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•
Example Quiz
https://goo.gl/forms/1U2akbCjShUT3me03

https://goo.gl/forms/1U2akbCjShUT3me03
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•
First Studio Session
Jia Chen, Tushar Koul, Ye Myint 

How was the first studio session? 

Reaction to the design for “doing introductions?”
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•
Class Activity Portfolio
You will maintain a personal portfolio of your work and class activity 
throughout the course.  

• It will be a Google Doc maintained in reverse chronological order (most 
recent entry at top). The format and details will be discussed in your Wednesday 
Studio session this week. 

• It will serve as a record of your project activities, keep the TAs/IAs informed about 
your activities, and help us to grade your performance.  

• You should make a minimum of one entry each week by Monday evening 
about your activities during the previous week, your reflections about 
them, and plans for the current week. You should document your contributions 
to your current project and provide links to your written project reports. 

• After the course ends your class activity portfolio will be helpful for developing a 
portfolio to present to potential employers when you seek design-related jobs. 
Designers expect to see portfolios from job candidates and design schools also 
want them for people wishing to get advanced degrees. 

We will post a google form for you to 
provide a link to your portfolio. 
Be sure to enable editing.
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Project I: Document A Good and Bad Design (Due 1/23)
The purpose of this project like the warmup project is to help you start seeing as a 
designer. You will photograph one example of a good design and one example of a bad design. 
Focus on simple examples. Before taking photos watch the two videos linked on the website:  How 
to Take Photographs and Telling a Story with Photos. Each example should be discussed in terms of 
affordances, signifiers, feedback, and conceptual and mental models. Be prepared to discuss the 
example designs next Wednesday (1/18) in Studio Session. This will be a first experience 
with a critique session. 

By the due date (Monday 1/23), your two person group will jointly write one document 
describing Project I. A goal you should have for project papers is to evidence you 
understand and can use the concepts we are covering.  Your paper should include pictures, 
your analysis of the designs (using the principles from Ch. 1 and concepts of affordances, signifiers, 
feedback, and conceptual and mental models to explain why each design is classified as it is), and 
summarize the design critique from 1/18 and your responses to it.  

Each member of the team will include a link to the jointly written Project I document in 
their personal class activity portfolio. Again be sure you enable editing. In addition, in your 
portfolio you should also comment on both your and your teammate’s contributions to the project 
and the writing of the document.
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Warmup Project: Thoughtless Act 

These "thoughtless acts" reveal  
the subtle but crucial ways people behave in a world not always perfectly 
tailored to their needs. Not thoughtless in the sense of “not showing 
consideration for the needs of other people” but thoughtless in the sense 
of “not being noticed”. 
Warmup Project: Before your studio session on Wednesday, take a 
snapshot to capture an example of one such fleeting adaptation or minor 
exploitation and be prepared to discuss it. 

Every day, people unconsciously 
perform ultra-ordinary actions, 
like throwing a jacket over a chair 
back to claim a seat, or holding 
something in the teeth when both 
hands are full.

Some Examples

https://docs.google.com/document/d/1DAugevWF00QgC5w8x-1RpZrTmkRExkouzMNTkclaNu0/edit
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Michelle Xiao 
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Camille Perkins
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Hunter Zeng
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Tamar Esserman
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a film
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Vision and Inspiration

• Story & Argument  
• Evidence & Impact 
• Qualitative & Quantitive 
• Functional & Emotional
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a fundamental problem in design

People have preconceived notions  
of both the problem and the solution. 

You must shake them out of their preconceptions.
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a way around the problem

Tell an engaging story. 

Put things at a human scale. 

Continually refer back to human need.
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the mission statement or product vision

Needn’t be boring. 

Needn’t be overly elaborate. 

Must be clear about critical elements.
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a successful product vision

Can rally resources. 

Accommodates change, if needed. 

Will keep a development team focused.
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Honestly, why do you care?
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Questions?
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Project I: Document A Good and Bad Design
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Observing and Design Critique (2 person teams)  Due 1/23 

The purpose of this project is to help you start seeing as a designer.  
You will photograph one example of a good design and one example of a bad design.  
Each should be discussed in terms of affordances and signifiers.  
Before taking photos watch:  How to Take Photographs and Telling a Story with Photos.  

Be prepared to discuss the designs in your Studio Session on 1/18.  

By the due date (1/23), your two person group will jointly write one document describing Project I.  
It should include the pictures, your analysis of the designs (using the principles from Ch. 1 and 
concepts of affordances and signifiers to explain why each design is classified as it is), and summarize 
the design critique from 1/18 and your responses to it.   
Each member of the team will include a link to the jointly written Project I document in their personal 
activity portfolio. In addition, in your portfolio you should also comment on both your and your 
teammate’s contributions to the project and the writing of the document.

Project I: Document A Good and Bad Design
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poor choices
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better choices
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better choices


