the most productive
deliberations about the future can be held. We strive to create places of

intellectual interaction and imagination that our future deserves.

MEMBERS OF THE FOLLOWING ORGANIZATIONS

AAP ‘ ASSOCIATION OF AMERICAN AS;";iaﬁjO“ of L?ame“ Society >
and Professiona 2 Tor Scholarl
pUBLIS HERS Society Publishers { it

Publishing Crossref

Common Ground Research Networks is not-for-profit corporation registered in the State of lllinois, USA, organized and
operated pursuant to the General Not For Profit Corporation Act of 1986, 805 ILCS 105/101.01, et seq,, (the "Act") or the
corresponding section of any future Act.

www.cgnetworks.org
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The Common Ground Media Lab is the research and technology arm of Common Ground Research Networks. Common
Ground Research Networks has been researching knowledge ecologies and building scholarly communication
technologies since 1984.

Since 2009, we have had the fortune of being based in the University of lllinois Research Park while building our latest
platform — CGScholar. This is a suite of apps based on the theoretical work of world-renowned scholars from the College
of Education and Department of Computer Science at the University of lllinois Urbana-Champaign. CGScholar has been
built with the support of funding from the US Department of Education, lllinois Ventures, and the Bill and Melinda Gates
Foundation.

The CGScholar platform is being used today by knowledge workers as diverse as: faculty in universities to deliver e-
learning experiences; innovative schools wishing to challenge the ways learning and assessment have traditionally worked;
and government and non-government organizations connecting local knowledge and experience to wider policy
objectives and measurable outcomes. Each of these use cases illustrates the differing of knowledge that CGScholar
serves while also opening spaces for new and emerging voices in the world of scholarly communication.

We aim to synthesize these use cases to build a platform that can become a trusted marketplace for knowledge work,
one that rigorously democratizes the process of knowledge-making, rewards participants, and offers a secure basis for
the sustainable creation and distribution of digital knowledge artifacts.

Our premise has been that media platforms—pre-digital and now also digital-have often not been designed to structure
and facilitate a rigorous, democratic, and a sustainable knowledge economy. The Common Ground Media Lab seeks to
leverage our own platform - CGScholar - to explore alternatives based on extended dialogue, reflexive feedback, and
formal knowledge ontologies. We are developing Al-informed measures of knowledge artifacts, knowledge actors, and
digital knowledge communities. We aim to build a trusted marketplace for knowledge work, that rewards participants and
sustains knowledge production.

With 27,000 published works and 200,000 users, we have come a long way since our first web app twenty years ago. But
we still only see this as the beginning.

As a not-for-profit, we are fundamentally guided by mission: to support the building of better societies and informed

citizenries through rigorous and inclusive social knowledge practices, offering in-person and online scholarly
communication spaces

Supporters & Partners

As they say, “it takes a village.” We are thankful for the generous support of:

BILL& MELINDA -ies /g ILLINOIS

GATES f" undation e saENCES \t‘ VENTURES

And to our Research Network members!

www.cgnetworks.org/medialab
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Climate change is one of the most pressing problems facing our world today. It is in the interests
of everyone that we engage in systemic change that averts climate catastrophe. At Common
Ground Research Networks, we are committed to playing our part as an agent of transformation,
promoting awareness, and making every attempt to lead by example. Our Climate Change:
Impacts and Responses Research Network has been a forum for sharing critical findings and
engaging scientific, theoretical, and practical issues that are raised by the realities of climate
change. We've been a part of global policy debates as official observers at COP26 in Glasgow.
And we are signatories of the United Nations Sustainability Publishers Compact and the United
Nations Climate Neutral Now Initiative.

Measuring

In 2022 we start the process of tracking and measuring emissions for all aspects of what we do. The aim is to build a
comprehensive picture of our baselines to identify areas where emissions can be reduced and construct a long-term plan
of action based on the GHG Emissions Calculation Tool and standard established by the United Nations Climate Neutral
Now Initiative.

Reducing

At the same time, we are not waiting to act. Here are some of the “low hanging fruit” initiatives we are moving on
immediately: all conference programs from print to electronic-only, removing single-use cups and offering reusable
bottles at all our conferences; working closely with all vendors, suppliers, and distributors on how we can work together to
reduce waste; offering robust online options as a pathway to minimize travel. And this is only a small sample of what we'll
be doing in the short term.

Contributing

As we work towards establishing and setting net-zero targets by 2050, as enshrined in the Paris Agreement and United
Nations Climate Neutral Now Initiative, and to make further inroads in mitigating our impacts today, we are participating in
the United Nations Carbon Offset program. As we see climate change as having broad social, economic, and political
consequences, we are investing in the following projects.

o Fiji Nadarivatu Hydropower Project

o DelAgua Public Health Program in Eastern Africa

¢ Jangi Wind Farm in Gujarat

Long Term Goals

We're committing to long-term science-based net-zero targets for our operations - and we believe we can do this much
sooner than 2050. We'll be reporting annually via The Climate Neutral Now reporting mechanism to transparently
communicate how we are meeting our commitments to climate action.

www.cgnetworks.org/about/climate-pledge
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Enfoque e Intereses

Fundada en 2007, la Red de Investigacién de Principios y Précticas del Disefio ofrece un foro interdisciplinar para explorar
el propdsito y el significado del disefio. En términos profesionales y disciplinares, la red cubre un amplio espectro para
constituir un didlogo transdisciplinar, que engloba multitud de paradigmas y practicas del disefio. Nos movemos entre la
reflexion tedrica sobre la naturaleza del disefio y los estudios de caso del disefio practico, entre las perspectivas basadas
en la investigacion y los enfoques basados en la experiencia de los profesionales del disefio. Nuestro cometido es
construir una comunidad epistémica donde se establezcan correlaciones entre delimitaciones disciplinares, geogréficas y
culturales.

Praticas del Disefio

El disefiador ya no es el experto técnico, el esteta heroico o el individuo inspirado de nuestro pasado reciente, el
disefiador contemporaneo aprovecha las fuentes dispersas de creatividad e innovacién. La clave hoy es la colaboracion.
Para quienes practican el disefio, una paradoja central de nuestros tiempos es, por una parte, la creciente especializacion,
pero por la otra, la necesidad de una integracion holistica de un rango mas amplio de tareas de disefio, funcionando entre
y a través de las disciplinas de disefio. El disefio se esta transformando en un proceso cada vez mas social, en efecto
sociable.

El imperativo de colaborar se extiende ademas, mas alléd del dominio de una interaccion profesional y de trabajar en
equipos de disefio. También se extiende a la relacion entre los usuarios, clientes y consumidores del disefio. Hoy, los
disefiadores necesitan desarrollar profundas relaciones colaborativas con su “publico”. El disefio participativo y los disefios
centrados en el usuario son solo dos frases clave que capturan el espiritu de este imperativo.

En términos generales, el equilibrio de poder en el proceso de disefio esta cambiando desde el disefiador que todo lo
sabe y crea cosas que son buenas para consumidores pasivamente agradecidos, a un diadlogo que involucra procesos
mas cuidadosos y sistematicos de consulta con el usuario, investigacion, disefio colaborativo, prueba, evaluacion y
redisefio continuo. La democracia emergente del disefio convierte al disefiador en un conversador, facilitador, mentor y
pedagogo. Como consecuencia se pone en duda el legado de autocomprension del disefiador como un artista,
tecndcrata y experto. Las nuevas politicas del disefio juegan a través de tensiones entre roles histdricos y expectativas
contemporaneas En el trayecto, ;qué se gana y qué se pierde? ;Qué es inherentemente dificil, en lo que respecta a las
nuevas relaciones entre el disefiador y el usuario, y qué es intrinsecamente liberador?

Tan pronto como cambia el equilibrio de poder, un mundo polimorfo y polivalente social se presenta asi mismo.
“Cualquier color que le guste, siempre y cuando sea negro”, dijo el heroico Henry Ford, quien cémodamente asumié que
cada cliente, de los millones que conformaban su mercado masivo, tenia necesidades e intereses idénticos. Pero tan
pronto como usted comienza a hablar de los nichos de mercado, el uso y la personalizacion, descubre la diversidad en un
rango aun mas sorprendente de matices y tintes —locales y globales— de diferentes capacidades e incapacidades de
edades, culturas, géneros y afinidades. La paradoja de la democracia del disefio de hoy es que disefiar para todos
significa disefar para muchos intereses y usos diversos.

Por lo tanto, hay algunas nuevas lineas enfocadas en lo social, que los disefiadores desarrollan para objetivos de
sostenibilidad, acceso, seguridad y bien social. Estos son asuntos de normas y cumplimiento cada vez mas intrincados. O,
si usted interioriza estas instancias, se transforman en asuntos de ética profesional autorregulados.

Estas son algunas de las cosas que, sencillamente, estan cambiando el trabajo de ser un arquitecto, planificador urbano,
disefiador industrial, ingeniero, disefiador visual, disefiador de web, gestor de conocimiento, disefiador de medios o
comunicaciones, disefiador de modas, investigador de usos o disefiador educacional —por mencionar tan solo unas
cuantas de las vocaciones aplicables al disefio—.
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Enfoque e Intereses

Modalidades de disefio

La digitalizacién de texto, sonido y la imagen fija o en movimiento, es una importante transicion. Esto ha engendrado
nuevas practicas de modelado y simulacion, de prefigurar lo real en lo virtual. También ha presentado lo virtual como un
resultado del disefio en si mismo.

El resultado es una nueva multimodalidad y sinestesia. La conceptualizacion del disefio requiere que los disefiadores se
muevan entre las modalidades del lenguaje, la imagen, el sonido, el espacio, el tacto y el gesto. El significado de su disefio
puede ser articulado de una manera, luego de otra, o de todas maneras al mismo tiempo en un proceso profundamente
integrado de sinestesia.

Los disefiadores necesitan ser capaces de “hacer” un discurso de disefio profesional multimodal. Deben hablar y escribir a
su manera a través de colaboraciones complejas con codisefiadores e interacciones con los usuarios. Necesitan ser
capaces de “crear” visualizaciones mientras que exploran las alternativas de disefio mediante imagenes mentales y
retratar sus visiones dentro de la realidad Necesitan ser capaces de representar realidades espaciales, prefigurando las
tres dimensiones mediante dos dimensiones y cambiando los planos en artefactos tactiles, objetos manipulables,
espacios arquitectonicos y paisajes navegables. El nuevo medio digital proporciona herramientas nuevas, flexibles y
accesibles para el pensamiento sinestético y multimodal. Hoy las invenciones de los medios se han transformado en las
madres de la necesidad del disefio.

Tal innovacion no es simplemente una innovacion solo por si misma. También es por las razones mas practicas. Hay una
necesidad en aumento para la documentacion a efectos de la planificacion y la gestion de proyectos, la regulacion y el
cumplimiento, la evaluacion del riesgo y la gestion del mismo y la especificacion de proyectos y la claridad contractual.

Principios del disefio

La palabra “disefio” tiene un doble significado fortuito que describe simultaneamente una estructura intrinseca y el acto
voluntario de crear. El disefio es a la vez morfologia y construccion.

Morfologia: el disefio es inherente, mientras que sus origenes pueden ser organicos, inconscientes, de sentido comun, o
el producto cuidadosamente premeditado del trabajo profesional del disefiador. El disefio en este sentido es estructura,
forma y funcion.

Construccion: el disefio es también un acto, una manifestacion de voluntad, un proceso de transformacion. La narrativa
del disefio es mas o menos asi: toma los disefios disponibles en el mundo, inherente a los objetos encontrados,
arquitecturas, paisajes, procesos, relaciones humanas, culturas. Luego se involucra en el acto de disefiar o reelaborar y
reimaginar estos disefios. Esto no es nunca solo un negocio de reproduccién y replicacién. Siempre envuelve una
inyeccion de los intereses sociales y experiencias culturales del disefiador; su subjetividad e identidad, no menos. El
residuo, como la narrativa llega a un fin momentaneo, es el mundo transformado sin que importe lo poco que sea. Pero el
mundo nunca vuelve a ser el mismo, y el redisefio se devuelve al mundo. La accién del disefio sigue las transformaciones
que se unen al repertorio de disefios disponibles; nuevos inicios para nuevas narrativas de disefio.

Tal vista contrasta con comprensiones mas antiguas del disefio, en las cuales los disefiadores eran receptores pasivos de
rutinas expertas. Su formacién dentro de la practica profesional los ha conducido a aprender a reproducir formas de
disefo recibidas, sancionadas y autoritarias. Esto pudo haber sido apropiado para un mundo que concedia importancia a
la estabilidad y uniformidad.

Pero el mundo de hoy es un lugar de cambio y diversidad. Disefiar, en un sentido dindmico, transformable, puede ser

propicio e incluso emancipador. Es un proceso de cambiar al mundo.

Visite: https://el-diseno.com/acerca-de/enfoque-e-intereses
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Temas

Educacién del Disefio

Aprender a ser un disefiador.

Cuestiones actuales:

Pensamiento del disefio, modelos cognitivos y estilos de aprendizaje.

Resoluciéon de problemas, procesos de reconocimiento, desarrollo de hipdtesis, procesos de razonamiento,
soluciones.

Residuos. Aprendiendo de nuestras experiencias histdricas y contemporaneas del disefio.

Innovacion y creatividad. Significado en teoria y practica.

Casos, estudios empiricos sobre précticas del disefio.

Aproximaciones profesionales. Adquirir las competencias del disefiador, sus capacidades y actitudes.
Métodos de observacion, marcos de interpretacion y criterios para el disefio.

Teoria macro y micro. Lo cotidiano y la teorizacién de lo empirico.

Disefio concebido, complejidad, heterogeneidad y holismo.

Pedagogias del disefio. Ensefiar y aprender en las profesiones del disefio.

Disefios educativos. El profesor como disefiador de instruccion.

Puntos de comparacion. Precedentes, analogias y metéforas en el proceso de disefio.

Disefio en la Sociedad

Sobre las fuentes sociales del disefio y sus efectos.

Cuestiones Actuales:

Disefio en politicas sociales. Politica y planificacion.

Salud y Seguridad. Bienestar publico en la practica del disefio.

Disefio y negocios. Mercados para el disefio y disefio de mercados.

Sistemas humanos y procesos culturales. Globalizacién y profesiones del disefio.

Disefio sin disefiadores. Disefios amateur, cotidianos, organicos y vivos.

Disefio para la diversidad. Cultura, género y orientacion sexual.

Politicas de disefio. Creacion de tecnologias, espacios e instituciones mas comprometidas con las necesidades
humanas.

Finalidades del disefio: pragmatica, estética y emancipatoria.

Tecnologia y humanidades. Tensiones y sinergias.

Valores, cultura y sistemas de conocimiento. El papel de la perspectiva, la subjetividad y la identidad.
Encuentros interculturales. Trabajar en equipos de disefio diverso y global.

Nichos de mercado. Trabajar con diversos clientes y usuarios.

Objetos Disenados
Sobre la naturaleza y forma de los objetos de disefio.

Cuestiones Actuales:

Personas y artefactos. Explorando usos y utilidades.

Narrativas del disefio. Historias y creacién de sentido en el proceso de disefio.

Estudios culturales. Diferencia, diversidad y multiculturalismo en el disefio.

Incorporado y desincorporado. Etnografias del disefio.

Material e inmaterial. Ideas y materiales.

Forma y funcién. Las politicas del disefio industrial.

Sociologia del disefio. Artes decorativas, movimientos populares y comunidades de practicas.
Ciencia y tecnologia en el disefio. Andlisis critico del tecnodeterminismo.

Ecologias de medios y orientacion del objeto. Artefactos disefiados y procesos como experiencias de aprendizaje.
Procesos y objetos codisefiados. Disefio con usuarios y comunidades.

Cercania a los consumidores. El disefio como dilogo.

Disefio universal y acceso. Midiendo la participacion en 0 sistemas de disefio.
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Sobre la representacion utilizando medios de comunicacion visual.

Cuestiones Actuales:

Medios y mediacion. Gramatica visual singular y universal.

Perspectiva, interés. El disefiador como agente o intermediador.

Negociar la autenticidad y la autoridad. El poder de la continuidad y el cambio.

Formas de comunicar el disefio: la vanguardia en desarrollo.

Modelo y representacion gréfica, simbdlica, I6gica y matematica.

Sinestesia 0 modos de representacion cruzada: lenguaje, imagen, espacio y medio.

Bellas artes: ilustracion, fotografia, film y video.

Economias visuales: publicidad, marketing y logos.

Sistemas de informacion y arquitecturas: disefio de interfaz, disefio digital, software y disefio de redes sociales.
Acercamientos publicos y profesionales. El papel del disefiador como comunicador.

Patentes, copyright y propiedad intelectual. Los propietarios y lo publico, lo comercial en el dominio publico.

Sobre la organizacion del disefio, disefiar el trabajo y el disefio como practica profesional.

Cuestiones Actuales:

Disefiar el disefio: de la conceptualizacion a la especificacion.

Conocimientos comunes. Compartiendo perspectivas, teorias y disefios en comunidades de précticas.
Multidisciplinariedad y cruces profesionales. Aproximaciones al disefio.

Profesionalismo y sus trayectorias. Reducir la especializacion y/o la multihabilidad.

Trabajar con la investigacion. Los practicantes del disefio como investigadores o usuarios de la investigacion.
Negocio de rapidez. La economia y el pragmatismo de la entrega rapida y disefio junto a construccion.
Légicas de la colaboracion. Interactividad, sensibilidad y reflexividad en las comunidades de practicas.
Democratizacion del disefio y responsabilidad publica. Construyendo consulta y consenso.

Disefio evolutivo. Colaboraciones en el tiempo.

Experiencia como facilidad. Disefiadores que saben lo que podrian no saber.

Disefio de proyectos. Planeamiento, gestion y posteriores.

Gestidn de proyectos centrados en el cliente o en el usuario. El papel cambiante del disefiador como mediador.

Construir espacios, entornos y practicas de disefio sostenible.

Cuestiones Actuales:

Espacios comunes: huellas ecoldgicas, atmdsferas, biosferas y ecosferas.

Ciclos vitales. Disefiar productos y servicios a largo plazo.

Relacion entre valores humanos y ecoldgicos, estaticos o dinamicos.

Estandares y regulaciones implicitas, explicitas y certificaciones sociales.

Planear lo urbano: perspectivas interdisciplinares sobre las ciudades del futuro.
Naturaleza disefiada: parques, espacios naturales y ecologias elementales.
Comprendiendo los impactos humanos. Recursos naturales y huella ambiental.
Sobre la sostenibilidad y el ecodisefio. El disefio en un marco ambiental, econdmico, social y cultural.
Planear escenarios: disefio de futuros alternativos.

Creando y destruyendo cddigos. La regulacion en la industria del disefio.
Documentar los procesos de disefio sostenible: metodologias, heuristicas y rutinas.
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Presidentes de la Red de Investigacion

Dr. Pablo Diaz Morilla (espafiol)

Profesor, Facultad de Ciencias de la Comunicacién, Universidad de Mélaga, Espaiia.

&

Dr. Loredana Di Lucchio (inglées)
Sapienza Universita di Roma, Roma, Italia

Director de las Ensefianzas Artisticas Superiores en Disefio (Disefio Gréfico,
Disefio de Interiores y Disefio de Producto) de la Junta de Andalucia en EADE-
Institucion Docente Malaguefia Ledn Xlll Mélaga desde 2014. Director de los BA
Hons (Grados Britanicos) en Publicidad y Disefio de Marca en el mismo centro.
Doctor en Comunicacion (calificacion sobresaliente cum laude) con mencién
internacional por estancia en la Université Sorbonne de Paris. Su tesis obtuvo la
Ayuda Fundacién SGAE de investigacién en materia cultural 2018. Licenciado en
Comunicacion audiovisual. Master en Formacion del profesorado. Investigador
en distintos campos, destacando la Comunicacion, la Publicidad y el teatro. Es
ademas guionista audiovisual y dramaturgo premiado con, entre otros, el Premio
Buero Vallejo de Teatro, el Premio de la Asociacion de Autores y Autoras de
Teatro de Espaiia o el Premio Jesus Dominguez de la Diputacion de Huelva.
Selector de proyectos para Factoria Echegaray desde 2019.

La Dra. Loredana Di Lucchio es arquitecta y disefiadora estratégica. Obtuvo su
doctorado mientras estudiaba las relaciones entre el disefio y la produccion, en
tanto que fendémenos que implican aspectos semanticos, tecnoldgicos y de
consumo.

En la actualidad dirige actividades de investigacion en la seccién de Artes,
Disefio y Nuevas Tecnologias del Departamento |.T.A.C.A. de la Sapienza
Universita di Roma. Ha dado charlas sobre estrategia y temas de disefio
avanzado en varios congresos nacionales e internacionales. Parte de su trabajo
consiste en explorar las relaciones entre el disefio, las tecnologias, la produccién
y el consumo. En la actualidad, su investigacion se centra en las posibilidades de
colaboracién existentes entre el disefio Chino e ltaliano, y en un sistema
productivo para desarrollar una nueva red que subsane al mismo tiempo los
conceptos de "deslocalizacion” y "globalizacion”, y que esté dirigida hacia una
forma dindmica de consumo "glocal”.

Es autora de Il Design delle Strategie. Un modello interpretativo della relazione
tra design e impresa (Disefio de estrategias. Un modelo interpretativo de las
relaciones entre disefio y negocios , Gangemi Editore, 2005). Es co-directora de
la seccion de fabrica del DIID - Disegno Industriale Industrial Design; con
enfoque en historiales de casos de empresas innovadoras.

Dr. Lorenzo Imbesi (inglés)
Sapienza Universita di Roma, Roma, Italia

El Dr. Lorenzo Imbesi es arquitecto, con un doctotorado en Disefio
Medioambiental, y profesor en la Sapienza Universidad de Roma, en Roma (ltalia).
Anteriormente trabajé como profesor adjunto en la Carleton University, School of
Industrial Design (Ottawa, Canadd). Es critico y ensayista para muchas revistas, y
actualmente co-dirige la revista DIID - Disegno Industriale. También participd
como orador principal y coordinador de diversos congresos internacionales,
exhibiciones de disefio y otros eventos. Entre sus intereses se incluyen: el
impacto de las nuevas tecnologias y los objetos sobre la cultura del disefio
(especialmente con sus expresiones criticas, y sus implicaciones tedricas a nivel
inter/trans/post—di@g’plinar, con respecto a nuestra "sociedad del conocimiento”
contemporanea; asi como a lo social, cultural y ético).
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Comité Cientifico

La Red de Investigacion de Principios y Practicas del Disefio agradece las contribuciones para su
fundacion, el apoyo constante y la asistencia continua de los siguientes expertos y académicos
de renombre mundial.

En lengua inglesa

e Sam Buccolo, Australian Design Council, Australia

o Flaviano Celaschi, Universita di Bologna, Italy

o Aldo Cibic, Tongji University, Shanghai, China

o Luisa Collina, Politecnico di Milano, Italy

o Rachel Cooper, Lancaster University, UK

o Loredana Di Lucchio, Sapienza University of Rome, Italy

o Luigi Ferrara, George Brown College, Canada

o Jorge Frascara, University of Alberta, Emily Carr University, Canada
o Christian Guellerin, Ecole de design Nantes Atlantique, France

o Lorenzo Imbesi, Sapienza University of Rome, Italy

o Lorraine Justice, Rochester Institute of Technology, Industrial Designers Society of America, USA
o Ezio Manzini, Politecnico di Milano, Italy

En espanol

o Pablo Diaz Morilla, EADE; University of Wales in Malaga; EEAASS Disefio Ledn Xlll; Universidad de Mélaga, Espana
(editor)

o Loredana Di Lucchio, Sapienza Universita di Roma, Italia

o Lorenzo Imbesi, Sapienza Universita di Roma, Italia

o Karine Berthelot-Guiet, Sorbonne Université Celsa, Francia

o Melina Amao Ceniceros, Universidad Auténoma de Baja California, México

o Alma Elisa Delgado Coellar, Universidad Nacional Auténoma de México, México

o Paloma Gémez Marin, IADE Escuela de Disefio, Espaiia
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XVI Congreso Internacional sobre Principios y Practicas del Disefio

Volver a la vida:

Vision y proposito en principios y practicas

19-21 de enero de 2022  University of Newcastle, Newcastle fralians € B @f"

Tema destacado

Volver a la vida:
Vision y proposito en principios y practicas

"Volver a la vida" no puede significar el retorno a lo habitual. El modo en el que nos movemos e interactuamos, los
espacios materiales en los que vivimos, como trabajamos y nos divertimos, puede haber sido alterado para siempre. Es
posible que las herramientas conceptuales que tenemos no sean adecuadas para afrontar los desafios que afrontamos
actualmente, ni los que se presentan en un horizonte cercano. ;De dénde procede nuestra vision de los principios del
disefio? ;Cdmo formulamos nuevos tipos de propdsitos en nuestras practicas? Y para el disefiador, ;cuéles son las
narrativas sociales de las que surgen estas preguntas, cuestionan o proporcionan alternativas para reimaginar la cultura,
la comunidad, el comportamiento humano y el futuro del trabajo?

Dr. Paul Egglestone
Head of School, Creative Industries, University of Newcastle, Australia

Dr. Mario Minichiello
Professor of Design and Director of the Future Arts Science and Technologies Laboratory (FASTlab) at the University
of Newcastle, Australia

Dr. Phillip Kalantzis-Cope
Chief Social Scientist, Common Ground Research Networks, United States of America

Organizador del Congreso

THE UNIVERS r OF

NEWCASTLE

AUSTRALIA
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Comité organizador

Honorary Professor Mario Minichiello

Co-Director of FASTlab International Research and
Development Centre,

College of Human and Social Futures,Visiting Professor
Birmingham Women'’s and Children’s Hospital Birmingham, UK
The University of Newcastle, Australia

Professor Paul Egglestone
Head of School

School of Creative Industries

The University of Newcastle, Australia

Associate Professor Craig Hight

Associate Professor

School of Humanities, Creative Industries and Social Sciences
The University of Newcastle, Australia

Dr Simone O’Callaghan

Senior Lecturer

School of Humanities, Creative Industries and Social Sciences
The University of Newcastle, Australia
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Ponentes plenarios

Professor Paul Egglestone
Head of School, School of Creative Industries, The University of Newcastle, Australia

T

Professor Paul Egglestone is Head of School of Creative Industries at the
University of Newcastle. His work bringing together makers, communities and
technology spans almost two decades and is recognised nationally and
internationally. In 2018 he set up the Future Arts, Science and Technology
Laboratory [FASTLab] as a collaborative translational research hub to deliver
transformational research with global impact. Before moving to Australia in 2017
Paul founded the successful Media Innovation Studio in the UK doing cool things
with people in large media organisations like the BBC, Haymarket and Google.
He's done a few other awesome things like setting up the Civic Drone Centre,
having his work nominated in the top 100 design ideas displayed at the London
Design Museum and making a few dozen TV documentaries for UK and
international broadcasters.

Honorary Professor Mario Minichiello

Co-Director of FASTIab International Research and Development Centre, College of Human and Social
Futures, Visiting Professor Birmingham Women's and Children’s Hospital Birmingham, UK, The University of

Newcastle, Australia

Professor Mario Minichiello, Ph.D. studied at Leicester Polytechnic, Saint Martins,
and Loughborough in England. He has over thirty years of experience in industry
and academia including leading roles in the academy at Leicester DMU,
Birmingham City University, Loughborough University in the UK, and the
University of Newcastle in NSW. As a researcher, he has investigated and
prototyped and visualized new ideas and experiences through a range of graphic
mediums- He has developed his research using tacit and explicit knowledge
with creative practices. As a Practitioner, he has had leading roles in design
agencies, at the BBC, as well as the Guardian Newspaper as a political artist. He
is Professor of Design and Director of the Future Arts Science and Technologies
Laboratory (FASTIab) at the University of Newcastle. Minichiello has the rare
distinction of working closely with Birmingham Children’s Hospital (UK), a world-
leading teaching hospital, and with the Hunter Medical Research Institute, one of
the foremost medical research centers in the world. He is the author and co-
author of a number of books, journal articles as well as developing creative
outputs and intellectual property.
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Ponentes plenarios

Sue Anne Ware

Head of School and Dean of Built Environment, School of Architecture and Built Environment,
University of Newcastle, Australia

John Aitken

Professor Sue Anne Ware's design research practice explores physical catalysts
for social and political change or more simply, design activism. She aims to incite
action by using counter-narratives to an unsustainable status quo. Ware is a co-
founder of out(fit), an all-female collective of design practitioners and student
volunteers who work in marginalized and disadvantaged communities. Out(fit)
provides design and build services for women's domestic violence refuges,
underfunded schools for students with special needs, and Indigenous
Community Centres. She believes that landscape architects share responsibility
for exploring political, social and environmental agendas in public spaces.

Ware's projects reflect her commitment to society's marginalized communities
and an exploration of issues such as drug addiction, ‘ilegal’ refugee policies and
domestic violence. She creates spaces that generate friction, where protests are
permitted and possible, where attention is drawn to some of society's most
pervasive issues, and passers-by may discover insight into what Ware hopes is a
more humanitarian and compassionate approach. Her design projects have won
national and international awards; including Power Plants, Germinate,
Honeysuckle Placemaking, St Andrews Bushfire Memorial, The SIEV X memorial,
the Road as Shrine, and the Anti-Memorial to Heroin Overdose Victims.

Distinguished Emeritus Professor, School of Environmental and Life Sciences, University of

Newcastle, Australia

Professor Aitken, who arrived from the University of Edinburgh to take up a
Chair in Biological Sciences at the University of Newcastle in 1999, is now a
leader of a 50-strong research team studying fertility and contraception, which
has attracted almost $50 million in funding.

During the last 40 years, Professor Aitken has been working to uncover the
intricacies of the union between sperm and egg he has published over 480
research articles, given more than 350 invited lectures, and filed 12 patents. His
work has been cited >16,000 times (h-index of 70), the highest citation index in
his field.

Since arriving in Newcastle he has generated more than $37 million in research
income and has been continuously funded by both the Australian Research
Council (ARC) and the National Health and Medical Research Council (NHMRC).
He has been elected a Fellow of both the Royal Society of Edinburgh and the
Australian Academy of Science and is currently President of the International
Society of Andrology.

The world-renowned reproductive biologist has worked and studied at some of
the world's most prestigious research institutes including Cambridge and the
World Health Organisation, but says there is no place he would rather be than
Newcastle.
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Ponentes plenarios

Brandon Gien
CEO, Good Design Australia, Australia

Brandon is the CEO of Good Design Australia, Chair of the Australian Good Design
Awards, and Deputy Chair of the Australian Design Council. He has spent the past
25 years passionately advocating for the value of good design to improve our
social, economic, cultural and environmental quality of life.

He is a qualified Industrial Designer and currently an Adjunct Professor of Industrial
Design at both the University of Canberra and the University of New South Wales.

He became a Senator of the World Design Organization (WDO), the global body
for Industrial Design, after serving as President (2013-2015), the first Australian to
hold this position.

During his term, he led the strategic transformation of the organisation, resulting in
a new name, vision and mission aligned to the United Nation’s Sustainable
Development Goals.

Angie Abdilla
Founder, Old Ways, New, Australia

Angie Abdilla is a Palawa/ Trawlwoolway woman based in Sydney. She founded
Old Ways, New in 2016, where she works with Indigenous knowledge holders and
Indigenous Knowledge systems across the continent in the design of places and
deep technologies. She has presented her published research on Indigenous
Knowledge Systems, Robotics, and Atrtificial Intelligence at the United Nations
Permanent Forum on Indigenous Issues and co-founded the pioneering
international Indigenous Protocols and Artificial Intelligence Symposium (IP Al).
Within academia, she lectures on human/technology inter-relations and interaction
design. She is a Fellow of The Ethics Centre and an Advisory Board member of the
CSIRO Indigenous STEM Academy.
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Investigadores emergentes

Cada afo se otorga un minimo de Becas para Investigadores Emergentes a estudiantes de
posgrado e investigadores que tienen interés en los temas del congreso. Aqui les presentamos
a los ganadores de beca de 2022.

Miguel Angel Rivas Rosa Elizabeth Cisneros Maria Alejandra
Romero Rios Delgado Coral

Universidad de Mélaga, Espana Universidad Auténoma de Universidad de
Nuevo Ledn, México Narifio, Colombia
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Diseno arquitectonico, espacial y ambiental

Entre fronteras: Una experiencia de reconversion sostenible de
edificios
antiguos

Pedro Nicolas Romera Garcia, Profesor, Universidad de Las Palmas de Gran Canaria, Las Palmas, Espafia

El espacio con limites es el verdadero espacio. No hay contenido sin contenedor. Consideramos el
espacio cuando algo le da forma, cuando le da existencia, dimensiones, estructura, unidad... El
espacio pasa de ser interno a externo cuando las dimensiones varian, pero los limites, las
fronteras, siguen acotando este espacio, condicionandolo, dandole un significado diferente segun
su materia y origen. Los limites pueden transformar el espacio interior haciéndolo ilimitado y
capaz de integrarse y fusionarse con ellos. Cuando el limite es un muro divisorio, una fachada o
un trazado de calles, como en este caso, la arquitectura esta condicionada por la propia
arquitectura. De esta manera, excava o se moldea buscando espacios, adaptandose a las formas
impuestas, desarrollandose como formas infinitamente manipulables. En esta linea, se ha
desarrollado el proyecto de rehabilitacién y ampliacion de una antigua estacion de servicio para
su uso como cafeteria, ubicada en Las Palmas de Gran Canaria. El proyecto se inserta en una zona
libre de la manzana, un espacio vacio e irregular que deja entrever las fachadas adyacentes. La
propuesta se adapta al volumen de la marquesina que la sostiene proporcionando atractivas
comunicaciones horizontales y especial conciencia de las condiciones ambientales. Dentro de los
limites dados, encontramos un espacio infinitamente manipulable. Cuando estos limites se
manipulan con un volumen interior, encontramos un vacio complementario cambiante.
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Propuesta de Tipologias de vivienda rural para el Zulia (Norte de
Santander): Formulacidn desde criterios ambientales, espaciales,
tecnoldgicos sociales y normativos

Carmen Xiomara Diaz Fuentes, Docente, Universidad Francisco de Paula Santander, Colombia
Sergio Alejandro Rios Cruz, Universidad Francisco de Paula Santander, Norte de Santander, Colombia
Sergio Andrés Cano Macias, Universidad Francisco de Paula Santander, Norte de Santander, Colombia

La mayoria de la poblacion urbana y rural del municipio del Zulia (Norte de Santander) vive en
condicién de pobreza y desigualdad. Por tal motivo, se disefié una metodologia de disefio de
vivienda enfocada en sus necesidades habitacionales. La formulacion de criterios ambientales,
espaciales, tecnoldgicos sociales y normativos define una ruta para proponer tipologias de
vivienda rural para el Zulia. La metodologia consiste en 3 fases principales: reconocer necesidades
habitacionales de la regidn, formular criterios ambientales, espaciales, tecnoldgicos sociales y
normativos a partir de las necesidades y, finalmente, disefiar tipologias habitacionales para zonas
rurales del Zulia. Los resultados exponen que al menos el 20% de los hogares cuentan con
necesidades basicas insatisfechas por servicios en mal estado, hacinamiento o déficit de vivienda.
Una de las principales preocupaciones es que el déficit cualitativo de vivienda de la zona rural del
Zulia sobrepasa el 50% y la necesidad habitacional alcanza la demanda de 1500 viviendas para la
region. Por otra parte, la formulacidn de criterios de disefio basados en referentes habitacionales
en diferentes regiones del mundo establece un listado amplio de consideraciones como
sostenibilidad, confort térmico, confort y dimensidn espacial, estructura, materiales, contexto
social y documentos guias para complementar el proceso de disefio arquitectonico. Gracias a esta
metodologia se plantearon tres tipologias de vivienda rural para el Zulia. La concepcion de
propuestas parte de la modulacién de espacios a través de una grilla que controla la geometria en
crecimiento y fragmentacion, la cual varia segun las necesidades habitacionales del usuario.
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Tema destacado de 2022 - Volver a la vida: Visidon y

proposito en principios y practicas

Imaginarios y representaciones sociales: Su incidencia en los patrones
del proceso creativo del disefiador grafico

Rosa Elizabeth Cisneros Rios, Estudiante e Investigadora cientifica, Universidad Auténoma de Nuevo Ledn,
Nuevo Ledn, México

Karina Gabriela Ramirez Paredes, Investigadora, Universidad Auténoma de Nuevo Ledn, Nuevo Ledn, México
Maria Eugenia Flores Trevifio, Subdirectora de Posgrado y Coordinadora de Investigacion de la Facultad de
Filosofia y Letras, Universidad Auténoma de Nuevo Ledn, Nuevo Ledn, México

Ante la situacidn actual provocada por la Covid-19 el disefio grafico ha cobrado mayor impacto y,
debido a su demanda, el profesional de la disciplina busca dar una solucién rapida que cumpla
con las necesidades del proyecto a desarrollar. Esta emergencia puede generar una actitud de
(auto)sabotaje, descuido y abandono del proceso creativo cuando se va a atender una necesidad
profesional. A partir de lo anterior, la presente ponencia analiza categorias cognitivas de la
psicologia, la psicologia social y la sociologia, para determinar algunos conceptos clave que
permiten identificar los patrones del proceso creativo, con el fin de establecer las bases que
posibiliten actualizar los contenidos académicos del curriculum formativo y mejorar el perfil
profesional del disefiador grafico con el propdsito de formar egresados con una mejor visién y
gestién de su propio proceso de creacidn al llevarlo a cabo de forma segura, consciente y facil. Se
abordan las teorias de las representaciones sociales, los imaginarios sociales, el habitus, la
autopercepcion y el flow las cuales se apoyan en la descripcion de las tendencias que se siguen al
disefiar a partir de la subjetividad del individuo y que permitieron identificar los conceptos clave
para un analisis interpretativo de los patrones del proceso creativo: creencias, manifestaciones,
actitudes y emociones.
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Rituales culinarios, cocinas, mesas compartidas y etnografias:
Estrategias aprendidas de la enseilanza de la arquitectura en linea

Mara Sanchez Llorens, Profesora, Universidad Politécnica de Madrid, Madrid, Espafia

Este Proyecto de Innovacién Docente surge del libro de Ray Eames y Lina Bo Bardi "El viaje como
laboratorio” en el que analizamos, categorizamos y clasificamos viajes de artistas y arquitectas que
llevaron a reformular sus vidas. En ellos prestaron atencién a los rituales domésticos y
descubrieron nuevas fuentes y procedimientos para transformar, a continuacion, sus universos
creativos. Esta visidn viajera repercute en nuestro entorno de ensefianza virtual. A partir del viaje,
desarrollamos modelos de investigacion para la practica contempordnea y la ensefanza de la
arquitectura: 1) Conocer modelos de investigacion que surgen de los viajes. 2) Comprender como
los modelos de investigacidn de viajes son un origen para la creacién y la investigacién. 3)
Reformular metodologias de investigacion gracias a las herramientas de educacidn en linea. 4)
Investigar modelos a través de casos practicos. Planteamos un simposio colaborativo para
cincuenta estudiantes avanzados de estructura polifénica y polifocal en torno a un tema comun:
rituales culinarios, cocinas, mesas compartidas y etnografias. Ensayamos esta experiencia en
Espafia, Austria, Argentina, Brasil y Montevideo. El resultado es un nuevo descubrimiento del
mundo, deslumbrandonos al contactar con estos nuevos acercamientos a la realidad reformulada
en la educacién a distancia. Comenzamos con un chat electrénico y videoconferencia con
fotografias y dibujos. La introduccién de los viajes y rituales logra involucrar al alumno. Su
interpretacion de los descubrimientos en la riqueza de los ritos culinarios desencadena disefios
arquitectdnicos. Finalmente, los estudiantes pueden reformular sus proyectos de disefio.
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Objetos disenados

Implementacidon de camara de aire ventilada en el desarrollo de un
ladrillo hueco en arcilla cocida y cisco de café: La relacion entre la forma
y el rendimiento térmico de un producto

Andrea Paola Colmenares Uribe, Arquitecta Investigadora, Grupo de Investigacidn en Arquitecturay
Materiales Alternativos / Grupo de Investigacion en Tecnologia Cerdmica, Universidad Francisco de Paula
Santander, Norte de Santander, Colombia

Carmen Xiomara Diaz Fuentes, Docente, Universidad Francisco de Paula Santander, Colombia

Jorge Sanchez Molina, Docente e Investigador, Departamento de Quimica, Universidad Francisco de Paula
Santander, Norte de Santander, Colombia

La innovacion de materiales y productos para la construccién se enfocan en la eficiencia
energética a lo largo de su vida Util. Por tanto, esta investigacion estudia el impacto de la
implementacion de la cdmara de aire ventilada en un ladrillo de arcilla cocida y a su vez, la
incidencia de residuos agroindustriales como aditivos en la mezcla. La metodologia consiste en 2
fases principales: Disefio de producto y desarrollo de producto a escala de laboratorio. El disefio
de producto plantea dos propuestas formales de ladrillo para someterlas a simulacién de
transferencia de calor y seleccionar el mejor resultado para continuar el desarrollo a escala de
laboratorio. El desarrollo a escala de laboratorio ejecuta la fabricacion de producto y la
caracterizacion de propiedades fisicas y mecanicas en el Centro de Investigacidon en Materiales
Ceramicos de la Universidad Francisco de Paula Santander. Finalmente, los resultados contrastan
la caracterizacién del ladrillo

multiperforado para discutir la relacidn entre la formay el rendimiento del producto. Los
resultados indican que la forma del producto varia la concentraciéon de energia en las superficies
con cdmara de aire ventilada, juntas de mortero y perforaciones. Por consiguiente, la distribucion
de temperaturas varia de manera positiva, porque reduce entre 0,99°Cy 1.08°C en la superficie
exterior y 2.52°Cy 4.02°C en la superficie interior. Por otra parte, las propiedades fisico-mecdnicas
demuestran alteraciones en peso, resistencia y textura, no solo por la forma del producto sino por
la incorporacién de cisco de café en la mezcla de arcilla.
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El disefio procesional en la Semana Santa de Antequera: El caso del
trono de la Virgen del Consuelo, una anomalia procesional

Antonio Rafael Fernandez-Paradas, Profesor, Universidad de Granada, Espaiia

En el afo 1928, la Cofradia del Consuelo de Antequera volvio a realizar estacion de penitencia
publica. En los aifos inmediatamente posteriores a esta fecha, la imagen realizard estacién de
penitencia con trono procesional disefiado a imagen y semejanza de los palios decimondnicos
antequeranos. Sera a partir de los afios cuarenta cuando se produzca la revolucidn en el disefio del
paso procesional de la Virgen del Consuelo, abandonando totalmente las formas candnicas y
apostando por un disefio novedoso para la ciudad que fue altamente incomprendido. Entre los
afios 1928 y 2021, podemos trazar la compleja evolucion del trono procesional de la Virgen del
Consuelo. Con la presente aportacion pretendemos conseguir los siguientes objetivos: Analizar y
contextualizar el disefio del trono procesional de la Virgen del Consuelo de Antequera. Establecer
las fases evolutivas del disefio del trono procesional de la Virgen del Consuelo de Antequera.
Identificar las aportaciones del disefio del trono procesional de la Virgen del Consuelo. Desde el
punto de vista metodoldgico se analizara la documentacién de archivo conservada y se realizara
un vaciado de la prensa de la época. También hemos podido consultar la documentacion generada
por los diferentes artistas vinculados con el disefio del trono procesional a lo largo de los afios.
Entre los resultados esperados, se pretende trazar las diferentes fases evolutivas por las que ha
pasado el disefio del trono procesional de la Virgen del Consuelo. Igualmente pretendemos
contextualizar el disefio de la obra y sus aportaciones el contexto del disefio procesional
antequerano.
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Formacion en diseno

Procesos creativos para el disefo a través del online learning desde una
aproximacion tecnoantropoloégica

Diana De La Mora, Universidad Auténoma de Aguascalientes, Aguascalientes, México

El online learning se presenta como alternativa frente a la nueva realidad educativa,
incrementando las posibilidades para el desarrollo de conocimiento y al trabajo colaborativo,
donde los participantes interaccionan conforme a un nuevo conjunto de reglas y la manera de
operar con la informacion se transforma. A través de esto, el proceso educativo del disefio puede
encontrar un espacio para potenciar el pensamiento creativo de los estudiantes, ya que la
creatividad juega un papel esencial en la formacidn de los disefiadores. Segun Czikszentmihalyi, la
creatividad se produce debido a una serie de interacciones entre la persona y su contexto, por lo
que las interacciones que presenta el online learning y la creatividad pueden generar mayor
interés para alcanzar metas. El objetivo es generar un modelo que promueva el proceso de
ensefianza-aprendizaje del pensamiento creativo para el disefio a través del online learning. La
investigacion usa en una metodologia cualitativa, con entrevistas semiestructuradas dirigidas a
estudiantes, profesores y expertos en los ejes: educacidn, interactividad, online learning,
creatividad y tecnoantropologia; asi como cuestionarios cortos a estudiantes de las carreras de
disefio. Los resultados aun estan en proceso. Con la informacién recabada hasta ahora, se observa
que la inmersidn al online learning, repercute en el proceso ensefianza-aprendizaje y que las
interacciones generadas aportan a las transformaciones del entorno educativo.

Obstaculos en el proceso de creacion de una llustracién: ¢Qué dicen los
estudiantes de Disefio Grafico?

Rosa Belén Ramos Jiménez, Profesora, Escuela Superior Politacnica de Chimborazo, Chimborazo, Ecuador

Al igual que cualquier proyecto disefio, la ilustracién requiere un proceso sistematico, la
identificacion del problema, la investigacidn, el analisis, la generacidn de conceptos, la eleccion de
elementos visuales y muchos otros aspectos. De estos, la generacion de ideas ha sido siempre un
desafio, especialmente para quienes dan sus primeros pasos en esta disciplina. Es asi que la
presente investigacion se enfocd en descubrir aquellos factores que impiden u obstaculizan la
generacion de ideas y, por ende, el desarrollo de la ilustracion. Para ello se ha tomado como
objeto de la investigacidn a los estudiantes de tercer semestre de la Carrera de Disefio Grafico de
la ESPOCH, que cursan o cursaron la asignatura de llustracién durante los 2 ultimos afos, en tres
fases: la primera destinada a conocer las causas del bloqueo creativo a nivel subjetivo, esto a
través de encuestas y didlogos en clases; un segundo enfoque en el cual se plantea el desarrollo
de una ilustracidn, considerando los conocimientos adquiridos hasta el momento antes de
impartirse la asignatura; finalmente, el desarrollo de una ilustracidon después de repasar y
entender la aplicacién de conceptos basicos aprendidos en niveles anteriores. De esto se
descubren varios factores: del tipo subjetivo, desde ambientes de trabajo no adecuados a
problemas de estrés ocasionados por la presion social; del tipo formativo por el desconocimiento
y la falta de intuicion al aplicar conceptos basicos adquiridos anteriormente; y otros de tipo
formal por falta de informacién sobre las condiciones del trabajo encomendado.
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Innovacidén pedagdgica desde el enfoque del Diseiio Centrado en el
Humano: Desarrollo de la metodologia y prototipo de herramientas

Beatriz Helena Roldn D, Profesora, UJTL, Distrito Capital de Bogota, Colombia

La investigacion pretende comprender y vincular algunos de los principios tedricos fundamentales
del Disefio Centrado en el Humano con las experiencias e interacciones que se generan en un
entorno pedagdgico. Esto implica la formulacidn de preguntas sobre los procesos reflexivos, los
actores y las estructuras que generan un impacto en el mejoramiento de ambientes, interfaces y
servicios educativos, asi como el planteamiento y prototipado de metodologias y herramientas
(toolkit) que orienten las iniciativas de innovacidn pedagdgica desde una mirada interdisciplinar.
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Disefio en la sociedad

o oz

El disefio Industrial como aporte sostenible a la venta y exhibicion de
productos agricolas dentro de la plaza de mercado El Potrerillo (Pasto,
Narifio, Colombia)

Maria Alejandra Delgado, Estudiante, Universidad de Narifio, Narifio, Colombia

La plaza de mercado el Potrerillo de Pasto (Colombia) ha ofrecido sus servicios durante 42 afios.
Su estado actual es mejor que el de sus inicios, pero este no es destacable. Muchos problemas se
presentan en sus instalaciones, pero con el proyecto que aprobé el gobierno muchos hasta se
podrian solucionar, pero a esto les falta un complemento: la sostenibilidad, la cual ataca los
problemas desde los enfoques: econdmico, social y ambiental. Con la mejora que se le realizara
no se aplicaran los tres enfoques, ya que al sélo intervenir la infraestructura fisica se esta dejando
de lado la esencia de una plaza: sus vendedores, los cuales trabajan desde la madrugada. Ellos le
dan vida a este espacio, con sus gritos ofreciendo sus productos y con sus apodos carifiosos para
generar mas ventas. Estos personajes particulares no poseen espacios dignos de trabajo ni
poseen herramientas suficientes para mejorar la exhibicidn de sus productos. Se planteara una
alternativa sostenible que brinde mejores condiciones para la venta y exhibicién de productos
agricolas en la plaza de mercado. Durante el proceso me acercaré a los vendedores para
identificar, analizar los fenémenos que afectan el contexto. Todo el proceso se realizard bajo la
metodologia de la

Investigacion creacidn, la cual consiste en contextualizacion, sensacion detonante, conformacion
plastica. Con la investigacion se generara conciencia sobre la importancia de un puesto de trabajo
decente. También se originardn propuestas aplicables al contexto estudiado para evaluar con los
usuarios reales los prototipos resultantes de la investigacion.
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Gestion y practica profesional del disefio

Semiosis y formaciones imaginarias en el discurso académico del diseiio
grafico

Karina Gabriela Ramirez Paredes, Investigadora, Universidad Auténoma de Nuevo Ledn, Nuevo Ledn, México

La necesaria (re)significacion del disefio gréfico y sus nuevas concepciones no podrian lograrse sin
el andlisis de los diversos discursos que lo circundan. Es por ello que la investigacion en disefio
grafico resulta fundamental ya que permite sustentar su practica y consolidar su ensefianza. A
partir de lo anterior, el objetivo de este capitulo es analizar, desde una visién lotmaniana, cdmo se
construye la teorizacidn del disefio grafico por medio de los miembros del Sistema Nacional de
Investigadores (especialidad de disefio grafico), se busca demostrar la complejidad desde la que
se construye la disciplina, asi como dar muestra de las representaciones que los investigadores
hacen sobre el disefio gréfico. Se ve a la investigacion en disefo grafico como el espacio en el que
se transforma y genera conocimiento que permite comprenderlo desde diversos niveles por
medio del entrecruce de sus fronteras semidticas. Los resultados permiten dar cuenta su
interaccién de otros sistemas semidticos y la heterogeneidad semidtica de la que se compone el
disefio grafico al ser una disciplina vasta en condiciones cognitivas.

Diseiio de produccion o direccidn de arte en las creaciones
audiovisuales del siglo XXI: Nahia Fito de Malaga a Matrix

Miguel Angel Rivas Romero, Universidad de Malaga, Malaga, Espafia

Después de las Revoluciones digitales, nuestra sociedad ha sufrido importantes transformaciones
en todos los ambitos. EI consumo masivo de producciones audiovisuales provocado por la
irrupcion de las plataformas streaming y la implantaciéon de tecnologias digitales aplicadas a la
creacion de imagenes han transformado uno de los departamentos mas importantes dentro de la
industria cultural. El oficio de disefiador de produccion se ha adaptado a este nuevo paradigma
digital. En esta comunicacion profundizaremos en cémo la irrupcién de nuevas herramientas han
redefinido el oficio del disefiador de produccion en todas sus fases para conseguir visualizar las
palabras escritas en un guidn en escenografias cinematograficas, arquitecturas efimeras, espacios
exteriores e interiores verosimiles, en objetos narrativos que hablan de los personajes, en
vestuarios de fantasia, en lugares imaginados. En definitiva, mediante el estudio de casos,
reflexionaremos como el arte de las producciones audiovisuales se sustenta sobre el disefio y de
la alta consideracion que nuestros profesionales tienen dentro del sector, sirva de ejemplo el
sevillano afincado en Malaga, Nahia Fito, con sus disefios para la nueva entrega de Matrix o para
las premiadas series "The Crown" o "Game of Thrones".
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Diseno visual

La imagen entre la ética, la estética y la legalidad: Caso iDiario El Extra!

Maria Alexandra Lépez Chiriboga, Docente, Escuela de Disefio Grafico, Escuela Superior Politécnica de
Chimborazo, Chimborazo, Ecuador

Renato Lépez Chiriboga, General Manager, Communication and Marketing, Bliss, Tungurahua, Ecuador Angel
Xavier Solérzano Costales

El diario "El Extra" es un medio de comunicacién impreso ecuatoriano pionero y abanderado en la
informacion de tipo sensacionalista, cuyo trabajo en la creacion grafica de titulares, contenido y
composicion ha trascendido en la region. Ha trasgredido intencionalmente los sentidos,
presentando imagenes sin censura sobre cronica roja, accidentes, asesinatos, suicidios, crimenes,
castigos, homicidios e impunidades, y durante afios incluyo fotografias con alto contenido erético
cuestionadas por la sociedad en general. Estd orientada a sectores populares por su relativo bajo
costo; sin embargo, algunas personas de clase media y alta lo toman como material de lectura. A
partir de la creacién de la Ley de Comunicacidn, que rige estrictamente desde 25 de junio de 2013
hasta el afio 2020, encar6 sanciones y llamados de atencion impuestas por la SUPERCOM; sin
embargo, sus indices de preferencia y ventas no bajaron. En esta investigacién se hace una
evaluacién descriptiva de la imagen, la narrativa y la conexion entre ellas, construida por este
periddico de circulacién masiva, realizado a través de la revision de las primeras planas para
descubrir la presencia del disefio, el impacto visual generado desde la dptica ética, estéticay
legal. Las piezas graficas valoradas fueron organizadas cronolégicamente y mas alla del trabajo
grdafico de la imagen, de la narrativa o de las dos en conjunto, se observé la gramdatica singular y
universal, al mismo tiempo, determinantes que impactan en la sociedad ecuatoriana.
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@COMMON GROUND

Founded in 1984, Common Ground is committed to building new kinds of
knowledge communities, innovative in their media, and forward-thinking in their
messages. Heritage knowledge systems are characterized by vertical
separations--of discipline, professional association, institution, and country.
Common Ground Research Networks takes some of the pivotal challenges of
our time and curates research networks that cut horizontally across legacy
knowledge structures. Sustainability, diversity, learning, the future of humanities,
the nature of interdisciplinarity, the place of the arts in society, technology's
connections with knowledge--these are deeply important questions of our time
that require interdisciplinary thinking, global conversations, and cross-institutional

intellectual collaborations.

Common Ground Research Networks are meeting places for people, ideas, and
dialogue. However, the strength of ideas does not come from finding common
denominators. Rather, the power and resilience of these ideas is that they are

presented and tested in a shared space where differences can meet and safely

connect--differences of perspective, experience, knowledge base, methodology,

geographical or cultural origins, and institutional affiliation. These are the kinds of
vigorous and sympathetic academic milieus in which the most productive
deliberations about the future can be held. We strive to create places of

intellectual interaction and imagination that our future deserves.

MEMBERS OF THE FOLLOWING ORGANIZATIONS

AAP ‘ ASSOCIATION OF AMERICAN AS;";iaﬁjO“ of L?ame“ Society >
and Professiona 2 Tor Scholarl
pUBLIS HERS Society Publishers { it

Publishing Crossref

Common Ground Research Networks is not-for-profit corporation registered in the State of lllinois, USA, organized and
operated pursuant to the General Not For Profit Corporation Act of 1986, 805 ILCS 105/101.01, et seq,, (the "Act") or the
corresponding section of any future Act.

www.cgnetworks.org
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The Common Ground Media Lab is the research and technology arm of Common Ground Research Networks. Common
Ground Research Networks has been researching knowledge ecologies and building scholarly communication
technologies since 1984.

Since 2009, we have had the fortune of being based in the University of lllinois Research Park while building our latest
platform — CGScholar. This is a suite of apps based on the theoretical work of world-renowned scholars from the College
of Education and Department of Computer Science at the University of lllinois Urbana-Champaign. CGScholar has been
built with the support of funding from the US Department of Education, lllinois Ventures, and the Bill and Melinda Gates
Foundation.

The CGScholar platform is being used today by knowledge workers as diverse as: faculty in universities to deliver e-
learning experiences; innovative schools wishing to challenge the ways learning and assessment have traditionally worked;
and government and non-government organizations connecting local knowledge and experience to wider policy
objectives and measurable outcomes. Each of these use cases illustrates the differing of knowledge that CGScholar
serves while also opening spaces for new and emerging voices in the world of scholarly communication.

We aim to synthesize these use cases to build a platform that can become a trusted marketplace for knowledge work,
one that rigorously democratizes the process of knowledge-making, rewards participants, and offers a secure basis for
the sustainable creation and distribution of digital knowledge artifacts.

Our premise has been that media platforms—pre-digital and now also digital-have often not been designed to structure
and facilitate a rigorous, democratic, and a sustainable knowledge economy. The Common Ground Media Lab seeks to
leverage our own platform - CGScholar - to explore alternatives based on extended dialogue, reflexive feedback, and
formal knowledge ontologies. We are developing Al-informed measures of knowledge artifacts, knowledge actors, and
digital knowledge communities. We aim to build a trusted marketplace for knowledge work, that rewards participants and
sustains knowledge production.

With 27,000 published works and 200,000 users, we have come a long way since our first web app twenty years ago. But
we still only see this as the beginning.

As a not-for-profit, we are fundamentally guided by mission: to support the building of better societies and informed

citizenries through rigorous and inclusive social knowledge practices, offering in-person and online scholarly
communication spaces

Supporters & Partners

As they say, “it takes a village.” We are thankful for the generous support of:

BILL& MELINDA -ies /g ILLINOIS

GATES f" undation e saENCES \t‘ VENTURES

And to our Research Network members!

www.cgnetworks.org/medialab
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Climate change is one of the most pressing problems facing our world today. It is in the interests
of everyone that we engage in systemic change that averts climate catastrophe. At Common
Ground Research Networks, we are committed to playing our part as an agent of transformation,
promoting awareness, and making every attempt to lead by example. Our Climate Change:
Impacts and Responses Research Network has been a forum for sharing critical findings and
engaging scientific, theoretical, and practical issues that are raised by the realities of climate
change. We've been a part of global policy debates as official observers at COP26 in Glasgow.
And we are signatories of the United Nations Sustainability Publishers Compact and the United
Nations Climate Neutral Now Initiative.

Measuring

In 2022 we start the process of tracking and measuring emissions for all aspects of what we do. The aim is to build a
comprehensive picture of our baselines to identify areas where emissions can be reduced and construct a long-term plan
of action based on the GHG Emissions Calculation Tool and standard established by the United Nations Climate Neutral
Now Initiative.

Reducing

At the same time, we are not waiting to act. Here are some of the “low hanging fruit” initiatives we are moving on
immediately: all conference programs from print to electronic-only, removing single-use cups and offering reusable
bottles at all our conferences; working closely with all vendors, suppliers, and distributors on how we can work together to
reduce waste; offering robust online options as a pathway to minimize travel. And this is only a small sample of what we'll
be doing in the short term.

Contributing

As we work towards establishing and setting net-zero targets by 2050, as enshrined in the Paris Agreement and United
Nations Climate Neutral Now Initiative, and to make further inroads in mitigating our impacts today, we are participating in
the United Nations Carbon Offset program. As we see climate change as having broad social, economic, and political
consequences, we are investing in the following projects.

o Fiji Nadarivatu Hydropower Project

o DelAgua Public Health Program in Eastern Africa

¢ Jangi Wind Farm in Gujarat

Long Term Goals

We're committing to long-term science-based net-zero targets for our operations - and we believe we can do this much
sooner than 2050. We'll be reporting annually via The Climate Neutral Now reporting mechanism to transparently
communicate how we are meeting our commitments to climate action.

www.cgnetworks.org/about/climate-pledge
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Proceedings of the Sixteenth International Conference on Design Principles &
Practices, hosted by the University of Newcastle and the Sapienza University of
Rome, 19-21 January 2022. The conference featured research addressing the
following special focus: “Back to Life: Seeking Vision and Purpose in Principles and
Practice” and annual themes:

* Design Education: On learning to become a designer

* Design in Society: On the social sources of design and the social effects of design
* Designed Objects: On the nature and form of the objects of design

+ Visual Design: On representation using mediums of the visual communication

» Design Management and Professional Practice: On the organization of design,
design work, and design as a professional practice

* Architectonic, Spatial, and Environmental Design: On constructing spaces,
environments, and sustainable design practices

9" 781957 " 792293



	Binder1.pdf
	G22 - Proceedings Part I.pdf
	G22en Text.pdf

	G22 - Proceedings Part II.pdf
	G22es Text.pdf



