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schedule 
4:30–5:00  Reading Discussion

5:00–5:30  Join Daisuke’s group,  
     Presentation on Context

5:30–6:00  Lecture:  
     Ethnography and Journey Mapping 

6:00-6:20  Break

6:20-6:50  Lecture: Critique

6:50-7:10  Group Critique

7:10-8:50  Small Group Critique



Ethnography
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T A R A  B A S S I



In a design context, ethnographic research en-
deavors helps the creative team understand 
what it’s like to be a member of their project’s 
target audience (Who is it for?). Immersing in 
the user’s perspective provides insight on how a 
design piece needs to perform (What will they 
do with it?). The empathy gained by being im-
mersed in the user’s perspective may also 
expose new opportunitie for design (how can we 
make this better?)

Ethnography



Research Methods

Qualitative data collection

Ethnography Observational  
Research



iterative-inductive research (that evolves in design through the study), 
drawing on a family of methods, involving direct and sustained 
contact with human agents, within the context of their daily lives (and 
cultures), watching what happens, listening to what is said, asking 
questions, and producing a richly written account that respects the 
irreducibility of human experience, that acknowledges the role of 
theory as well as the researcher’s own role and that views humans as 
part object/part subject.

(O’Reilly 2005: 3)

Ethnography



Methodology / Method / Technique 



A METHOD is a system of rules and instructions, a set of 
orderly procedures that are based on a credible approach. 

It’s a structural plan to achieve certain goals. 



A TECHNIQUE is a precise strategy, concrete trick or a tested 
and trusted tip that’s designed to help you reach your goals. 
It could be in form of an exercise or just any activity that you 

have to do to complete your mission. 

Techniques are varied ways some of which may not have 
been endorsed by experts but have yielded viable results. 



A specific method usually consists of many techniques. 
This means that a technique is one manifestation of a method. 



Interview is a data collecting method;  
structured interview is a  technique. 



egg + flour + salt + water



recipe = methodology



pasta!



egg + flour + salt + water



Tools



Techniques,
such as, you can use butter instead of oil



Research Methods

Qualitative data collection

Ethnography Observational  
Research



Quantitative 
relating to, measuring, or measured by the 

quantity of something rather than its quality.

denoting or relating to verse whose meter is based 
on the length of syllables, as in Latin, as opposed 

to the stress, as in English.



Qualitative 
relating to, measuring, or measured by the quality 

of something rather than its quantity.

(of an adjective) describing the quality of 
something in size, appearance, value, etc. Such 
adjectives can be submodified by words such as 

very and have comparative and superlative forms.



iterative-inductive research (that evolves in design through the study), 
drawing on a family of methods, involving direct and sustained 
contact with human agents, within the context of their daily lives (and 
cultures), watching what happens, listening to what is said, asking 
questions, and producing a richly written account that respects the 
irreducibility of human experience, that acknowledges the role of 
theory as well as the researcher’s own role and that views humans as 
part object/part subject.

(O’Reilly 2005: 3)

Ethnography



A from of inquiry in which researchers use their own experiences to 
develop understandings and  insights into a culture, subculture, or life 
experiences.

 life history + ethnographic methods

SAGE, method map

autoethnography



 embraces and foregrounds the researcher’s subjectivity rather than 
attempting to limit it

autoethnography



A branch of ethnographic research which 
uses visual aspects of culture as ways of 
capturing and expressing perceptions 
and social realities of people.

visual ethnography

SAGE, method map



Visual ethnography uses photography, 
motion pictures, hypermedia, the web, 
interactive CDs, CD—ROMs, and 
virtual reality as ways of capturing 
and expressing perceptions and social 
realities of people. 

visual ethnography



Doing sensory ethnography entails taking a series of conceptual 
and practical steps that allow the researcher to rethink 
both established and new participatory and collaborative 
ethnographic research techniques in terms of sensory 
perception, categories, meanings and values, ways of knowing 
and practices. It involves the researcher self-consciously and 
reflexively attending to the senses throughout the research 
process, that is during the planning, reviewing, fieldwork, 
analysis and representational processes of a project.

 Sarah Pink, Doing Sensory Ethnography

sensory ethnography



The practice of making nonfiction work which goes under the 
names media anthropology or sensory ethnography is based on 
the understanding that human meaning does not emerge only 
from language; it engages with the ways in which our sensory 
experience is pre-or non-linguistic, and part of our bodily being 
in the world. It takes advantage of the fact that our cognitive 
awareness – conscious as well as unconscious – consists of 
multiple strands of signification, woven of shifting fragments 
of imagery, sensation and malleable memory. Works of sensory 
media are capable of echoing or reflecting or embodying these 
kinds of multiple simultaneous strands of signification.

 Ernst Karel, interviewed in Earroom

sensory ethnography



Customer Journey
Mapping
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C A R L Y  S H O R T







step by step interaction
+

flux of information and the physical devices involved
+

higher level of synthesis

Customer Journey Map 



step by step interaction
user goals and actions

+
flux of information and the physical devices involved

user thoughts and emotions, a narrative 
+

higher level of synthesis
insights that will inform design processes

Customer Journey Map 



storytelling + visualization

Customer Journey Map 



group touch points into phases or stages such as:
awareness, consideration, engage, advocacy;

consider going, organize the trip, experience, leaving, back home;

Phases



Critique is an assessment process that involves knowledge trans-
mission (Uluoglu & Taksim, 2000), communication (Wong, 2011), and 
presentation in a public setting (Dannels et al., 2008). In design edu-
cation, critique is an event in which students present their designs and 
critics provide feedback (Dannels et al., 2008). 

Critique  
in design education



identify , such as:
action, platforms, media, 

feelings, questions, challenges, needs, gaps, opportunities, etc

Synthesis and Insights



Critique is an assessment process that involves knowledge trans-
mission (Uluoglu & Taksim, 2000), communication (Wong, 2011), and 
presentation in a public setting (Dannels et al., 2008). In design edu-
cation, critique is an event in which students present their designs and 
critics provide feedback (Dannels et al., 2008). 

Critique  
in design education



Mid-point CritiqueBeginning Critique

understanding the 
objectives of the 
project

discussion on how to 
improve the project from 
this stage to the next

public evaluation of the 
finished project

Final Critique

Critique Time-frame



Functional
Legibility
Symbolic
Political

Philosophy

critique standpoints



Critiquing Critiques—A Genre Analysis of Feedback Across Novice to Expert Design Studios 
Deanna P. Dannels Kelly Norris Martin 2008

Judgmental Feedback 
to express opinions
I don’t like it. 
This is stupid.

This feedback is a particular 
subjective observation and  
reaction of a project, and is 
evaluative assessments.

types of feedbacks



This feedback is also subjective 
but the reason behind is given. 
It also provides interpretations 
form the angle of audience.

types of feedbacks

Interpretative Feedback 
on design semantics
This image has negative  
connotations.
This reads as…



Directive feedback is specific 
advice about an aspect of 
design. It is purposeful, and 
most of it focuses on the 
formal aspect of design.

types of feedbacks

Directive Feedback 
on design choices
A book will be a more 
appropriate medium for 
this project.



While directive feedback is 
specific and direct, suggestive 
feedback focuses more on the 
design approach and process. 

types of feedbacks

Suggestive Feedback  
on designer approach
I would suggest… 
You should try… 



This feedback provides future 
possibilities of the project. It is 
open-ended suggestion and is 
intended to trigger thoughts 
rather than giving answers. 

types of feedbacks

Generative Feedback 
to diverge or converge
What about…  
What if…  
How might we… 



This feedback is free associations 
the critics come up with upon 
viewing the project with less 
strategic address.

types of feedbacks

Associative Feedback 
to suggest examples
It reminds me of…



Comparative feedback makes 
the reason and logic of why 
bringing in examples apparent. 
It is more strategic than free 
association. Comparative 
feedback provides student an 
opportunity to see their project 
in relation to others’ design.

types of feedbacks

Comparative Feedback 
to situate the design
How does it relates to…  
What is the difference 
between… 



To better understand the 
intention and design decisions of 
a project, investigative feedback 
could be used to question 
certain aspects of project. Direct 
answers of the question are 
expected from the students.

types of feedbacks

Investigative Feedback 
to understand or questing 
Why did you… 



This feedback prompt thoughts 
about the role as designer, 
especially in a larger context. 

types of feedbacks

Ethical Feedback 
on designer ethos
What is the intended impact? 
How do you relate this to… 
What motivates you to…



to express opinions

Judgmental 
Feedback

I don’t like it.

on design choices

Directive 
Feedback

A book will be a more appropriate 
medium for this project.

on design semantics

Interpretative 
Feedback

on designer approach

Suggestive 
Feedback 

I would suggest…
You should try… 

to understand or questing 

Investigative
Feedback

Why did you… 

to suggest examples

Associative 
Feedback

It reminds me of…

to diverge or converge

Generative 
Feedback

What about… 
What if… 
How might we… 

on designer ethos

Ethical
Feedback

What is the intended impact?
How do you relate this to…
What motivates you to…

to situate the design

Comparative
Feedback

Critiquing Critiques—A Genre Analysis of Feedback Across Novice to Expert Design Studios 
Deanna P. Dannels Kelly Norris Martin 2008



More divergence is encouraged in generative 
feedback at this point. 

Associative and comparative feedback will help 
students identify precedents and antecedent. 

Investigative and ethical feedback could be useful 
leading to better situating of their topics and stand 
points. Questioning intention and ethical role would 
help students see their work in a larger context and 
justify their topics, and also would let faculty create 
understanding the objectives of the project.

Beginning Critique



Mid-point Critique

divergence v.s convergence

Suggestive Feedback and Directive Feedback are 
also helpful during mid-point critique as discussion 
on how to improve the project from this stage to 
the next.



As evaluation of the finished project, investigation 
could be applied to further understand or question 
the design intention and decision.

Final Critique



How to Critique
Huddle
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BEFORE THE HUDDLE

The presenting designer for the week 

does light prep work, where they jot 

down some context on a Trello card and 

attach design files and the Mural for 

the session. The context they provide 

is:

• Whether the Huddle will focus on a 

concept (something with visual 

assets) or a problem (something in 

research or problem phase, pre-visu-

alization).

• A brief explanation of the concept or 

problem and why they’re working on 

it.

• How it will impact other teams or 

parts of Trello.

• The stage the work is at in the proj-

ect.

• What types of feedback they’re look-

ing for.

• Open questions to focus on during the 

session.

HUDDLE INTRO (5 MIN)

The facilitator sets the stage by thank-

ing everyone for taking time to discuss 

design together and reminding the group 

of why we do Huddles. They then go 

through some session etiquette:

• The presenter is the decider: The 

presenter should feel free to take 

what’s helpful, leave what’s not, and 

not feel pressure to implement any-

thing specific.

• Stay in bounds: Try to give feedback 

within the bounds of the feedback 

type the presenter asked for while 

setting context.

• Default to questions: Questions open 

up conversation, instead of closing 

in on a specific suggestion.

• Keep your microphone on: So the pre-

senter doesn't feel alone while shar-

ing.

PRESENTATION OF WORK (10 MIN)

The presenter talks through the context 

of their concept or problem and then 

presents their work. This could look 

like sharing their screen while they 

walk through a prototype or design file, 

asking the group to look through design 

assets independently, or just explaining 

the problem they’re facing.

During this stage, the group is simulta-

neously taking notes in a Mural template 

that looks like this:

Each person claims a sticky note color 

and takes notes in their section of the 

Mural.

1. Before 2. Intro 3. Presentation



NOTE TAKING & SORTING (5-10 MIN)

The group takes another 5-10 minutes to 

write down any other notes in silence 

and then they drag their notes into the 

appropriate quadrant: Positives, Nega-

tives, Questions, or Have you consid-

ered? This final category are ideas, but 

posed as questions also.

DISCUSSION (30 MIN)

The presenter starts with the quadrant 

of their choice in the Mural and asks 

each person in the group to explain 

their sticky notes. The presenter can 

jump in to answer questions or give con-

text. Since the session is explicitly 

for the presenter’s benefit, they move 

the group around the quadrants and can 

spend time wherever it’s most valuable. 

The facilitator’s role is to keep things 

approximately on time.

WRAP UP

The presenter often shares how the ses-

sion has been helpful to them and the 

facilitator again thanks everyone for 

taking time to support their teammate.

4. Note & Sort 5. Discussion 6. Wrap Up



P O S I T I V E S N E G AT I V E S

H AV E  Y O U  C O N S I D E R E D . . .?  Q U E S T I O N S


