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Design Manifesto

DESIGN MANIFESTO

Introduction

Throughout this semester | have learned a lot about the
design process and how important the intended user is when
conceptualizing a design or physicalization. After completing
the four group design sprints | have learned many valuable
lessons in designing for a variety of people. My main
takeaways that | followed throughout my design process are:

*Try to account for a variety of physical perceptions of the

world

*Researching the technology you're using is valuable to

show you what's possible

*Feedback from both informed and uninformed people is

equally important

A strong initial plan is good but iteration can improve

anything

*It's okay to dream big, but it is also important to manage

expectations

These takeaways were themes | found increasingly present
throughout the design sprints, especially since | was the one
typically creating code so the technological and revisional
aspects of the projects were more important to my portions.
These takeaways are in no particular order, but key insights

that | found helpful throughout the design process.

Differences in Physical Perceptions of the World

About three years ago | lost the ability to taste and smell, and
it has greatly affected my perception of the world physically.
Due to this experience, | tried to keep differences in
perception in mind in the beginning of the design process,
since there are many things that can alter someone’s
perception of the physical world. This is something that can
be difficult to fully account for, so | tried to narrow it down to a
few main considerations. One of the main guides | found

helpful was the Perception in Visualization examples.
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Another resource | used was the WCAG 2 guidelines, | was
already familiar with these from a Critical Web Design course
| took, and they are very helpful when implementing
something you're unfamiliar with while ensuring accessibility.
One place | used these design concepts was in design sprint
1, specifically the color choices that were made on our
website concept, and making sure those were high enough

contrast colors to be readable.

£6oLs KNOTTY |
FIRMTIRE & BOARD

Home  Furniture Market  Interiors Store Design Services  About Us Q o !

About Us

Knotty and Board is passionate about Interior Design and making your
home gorgeous. Michael Fournier is a Naval Academy Graduate and
Davidson Resident. Michael decided to fix up & refurbish furniture during
covid. His wife Kim, a busy mortgage originator, shopped in her downtime.
She had two college-age apartments to furnish & she was also helping her
twin sister furnish their new mountain cabin. Michael noticed something -
they kept going out of town to shop! Michael decided he'd focus his career
on furniture & Kim snuck home decor & gifts into his business plan.
Knotty and Board has two unique concepts: A design-focused decor & gift
store in historic downtown Davidson & a large warehouse full of gorgeous
furniture in Langtree just one exit up. Both stores are in Lake Norman,
north of Charlotte and they love this Southern Life.

R, 704-618-2894 9 Locations ¥ Emailus

Another place where | kept these guidelines in mind was in
design sprint 3, where keeping a good balance between the
atmosphere and the contrast was a lot more difficult. | got
feedback from my group members throughout the process
of creating the haunted house experience and we found that
there was actually a difference between our monitors and
what our ‘maximum brightness’ actually was, which ended

up being an ongoing problem we were unable to solve.

Researching your Technology

This leads us to my second takeaway, which is to research
the technology you will be using. This concept was discussed
in  Applying human-centered design to emerging
technologies, where they mention how most people focus on
their current capabilities and shortcomings without fully
exploring what they may be capable of in the future. When

creating the haunted house experience for design sprint 3 my
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group had to do a lot of research into what A-Frame made

possible and what alternatives were available.

Turn down your brightness to see how hard it can be to see

One thing we struggled with a lot was animation and
movement. With a little bit of research | was able to
implement approximately what we wanted in JavaScript
instead of A-Frame. Making our outcome a little more
unconventional but ultimately a bit less time consuming to

create.

Research is important in understanding what is possible with
the technology you will be using, whether that be examples of
more complex or animated graphs in d3, or how to set up A-

Frame’s optional inspector.

Feedback

Throughout all of the design sprints we needed to get
feedback, and it was typically easiest to just ask our peers
since they were already familiar with the assignment. | found
that this had pros and cons overall, sure it was faster but their
level of knowledge was not something we can expect from all
users. Usability Testing 101 defines the user as a “realistic user
of the product or service being studied”, so there were a few

times we tried to find a better user to get feedback from.

| luckily have a friend who's mom is an interior decorator, so
for design sprint 11 asked her about our website design to see
if it was similar to others she had seen. Although she wasn't
the most realistic user and lacked knowledge of web design,
her feedback was surprisingly helpful in refining our design,
and it helped our group decide that contact information was

going to be a focus of our overall design.

Another example of how a less informed user was helpful was
during design sprint 2, we got feedback on our initial sketches
and even though the people we asked didn't know much
about charts they were able to help with clarifying how the
charts should be ordered on the page to make it easier for

the viewer to get a better understanding of the overall
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picture.

Iteration

In the video Rapid Prototyping Google Glass, Chi talks about
how the first rule to prototyping was to “find the quickest path
to experience” and | found that this was very helpful advice
for both the haunted house experience and the
physicalization | made. When we first started actually
creating the haunted house we started with a very basic
room to get a better idea of how we could use the technology
and what it would look like. Throughout the development we
created many iterations of the scene, moving things outside
and adding houses you could ‘walk’ into, and departing from

the idea of a traditional haunted house.

I had a similar experience with the clock physicalization. For a
while | just had a red cylinder as the ‘clock’ and focused
primarily on the faces and ensuring they contained all of our
data in the most easily accessible way. There were multiple
versions of the faces that were explored (only one physically,
the rest were sketches) and this iterative design process
helped me land on the best face design | could think of with
the time and feedback | had.

Foce \deos:

Managing Expectations

| think everyone in the class would agree that managing
expectations was a very important part of creating our final
designs. In the beginning it's easy to get carried away with a
big idea that you do not have the time or the ability to
actually complete. This was extremely prevalent in our
haunted house experience, which ended up being nothing
like the sketches we initially made. It was important to not be
too disappointed by your final product, and continue to try

and dream big the next time you're brainstorming.

This problem is discussed in How to be Creative, where Ko
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recommends that you “externalize often. The more you
express those ideas—in words, in sketches, in prototypes, in
demos—the more visible those flaws will be to you and other
people”. Through the process of making something, even if
it's not very good, you find that you'll be a little better
equipped to make something slightly better the next time. We
only had 4 design sprints in this class, but you could tell that
overall the class was improving in some form with each one.
It's important not to be discouraged if your product is not as
refined as you hope. Big ideas are essential for creating

something truly exceptional.

Conclusion

Those are my 5 biggest takeaways that | incorporated into
my design process throughout the semester. In summary, my
process was researching the materials, creating multiple big
initial ideas while keeping accessibility in mind, getting a
variety of feedback, and then iterating on what you're aiming
to create. These takeaways helped a lot with developing my

design process.
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