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Uvodni slovo

Design jako dynamicky se rozvijejici odvétvi, vyzaduje odborniky a specialisty s Siro-
kym profesnim a mezioborovym zdbérem. Design se stavd komplexnim, otevienym
oborem s 3irSim zamérenim na uzivatele a na analyticky proces navrhovaného pro-
duktu, ktery ma potencidl zdanlivé nekompatibilni oblasti propojovat a pfindset nova,
udrzitelnd resent.

Designér se musi ¢im dal vice orientovat v novych technologiich a navrhovani novych
uZivatelskych rozhrani. Logickd a nutné je i spoluprace se specialisty z partnerskych
obor(l, s psychology, sociology, technology, specialisty na HCl a LCA, ergonomii, vyvojafi
IT, Ul, UX, Al.. Nové technologie a stdle sofistikovanéjsi zafizeni a pomUcky bézného
Zivota vyZaduji mimo jiné hlubsi a koncentrovanéjsi analyzu dopadu na psychiku
uzivatele a jeho okolf.

S pfihlédnutim, k jiz zminénému je tedy logické, Ze by se méla danym vyzvédm pfizpQ-
sobit i metodika vyuky, ve které se praktiky stavaji otevienéjsimi / spolupracujicimi

a dllezitost je pfiklddana procesu navrhovani, objektdm jako soucasti komplexnich
systém / zazitk( / sluzeb, pficemz jiz neni mozné popirat nové technologie.

Pedagog by mél nad rdmec zazitého standardu formalistického pfistupu a individuality
rozvijet u svych studentd nové specializace a dovednosti, ve kterych se sém dobre ori-
entuje a vyuziva je. Zasadnf je i vybér semestralnich zadani vzhledem k aktudlnimu dénf
a logickému a kompatibilnimu mezioborovému transferu technologif a informaci. Nova
pedagogika pocitad s predobrazem studenta/designéra jako aktivniho jedince, uvédo-
mujiciho si soucasné spolecenské vyzvy a podilejiciho se na vyzkumu reflexivni praxi.

Cyklus pfednasek realizovany pod zastitou Ustavu designu FA CVUT Jitkou Aslan

a Marii Doucet vniméam jako cenny vhled do jednotlivych, s designem spojenych dis-
ciplin (interakci), soustfedicich se na uzivatele a chapani jeho potfeb s Sirsim oboro-
vym zébé&rem a vsazenim fenoménu design (designovani) do sou¢asného kontextu.
Prednésky vedené absolventkou designu FA CVUT Michaelou Stetiarovou, Dominikou
Potuzakovou, Petrem Kosnarem, Dr. Robertem Phillipsem, docentem Anthony Masu-
praktikujicimu designérovi védomostni obzory a davaji prislib kontinuality a diskuse
nad oborem designu, jeho sméfovanim, moznymi presahy a interakcemi. V neposled-
ni fadé mohou byt také impulzem k debaté nad tim, kam by se mohla koncepce vyuky
designu v blizké budoucnosti ubirat a vice koncentrovat.

doc. MgA. Josef Safafik, Ph.D.
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Foreword

Design as a dynamic and developing field, requires experts and specialists from

a wide range of professional disciplines. Design becomes a complex, open field that
is directed towards users and towards the analytic product design process, which has
the potential of connecting fields that seemed so far incompatible and bring new,
sustainable solutions. Designers must be more and more aware of new technologies
and be able to design new interfaces. Collaboration with specialists from related
fields like psychology, sociology, technology, HCl and LCA specialists, ergonomics,

IT developers, Ul, UX, Al.. becomes logical and necessary. New technologies and
constantly developing artefacts and equipment of everyday life require, among
other things, a deeper and more focused understanding of the consequences

on the user's mind and their surroundings.

Taking into account the aforementioned, it is therefore logical that the teaching
methodology should be adapted to the current challenges. In this development,
practices become more open / collaborative, and importance is given to the design
process, objects which are part of complex systems / experiences / services, while
new technologies can no longer be denied.

The teacher should go beyond the usual standard formal approach and individuality
and develop new specialisations and skills in which they are familiar with and have
experience of. The choice of semester assignments is also crucial in relation to current
events and the logical and compatible interdisciplinary transfer of technology and
information. The new pedagogy envisages the pre-requisite of the student / designer
as an active individual, aware of contemporary social challenges and participating in
research through reflective practice.

The series of lectures was realized under the auspices of the Institute of Design

of FA CTU by MgA. Jitka Aslan and MA Maria Doucet, PhD. | see it as a valuable insight
into individual design-related disciplines (interactions), focusing on the user and
understanding their needs with a broader disciplinary scope and embedding the
phenomenon of design (designing) in the contemporary context. Lectures led by
graduate of design FA CTU MgA. Michaela Stetiarovd, Dominika Potuzdkovd, Petr
Kosnar, Dr. Robert Phillips, Associate Professor Anthony Masure and Chmara.Rosinke
studio broaden the student or practicing designer’'s knowledge horizons and promise
a continuity and discussion of the field of design, its direction, possible overlaps and
interactions. Last but not least, they can also be a stimulus for debate on where the
concept of design education could go and become more focused in the near future.

doc. MgA. Josef Safarik, Ph.D.
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Uvod

Design experiences — cyklus online pfednd$ek poradany Ustavem designu na
Fakulté architektury probihal od kvétna do fijna 2021. V rdmci tohoto cyklu jsme
pozvali 6 designérd a vyzkumnik(d, jejichZ praxe ukazuje rizné aspekty soucasné-
ho designu. Jednim z hlavnich aspektd, které jsme chtéli prostfednictvim téchto
pfednasek a rozhovorl zkoumat, byl proces navrhovani. Jaké misto zaujiméa vyzkum
(uzivatelsky vyzkum a vyzkum v designu) v procesu navrhovani nasich hostd? Jak do
aktu navrhovanfi vice zaclenit socidlnf a klimatické aspekty? Jak technologie — od DIY
po Al — ovliviiuji proces navrhovani a roli designéra?

Hosty, ktefi se s ndmi velkoryse podélili o své zkuSenosti, byli: Dominika Potuzakova
(C2), Petr Kosnar (CZ), Michaela Stetiarové (SK), Robert Phillips (UK), Anthony Masure
(FR/CH) Ania Rosinke a Macieje Chmara (studio Chmara.Rosinke, PL/DE).

Tato publikace je uréena jako dopliujici studijni materidl k pfredndskam a jejich video-
zdznamam, které jsou k dispozici na Youtube kanale fakulty. Kazda kapitola se sklada
ze shrnuti prednasky, analyzy vybrané prace, kterou host predstavil, otdzek ¢i podnétd,
které ctendre vybizeji k zamysleni nad vlastni praxi a seznamu doporucené literatury.

4 MgA. Jitka Aslan, MA Marie Doucet PhD. (eds.), 2021
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Introduction

Design experiences is a series of online lectures that took place at the Faculty

of Architecture at the Czech Technical University in Prague, Czech Republic. It was
organized by the Design Department from May to October 2021. As part of this cycle
we invited 6 designers and researchers whose practices show different facets of
design today. One of the main aspects we wanted to explore through these lectures
and conversations was the process of design. What is the place for research (user
research and research in design) in our guests’ design process? How to incorporate
more social and climate conscious aspects in the act of designing? How technologies
— from DIY to Al — influence the design process and the role of the designer?

The guest speakers that generously shared their experiences with us were: Dominika
Potuzakova (CZ), Petr Kosnar (CZ), Michaela Stetiarova (SK), Robert Phillips (UK), Anthony
Masure (FR/CH) Ania Rosinke and Macieje Chmara (studio Chmara.Rosinke, PL/DE).

This publication is meant as complementary study materials to the lectures and their
video recordings available on the Youtube channel of the Faculty. Each chapter will be
composed of a summary of the lecture, an analysis of a selected work presented by
the guest speaker, questions or prompts that encourage the reader to reflect on their
own practice and a list of recommended reading.

MgA. Jitka Aslan, MA Marie Doucet PhD. (eds.), 2021
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Tajemstvi naciténi uZivatela
The Secret of Attuning

VYourself to Users

=9 Dominika Potuzakova

Odkaz / Link to the video recording 3. 5. 2021
https://bit.ly/DominkaPotuzakova

www.linkedin.com/in/dominikapotuzakova
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Dominika, jak sama fika, je Ceskym vysokym Skolstvim nepolibend, zacinala svou
specializaci jako tradi¢ni produktovy designér pfed vice nez 12 lety v Londyné. Nic-
méneé jiz ke konci jejiho bakalafského vzdélani pochopila, Ze dobfe navrzeny produkt
se neobejde bez dobrého pochopeni uzivatele. V nasledujicim postgradualinim
vzdélavani a pozdé&jiiv profesnim Zivoté se tedy zacala zamérovat na zaclenovani
designovych a vyzkumnych metod do designovych procesl. Tyto metody ji pomahaji
pochopit chovani, emoce, potifeby a prani lidi, respektive uzivatell. Jeji zkusenosti

z vyzkumu a vyvoje produktl a sluzeb dosud uplatnila v nejriznéjsich odvétvich jako
je zdravotnictvi, online ochrana a bezpedi, urbanismus a architektura, nabytkarstvi,
ale i workspace design. Na mezinarodni univerzité Prague City University nyni vyucuje
obor Design & Research methodologies jako soucast Future Design magisterského

programu.

Dominika, who in her own words is not enamored with Czech higher education,
began her specialization as a traditional product designer more than twelve years
ago in London. Nevertheless, by the time she received her bachelor's degree she
had come to realize that a well-designed product cannot do without a good
understanding of the user. In her subsequent post-graduate education and later in
her professional life, she thus began to focus on incorporating design and research
methods into design processes. These methods help her to understand the behavior,
emotions, needs, and wishes of people — meaning users. She has applied her
experiences from researching and developing products and services within a variety
of branches such as healthcare, online safety and protection, urban planning and
architecture, and furniture or workspace design. Today, she teaches Design and
Research methodologies as part of the Future Design master's program at the

international Prague City University.

Dominika Potuzakova — prvni pfednasejici
pfednaskového cyklu Design Experiences se
specializuje na uzivatelsky vyzkum a jeho
aplikaci v designovém procesu. Tomuto feme-
slu se profesné vénuje poslednich deset let

a ve své prednasce poodhalila sva tajemstuvi,
jak ,nacituje” uzivatele. PfibliZila nejriznéj-
Si vyzkumné metody, pomoci nichZ ziskava
informace, na jejichz zakladé pak bud'sama
navrhuje, nebo tyto podklady pfedava dal de-
signériim a architektlm. Podstatnou soudasti
jejiho procesu je zapojovani nejen uzivateld,
ale i ostatnich stakeholderd, proto v ramci
dvou vybranych projekta pfibliZila, pro¢ a jak
to déla.

Dominika Potuzakova, the first speaker in the
Design Experiences lecture series, specializes
in user research and its application in the
design process — a field in which she has
worked for the past ten years. In her lecture,
Dominika revealed the secrets of how she
"attunes” herself to users. She described the
various research methods she uses to gain
information that she then uses to create

a design or which she passes on to designers
and architects. An essential part of this
process is the involvement not only of users
but also of other stakeholders. Using two
selected projects, she described why and how
she does this.

17
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https://bit.ly/DominkaPotuzakova

Empatie, ¢i vciténi se do lidi, pro které navr-
hujete, je spolu se zpétnou vazbou od téchto
uzivatell zakladnim kamenem dobrého navr-
hu. Toto vciténi, nebo jak to nazyvd Dominika
Potuzakova ,naciténi”, tvofi jednu z nejddle-
zitéjsich soucdasti human-centered designu.

K tomu, aby designér dokazal ,nacitit” svého
uzivatele, musi pozorovat, zapojit se a ponofrit
se. Konkrétné musi pozorovat uzivatele a jejich
chovéni v kontextu jejich Zivotd, zapojit se

a vést s nimi rozhovory prostrfednictvim orga-
nizovanych setkani a ponofit se do toho, co
uzivatelé opravdu zazivaji. Pozorovani toho, co
lidé délaji a jak to délaji, je nezbytnou soucasti
procesu a poskytne vam voditka k tomu, abys-
te se od nich ndsledovné mohli do hloubky
dozvédét co si mysli a co citi. Tyto indicie pak
vedou k odhaleni toho, co uzivatelé potfebuji.
Pozorovanim mizete zachytit fyzické projevy
jejich prozitkQ a interpretaci jejich nehmotné-
ho vyznamu mizete odhalit poznatky, které
mohou vést k inovativnim feSenim.

Nanestésti nase mysl automaticky filtruje mno-
ho takovych informaci a je tfeba se naucit vidét
L.novyma ocima". Nastroje a metody uZivatel-
ského vyzkumu jsou tim, co ndm tyto nové oci
dava. Pribéhy, které lidé vypravéji, a véci, o kte-
rych tvrdi, Ze je délaji — i kdyz se lis{ od toho,

co skute¢né délaji — jsou silnym ukazatelem
jejich hluboce ukotvenych pfesvédceni o tom,
jak svét vypada. Dobré ndvrhy jsou postaveny
na dlkladném porozuméni témto hodnotdm

a presvédcenim. K odhaleni potfeb, které lidé
maji a které si mohou, ale nemusi uvédomo-
vat, potfebujete mit osobni zkuSenost s danou
situaci a kontextem a je proto ddlezité najit
zplsob, jak se ponofit do zkusenosti lidi, pro
které navrhujete, abyste |épe pochopili situaci,
v niZ se vasi uzivatelé nachazeji.

Ddlezitost osobni zkusenosti s prostfedim,

do kterého navrhujeme a naslouchani vsem
zainteresovanym strandm ve své predndsce
nékolikrat zdGrazriovala i Dominika a na pfikla-
du dvou projekt( také ukézala, jak a pomocf
jakych metod to ona sama déla. Prvnim pro-
jektem byla jeji diplomova prace z univerzity
v Eindhovenu, na kterém ukézala, ze i béhem

18

Along with user feedback, one cornerstone of
good design is empathy, meaning the ability
to feel what the people you are designing

for feel. This empathy, which Dominika
Potuzakova calls "attunement,” is one of the
most important elements of human-centered
design. In order for designers to be "attuned”
to their users, they must observe, engage, and
immerse themselves. Specifically, they must
observe users and their behavior within the
context of their lives, engage with them and
interview them through organized meetings,
and immerse themselves in the users' actual
experience. Observing what people do and how
they doitis an essential part of the process
and provides you with clues about what they
think and feel. These indicators then help you
to discover what users need. Your observations
can identify physical manifestations of their
experiences, and an interpretation of their
hidden meanings can provide findings that can
lead to innovative solutions.

Unfortunately, our mind automatically filters
out a lot of such information, meaning we
have to learn to see through "new eyes.” These
new eyes are the tools and methods of user
research. The stories that people tell and the
things they say they do (even if they differ from
what they actually do) are a strong indicator
of their deeply rooted convictions of what

the world looks like. Good design is based on

a thorough understanding of these values and
convictions. In order to discover the needs
that people have and that they may or may
not be aware of, you need personal experience
with the given situation and context It is thus
important to find a way of immersing yourself
in the experiences of the people for whom

you are designing so that you can better
understand the situations in which your users
find themselves.

Several times in her lecture, Dominika
emphasized the importance of listening

to all stakeholders and of having personal
experience with the environment you are
designing for. Using two projects as examples,
she also showed how she does this herself and

studii at uz bakalarskych, ¢i magisterskych, Ize
bez problémi do designového procesu zapojit
budouci uzivatele a diky tomu vytvofit koncept,
produkt, ¢i sluzbu, kterd jim bude vyhovovat

a snadnéji a Iépe si ji osvoji. Druhy projekt se
zaméroval na architekturu a interiérovy design
a ukazal, jak dlezitou roli ma porozuméni
specifické skupiné uzivateld, pfi navrhovani
prostredi, ve kterém ziji.

PROJEKT 01

Diplomovou praci zpracovavala Dominika na
Technické univerzité v Eindhovenu ve spolu-
praci s mistni nemocnici Maxima Veldhoven

a technologickou firmou Philips. Soucasti pro-
jektu byla fada stakeholderd, jejichz potreby
museli byt ve findInim ndvrhu reflektovany.
Projekt probihal na plidé neonatologického
oddéleni jiz zminéné nemocnice a jeho naplni
byl ndvrh produktl pro predc¢asné narozena
miminka. UZ na pocatku projektu bylo jasné,
Ze jde o velmi citlivé téma a jeho dUleZitou
soucasti bude naslouchéni uzivatellm —

v tomto pfipadé zejména rodi¢dm predcasné
narozenych miminek, ale i sestrdm ¢i lékarfdm
z oddéleni. Aby méla Dominika moZnost pIné
porozumét prostfedi a situaci, pro kterou
navrhuje, stala se na ¢as jednou ze sester to-
hoto oddé&leni. Oblékla si jejich uniformu a po
nékolik tydnl spolecné s ostatnimi sestrami
pracovala na oddéleni a pozorovala, jak fungu-
je a conejen sestry, ale i rodice prozivaji.

,Jo, co jsem vlastné délala je, Ze jsem se stala
jednou z téch sester. Zacala jsem pozorovat,
jak celé oddéleni funguje, jak se tam ty sestry
staraji o miminka, i jaka proZivaji traumata.

A tim, Ze jsem se stavala jednou z nich, tak
jsem zdaroven ziskdvala i velmi Uzké vztahy

s rodici téch prfedcasné narozenych déti. Tim,
7e mé tam vidali dennodenné a Ze jsem méla
zajem je pozorovat, naslouchat a pomahat jim,
tak se mi potom otevreli.”

what methods she uses to this end. The first
project was her thesis project from university
in TU Eindhoven. Here, she showed that even
a bachelor's or master's degree student

can easily incorporate future users into the
design process and, as a result, come up with
a plan, product, or service that will suit users’
needs and that they will more easily adopt
as their own. The second project, which was
focused on architecture and interior design,
showed how important it is to understand

a specific group of users when designing the
environment in which they live.

PROJECT 01

Dominika did her university thesis in
cooperation with the Maxima Veldhoven
hospital and the technological company
Philips. The aim of the project was to design
products for premature infants born at the
hospital's neonatal department. It involved
numerous stakeholders whose needs had

to be taken into account by the final design.
From the very beginning, it was clear that the
project involved a highly sensitive subject
and that an important component would

be to listen to users — besides the parents

of prematurely born infants, this also meant
nurses and doctors from the department. In
order for Dominika to fully understand the
environment and the situation for which she
was producing the final design, she even spent
some time working as a nurse at the neonatal
department. She put on a uniform and spent
several weeks alongside the other nurses,
watching them at work and noting what they
and the parents experienced there.

“Essentially, what | did was to become one of the
nurses. | observed how the entire department
functions, how the nurses look after the infants,
or what traumas they have to deal with. And by
becoming one of them, | also formed very close
relationships with the parents of the premature
babies. They saw me every day, they saw that

| was interested in watching, listening, and
helping them, and so they opened up to me.”

19
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Dominika tak méla moznost pozorovat nejen,
jak podobné oddéleni funguje a co vse je
nutné pro preziti miminka udélat, ale i to, ¢im
jednotlivi rodice prochdzeji a co citi. Ziskavala
jejich ddveéru, kterd pak napomohla k uskutec-
néni semi-strukturovanych rozhovord na dané
téma. Postupné identifikovala dllezitd témata
ve vztahu matky a jejiho pfedcasné narozené-
ho miminka, které n&sledné definovalo dalsf
vyvoj projektu. Tim zdsadnim poznatkem bylo,
Ze se tyto matky obdvaly, Ze kvili vzdjemnému
odlouceni’ s miminkem, které lezi v inkubdatoru,
nedojde mezi nimi k vytvorenf citlivého, Gzké-
ho pouta, coz bude mit vliv na budouci vyvoj
jejich vztahu.

V momenté, kdy se miminko narodi, dochazfl

k fadé chemickych proces(. Jednim z nich je
to, ze se za¢ne vyplavovat hormon oxytocin —
tzv. hormon Iasky, ktery vytvari pachové pouto
mezi matkou a ditétem. Tento hormon se
vyplavuje mimo jiné skrze vini nékterych partif
naseho téla, proto dlouhodobé odlouceni mi-
minek v inkubatoru mize zpUsobit preruseni
tohoto pouta.

Na zékladé spoluprdce s jednotlivymi stakehol-
dery, naciténi budoucich uzivateld a poznatkd
z védeckych ¢lankl a celého procesu vznikl
produkt, ktery zprostfedkoval tento matcin
pach plny oxytocinu pfedc¢asné narozenym
mimink&m, ¢imzZ podporoval tvorbu Gzkého
vztahu mezi matkou a ditétem. Vyslednym
produktem byl ndhrdelnik z mékkého orga-
nického materidlu, ktery dokdze vsdknout
pach matky pfedcasné narozeného miminka,
uchovat ho béhem transportu a znovu ho
uvolnit v inkubatoru, kde ho mize miminko
citit. Technologie prenosu pachu vychazi z to-
hoto organického materidlu, ktery je schopen
reagovat na teplotni zmény. Diky tomu se
¢asti ndhrdelniku pfi teploté okolo 37 Celsia
rozeviou a nasdknou pach matky. Jakmile se
nahrdelnik dostane do studenéjsiho prostredi,
uzavie se a opét se otevre az v teplém prostre-
diinkubétoru. Tento princip umoznuje predanf
pachu matky miminku a vytvareni intimniho
vztahu mezi nimi.

Dominika thus had the opportunity to observe
not only how such a department functions

and all that must be done for a baby’s survival,
but also all the things that parents go through
and what they feel. Over time, she identified
important themes in the relationship between
mothers and their premature babies that
subsequently defined the project’s further
evolution. One important finding was that the
mothers were worried that, by being separated
from their babies as they lay in incubators, they
would not form a close and sensitive bond
with them, which would influence the future
development of their mother-child relationship.

The moment a child is born, the body undergoes
a number of chemical processes. One of these
is the release of oxytocin — the so-called “love
hormone" — which creates an olfactory bond
between mother and child. Among other things,
this hormone is released through the scent

of certain parts of the body, meaning that an
infant's long-term separation from its motherin
an incubator can disrupt this bond.

By cooperating with the various stakeholders,
being attuned to the future users, and
working with information from scientific
articles and findings from the research
process, a product was designed that
mediated mothers’ oxytocin-laden scent to
the premature babies, thus promoting the
formation of a close relationship between
mother and child. This product took the form
of a necklace made of a soft organic material
capable of absorbing the mother's scent,
retaining it during transport, and releasing
itin the incubator for the baby to smell. The
technology behind this scent transfer is based
on an organic material capable of responding
to changes in temperature. As a result, at

a temperature of around 37 degrees Celsius,
parts of the necklace open up and absorb the
mother's scent. The moment the necklace is
in a colder environment, it closes up and only
reopens once inside the warm incubator. This
approach makes it possible to transfer the
mother's scent to her child in order to create
an intimate bond between them.
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PROJEKT 02

Druhy projekt se vénoval navrhu komeréniho
penzionu pro seniory v Dubé a ukazal, jakym
zpUsobem jeho podobu ovlivnil vyzkum s jeho
budoucimi rezidenty — seniory. Tento projekt
vznikal ve spolupraci s architektonickych ateli-
érem Momentura a developerskou firmou JRD.
Architektonické studio chtélo své ndvrhy za-
loZit na potfebdach a pranich redinych seniord
a dalsich stakeholder(, a proto zkontaktovalo
Dominiku s prosbou o vytvoreni podkladd.

Uzivatelé

Cilovymi uzivateli byli seniofi, ktefi bud jiz

k néjakém podobném zafizeni Ziji, ¢i se do néj
chystaji. Tito lidé vétsinou nemohou zUstat
doma sami, protoZe se boji, Ze se jim néco sta-
ne a nebudou si moci pfivolat pomoc. Mohou
to ale byt i lidé, kteff napfiklad ztraci pamét,
nebo se ztraci v prostredi, které znaji. VEKk,
mira pohyblivosti, duSevni zdravi ale i socidlni
zdzemi se u kazdého lisi, jejich potfeby je viak
tfeba reflektovat.

Metoda

Vyzkum probihal pozorovanim a formou
rozhovor@ — skupinovych i jednotlivych. Typ
participantd se zdsadné lisil v zavislosti na véku
(Gcastnici se nachéazeli ve vékové skéle od 60—
90 let), na mife pohyblivosti a mife mentédiniho
zdravi. Ve skupiné participantl byli zastoupeni
jak seniofi dobfe pohyblivi a mentalné zdravi,
ale také ti méné pohyblivi, na vozicku, &i lezici.
Stejné tak byli zastoupeni seniofi s projevy
neurodegenerativnich nemoci, jako je Parkin-
son, ¢i Alzheimer. BEhem vyzkumnych aktivit
tak nebyla vynechéana ani tato skupina, a i jejich
potfeby a prani ovlivnily vysledny navrh.

kromi, sv éstacnost
Na z&kladé téchto vyzkumnych aktivit tym
vyzkumnic v ¢ele s Dominikou definoval fadu
zadsadnich poznatk{. Prvnim z nich byla potre-
ba svobody. Pfevazna vétsina dotazovanych
seniorl se obavala, Ze by mohla pfijit o svou
svobodu v rozhodovani o tom, co a kdy budou
délat. Chtéli mit jistotu, Ze se mohou kdykoliv
rozhodnou a jit ven, jit na zahrddku zahradnicit,

PROJECT 02

The second project involved the design of

a residential housing complex for senior
citizens in Duba. The project showed how

the housing's final form was influenced by
research with its future residents (senior
citizens). The project was realized in
collaboration with the Momentura architecture
studio and the JRD development company.
The architects wanted to base their designs on
the needs and wishes of real senior citizens
and other stakeholders, and so they contacted
Dominika with a request for the necessary
information.

Users

The target group consists of senior citizens
who either already live at a similar facility or
are planning to move into one. Most of these
people can no longer live alone because they
are worried that something might happen to
them and they won't be able to call for help.
But they may also be people with dementia
or who tend to get lost even in familiar
environments. They vary widely in terms of
age, level of mobility, mental health, and social
support, but the needs of all the groups have
to be taken into account.

Method

The research involved observation and group
and individual interviews. The participants
differed greatly in terms of age (participants
ranged in age from 60 to 90), level of mobility,
and level of mental health. The participant
group included senior citizens with excellent
mobility and mental health, but also those with
more limited mobility, in wheelchairs, or who
were bedridden. Similarly, there were senior
citizens with symptoms of neurodegenerative
illnesses such as Parkinson'’s or Alzheimer's. The
research activities made sure to include this
subset, and their needs and wishes influenced
the final design.

Privacy, freedom, and independence

Based on these research activities, the
research team led by Dominika outlined

na prochdazku atp. Dalsim bodem byla potfeba
soukromi. Vétsina dotdzanych chtéla mit
soukromi a vlastni pokoj pro sebe, nebo pro
sebe a svého partnera. Pro fadu dotdzanych
bylo napfiklad nemyslitelné, ze by jim nékdo
pral pradlo, nebo Ze by museli sdilet koupelnu
s nékym cizim. Potfeba byt stale uzitecny, i
potiebny byla dalsim dUlezitym aspektem

v rdmci Zivota v podobném zafizeni. Rada seni-
orl zminovala, Ze by napfiklad radi pomahali
s méné samostatnymi obyvateli penzionu,
starali se o zahraddku, nebo néco kutili. Jako
jedna z ¢astych obav se objevoval strach, ze
pfijdou o své zajmy, konicky a aktivity. Dalsi
dlleZitou potfebou byla potfeba bezpedi.
Rezidenti, pfestoze jsou Casto sobéstacni, tak
si uvédomuji, ze stdrnou a mohou napfiklad
kdykoliv zakopnout a ublizit si. Chtéji proto
jistotu, Ze mohou kdykoliv nékoho zavolat, kdo
jim pfijde na pomoc. Také potfebuji jistotu,

Ze jsou v bezpedi pfed cizimi lidmi, ktefi se
nemohou jen tak do domova dostat. V nepo-
sledni fadé také chtéji byt spolecensti. Chtéji
se bavit, hrat si, smat se a mit moznost byt ve
stfedu déni. Je pro né ddlezité zapadnout, mit
dobré vztahy, ale také se svobodné rozhodo-
vat, kdy chtéji s ostatnimi interagovat a kdy
radéji chtéji zlstat sami. Chté&ji Zit a chtéji Zit
v hezkém prostfedi. Zachovani téchto hlavnich
potfeb bylo zdsadni a také se to odrazilo ve
findInim ndvrhu interiéru, ale i celého architek-
tonického objektu.

Aplikace

Prvni, co se odrazilo ve findlnim navrhu, byla
potfeba soukromi a sobé&stacnost. Dispozi-

ce celého objektu je resena tak, Ze pokoje
residentd a jejich okna sméruji do zahrady,
kterd je ukrytd za domem. Nékteré pokoje maji
malé terdsky, které poskytuji dostatek soukro-
mi a umoznuji si napfiklad pfivést ndvstévu

a popovidat si o intimnéjsich vécech, které
nechtéji resit ve spolecenské mistnosti. Dalsim
feSenim, jak podpofit miru soukromi seniorg,
je vybaveni pokojd viastnimi koupelnami. Takto
si mohou seniofi napfiklad preprat vliastn{
pradlo a nemuseji se tak citit trapné, ze jim
nékdo cizi pere intimni préadlo. To si pak mohou
povésit na maly schovany balkon.

a series of basic findings. The first was the
need for freedom. The overwhelming majority
of interviewed senior citizens was concerned
that they might lose the freedom to decide
what to do and when to do it. They wanted

to be sure that they could decide to go out
whenever they wanted, to work in the garden,
go for a walk, etc. Another point was the

need for privacy. Most of the respondents
wanted their privacy and their own room

for themselves or for themselves and their
partner. For instance, many of the respondents
found it inconceivable that someone would
do their laundry for them or that they would
have to share a bathroom with a stranger. The
need to be useful and needed was another
important aspect of life in such a facility. Many
seniors mentioned that, for instance, they
would like to help less independent residents
of the facility, look after the garden, or do
handiwork. One common concern was the fear
that they would lose their interests, hobbies,
or daily activities. Another important need was
the need for safety. Even though the residents
are often independent, they still realize that
they are getting older and could, for instance,
trip and injure themselves. They thus want to
know that they can call someone for help at
any time. They also need to be sure that they
are safe from strangers, that not just anyone
can enter the building. And last but not least,
they want to feel social. They want to have fun,
play, laugh, and have the possibility to be at
the center of activities. It is important for them
to fitin, to have good relationships, but also

to decide freely when to interact with others
and when they would prefer to be alone. They
want to live, and they want to live in a nice
setting. Preserving these main needs was

a fundamental issue that was reflected in the
final design of the interior and of the building
as a whole.

Implementation

The first thing that was reflected in the

final design was the need for privacy and
independence. The building's entire layout was
designed so that the residents’ windows face
a garden hidden behind the building. Some
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Pro podporeni sobéstacnosti rezidentd byli

v klasickych pokojich instalovany také kuchyné,
které poskytuji moznost svobody vybrat si,

zda si chtéji uvafit, i jit napfiklad do jidelny se
najist s ostatnimi.

Dalsi potfeba spolec¢enského zivota je feSena
vytvorenim nejen oficidlni spoleéenské mist-
nosti, ale také rozsifené recepce jako centra
déni. Zde si mohou seniofi pockat na posta-
ka, dat se do feci s recepcni, nebo si dojit na
kaficko. Prostorem pro kaficko, cigadrko, nebo
navstévu je také zahrada, kterd funguje jako
prodlouzeni spolecenské mistnosti a nabizi
mnoho mist k posezeni. Zaroven nabizi moz-
nost zahradniceni, coZ je zpUsob, jak seniory
zacdlenit do chodu domova. DalSim prostorem
pro seberealizaci je kryta terasa na strese,
kde vznikla mimo jiné mala kutilska dilna, kde
mohou rezidenti pracovat na ru¢nich pracich.
V obdobi osklivého pocasi slouzi terasa také
jako prostor na kdvu ¢i cigaretu, nebo jen jako
Unik do jiného prostfedi. Na terasu vede krom
schodd i vytah, ktery tak umoZnuje pfistup

i seniorl upoutanym na vozik, ¢i 18zko.

Navrh celého objektu a jeho délenf také
zjednodusuje fadu provoznich véci. V prvnim
nadzemnim podlazijsou umisténi ti nejvice fy-
zicky postiZzeni — upoutani na kole¢kova kfesla,
¢i postele. Mohou se tak snadnéji dostat na za-
hradu, nebo kamkoliv jinam. Druhé patro slouZi
klasickému domovu pro seniory s tydenni péci.
Zde je ¢ast pokojli fesena singl a ¢&st pro dva
rezidenty. Treti patro pak je vyhrazeno provozu
se speciadlnim rezimem — pro osoby dusev-

né nemocné, se schizofrenii, ¢i roztrousenou
sklerézou, ktefi zde pfebyvaji po dvojicich, pro-
toze se ukazuje, Ze je pro tyto lidi lepsi byt ve
spole¢nosti. Z dlvodu zvyseni bezpecnosti byli
sesterny a dostupné obsluhy véem klientm
umistény ve druhém patre, odkud mohli sestry
dobéhnout k nékomu v nesnézich velmi rychle.

PrestoZe vySe popsané Upravy v ndvrhu
domova pro seniory mohou na prvni pohled
vypadat jako ocividné, je aplikace podobné-
ho vyzkumného procesu v nédvrhu socidlnich
zafizeni spise vyjimkou. Jsou to vSak pravé
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of the rooms have small terraces that provide
sufficient privacy and allow residents to have
visitors with whom they can talk about private
matters that they don't want to discuss in

the facility's common areas. Another design
solution for promoting the senior residents’
privacy was to give all the rooms their own
bathrooms. This allows seniors to wash their
own clothes without having to use a laundry
service if they don't feel comfortable with that.

In order to promote residents’ independence, the
rooms were fitted with kitchens that let residents
freely choose whether to cook for themselves or
to eatin the dining hall with the others.

The need for social life was addressed by
creating a common room for socializing

and by expanding the reception area to

act as a center of activity, a place where
residents can wait for the mailman, talk to
the receptionist, or have a coffee. Another
place where residents can have coffee, smoke
a cigarette, or entertain visitors is the garden,
which acts as an extension of the common
room and which offers many places to sit. It
also provides residents with the opportunity
to do some gardening, which is one way of
involving them in the facility's day-to-day
operations. Another space for self-realization
is the covered rooftop terrace, which is now
home to a small workshop where residents
can work on DIY projects. During bad weather,
the terrace is also a place for coffee and
cigarettes or to just get away for a change

of scenery. The terrace can be reached via
stairs or an elevator, thus enabling access for
wheelchair-bound or bedridden residents.

The building's overall design and layout also
help to simplify a number of operational
matters. The first floor houses the most
physically disabled residents, those who must
use a wheelchair or who are confined to their
beds. In this way, they have easier access

to the garden or to other areas. The second
floor acts as a classical senior citizens' home,
including short-term services. Some of the
rooms on this floor are singles and some are

tyto domovy, které takové zamysleni opravdu
potfebuji. Pozorovani a naslouchani lidem nenf
zadnou slozitou védou — zejména s vybé-

rem téch spravnych metod, mdZe to vSak mit
zasadni vliv na kvalitu Zivota vasich budoucich
uZivatelG.

a&A

Kolik ¢asu takovyto vyzkum zabere? Jak jej
dobie zakomponovat do planovani a kolik
casu vyhradit vyzkumu a kolik navrhovani?
Vzdy zélezi na konkrétnim projektu a na tom,
jak se samotny vyzkum na zacatku nastavi.
Neda se univerzalné fict napfiklad 30 hodin na
vyzkum a 60 hodin na design. Co m{Zu fict je,
ze kdyz je samotny vyzkum tfeba 20 hodin, tak
pak naslednd analyza trva dvakrat tolik — 40
hodin. Velmi také zalezi na zpUsobu vyzkumu
a na pouZitych metodach. Je rozdil, zda se
délaji skupinové rozhovory a focus grupy, nebo
jednotlivé interview. Nebo jestli se v explora-
tivni ¢asti jiz testuji néjaké prototypy. Co také
ovliviiuje délku fazi je mnoZstvi stakeholderd
a zainteresovanych stran.

Jak pracovat s vyzkumem, ktery jiZ existuje?
Jak poznat relevantni zdroje informaci.
Stejné jako v médiich, tak i ve védecké sfére
se mnozi spousta informaci, u kterych nevime,
zda jim mUzeme véfit. Je proto dllezité umét
vybirat kvalitni ¢lanky a védecké zurndly, které
o kvalitu publikovanych textl dbaji. Ovéro-
vat si relevantnost ¢lanku Ize taky skrze jeho

doubles. The third floor is for special-care
residents — mentally ill individuals and people
with schizophrenia or multiple sclerosis. They
live in double rooms, because it has been
shown that such people do betterin the
company of others. For heightened safety, the
nurses' offices and other accessible facilities
are located on the second floor, from where
they can quickly reach anyone in need of help.

Although the above-described design changes
in the senior citizens' facility may at first glance
appear obvious, the application of similar
research processes in designing social service
facilities is somewhat of an exception. In the
meantime, it is precisely this type of home that
requires this kind of approach. Observation
and listening to people is not rocket science.
Especially if done with the right choice of
methods, this approach can have a fundamental
influence on future users' quality of life.

Q&A

How much time does such research take? How

is it best incorporated into planning? How
much time should one set aside for research,
and how much for the design process?

It always depends on the specific project and
on how the research itself is set up at the
outset. For instance, one cannot universally

say that something will take 30 hours of
research and 60 hours of design. What | can

say is that if the research takes 20 hours, then
the subsequent analysis takes twice as long

— 40 hours. Another important factoris the

form of the research and the methods used.
There is a difference between doing group
interviews and focus groups or doing individual
interviews. Or if the explorative partinvolves the
testing of prototypes. Another factor influencing
the length of the stages is the number of
stakeholders and other interested parties.

How to work with pre-existing research?
How does one recognize relevant sources
of information?

Just as with the media, the scientific world
is increasingly confronted with the question
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review. Review piSe jiny autor-védec a po-
méruje pravdivost ¢lanku a zda revidovany
¢lanek odpovida poznatkdm z jinych vyzkumd
ze stejného oboru. Je dobré si priibézné
vytvaret seznam zurnald, ze kterych je bez-
pecné Cerpat. Zaroven, pokud se objevi néjaké
pochybnosti, tak pouzit vlastni hlavu, pfipad-
né dojit s ¢lankem za nékterym odbornikem

a zkonzultovat to s nim.

Jak oslovovat skupiny uZivateld, ktefi své
potreby skryvaji, nebo je to pro né velmi
citlivé téma? Napfiklad uzivatele s duSevnimi
poruchami.

J& bych se nejdfiv tyto uzivatele pokusila ziskat
pres rGizné komunity, pripadné pres Iékafe,
psychology, &i psychiatry. Zacala bych je hledat
pfes tzv. proxy usery. To jsou uZivatelé, ktefi
maji mnoho zkusenosti s konkrétnim téma-
tem, mohou vém predat spoustu informacf

a zaroven vas propojit s nékym dalsim. Mohou
fungovat jako spojka a zeptat se konkrétnich
lidf, zda by byli ochotni si s vdmi promluvit.
Tyto dusSevni a emocni zalezitosti jsou velmi
citlivé, a proto je dobré pfistupovat k uzivate-
[&m skrze nékoho, kdo vés doporudi.

Slowniéek / Keywords

Stakeholder

Stakeholdefi jsou lidé, skupiny nebo jednotlivci, kteff
maji bud moc ovlivnit, nebo jsou ovlivnéni tim, ¢im
se zabyvame. Sahaji od $éfa vasi organizace az po
¢lovéka na ulici, ktery mUze pocitit dopady toho, co
jste si predsevzali.

Stakeholders are people (groups or individuals) who
either have the power to influence or are influenced
by what you do. They range from the head of your
organization to a person on the street who might feel
the effects of what you have set out to do.

NMaciténi — hluboké porozuménf uzivatell skrze
kvalitativni vyzkum. Je zdkladnim kamenem
navrhovani pro lidi, a k naciténi uzivateld je tfeba
pozorovat je v kontextu jejich Zivotl, mluvit s nimi

a ponofit se do jejich zkusenosti.

Attunement — The process of gaining a deeper
understanding of users through qualitative research. It
is the cornerstone of design for people. Being attuned
to users requires observing them within the context
of their lives, speaking with them, and immersing
yourself in their experiences.

of what information can be trusted. It is

thus important to know how to select well-
researched articles and scientific journals

that care about the quality of the texts they
publish. An article's relevance can be verified
through its reviews. Written by other scientists,
these reviews measure an article's truthfulness
and whether it corresponds to the findings

of other researchers from the same field. It is

a good idea to keep a constantly updated list
of reliable journals. At the same time, if any
doubts arise, use your own judgement or take
the article to an expert for consultation.

How should you approach groups of users

who hide their needs or for whom it is

a sensitive topic? For instance, users with

mental illnesses.

| would first try to approach such users
through some kind of community group

or through doctors, psychologists, or
psychiatrists. | would begin by looking for
them through so-called "proxy users.” These
are users who have a lot of experience with
the particular subject, who can provide you
with a lot of information, and who can put
you in touch with others. They can act as
intermediaries by asking people whether
they would be willing to talk with you.

Such emotional and mental issues are very
sensitive, and so it's a good idea to approach
users through someone who can recommend
you to them.

PouZité vizualizace jsou autorskym dilem
ateliéru momentura, s.r.o
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UX Design prakticky: od mobilnich
aplikaci po automobily UX

Design in Practice: From NMobile
Applications to Automobiles

=P Petr Kosnar

Petr nejprve studoval na Technické univerzité v Eindhovenu klasicky prémyslovy de-
sign a nasledné pokracoval v postgradualnim programu User System Interaction, ktery
je jakousi kombinaci prmyslového designu a aplikované psychologie, a ktery tak
nasmeéroval jeho budouci profesiondlini kariéru UX designera. UX designu a vyzkumu
se vénuje pres 14 let, a za tuto dobu nasbiral mnoho zkuSenosti jak z akademie, tak
pramyslu. Pracoval v komercénich agenturach a produktovych firméch, a prestoze se
nyni vénuje primarné oblasti automotive, méd za sebou zkuSenosti i jako pfedndasejici
na univerzitach, jako napfiklad na North Carolina State University nebo na Kolinském
CIID. VedI také fadu kurzG a ma mnohaleté zkusenosti z vyvoje aplikaci, service desig-
nu a z jinych oblasti designu pfibuznych.

After studying classical industrial design at Eindhoven University of Technology, Petr
did a postgraduate program in User System Interaction. This program, a combination
of industrial design and applied psychology, put him on the path of his future career
as a UX designer. Petr has been active in the field of UX research and design for more
than fourteen years, and during this time he has gained much experience in indust-
ry as well as academia. He has worked for commercial agencies and manufacturing
companies, and although he is currently focused primarily on the automotive industry
he also has experience as a university lecturer, having lectured, among other places,
at North Carolina State University and CIID in Copenhagen. He has also led various
courses. Petr has many years' experience in application development, service design,
and related design fields.

Odkaz / Link to the video recording 10. 5. 2021
https://bit.ly/PetrKosnar

www.iampetr.com/
www.linkedin.com/in/petrkosnar/

Petr Kosnar — designovy vyzkumnik a UX

a Interaction designer — zaklada svou praci
na aplikované psychologii a designovych

a vyzkumnych metodach. Ve své prednasce
struc¢né pfriblizil, co obnasi prace UX designe-
ra, jak se lisi praxe od teorie a na co si dat
jako absolvent nebo nadSenec do UX designu
pozor. A protoze se sdm UX designu nevénu-
je pouze komeréné, predstavil sviij projekt
CF Hero — aplikaci pro teenagery s cystickou
fibrézou — a podélil se tak o sviij pohled na UX

design a jeho Sirsi spole€enskou roli.

Design researcher and UX and interaction
designer Petr Kosnar works on the basis of
applied psychology and design and research
methods. In his lecture, he briefly outlined
the work of a UX designer, how theory differs
from practice, and what to look out for as

a graduate in or enthusiast for UX design.
And since not all of his UX design work is
commercial, he also presented his CF Hero
app for teenagers with cystic fibrosis and
shared his views on UX design and its broader
role in society.
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Ve kolem nas, veskeré produkty, sluzby ci
software, jsou néjakym zplsobem navrho-
vany a také néjakym zpClsobem ovliviiuji to,
jak se citime. Nékdy se diky nim citime dobre
—radostné, uvolnéné, vdécné, pysné, zaujaté,
pobavené, nebo se tfeba nechdme inspiro-
vat. Nékdy se naopak kvdli nim mizeme citit
Spatné — mlzeme citit vztek, smutek, frustraci,
Uzkost, strach, napfiklad i znechuceni. Skrze
vhodné navrhovani produktd a jejich funkci

a vlastnosti, Ize v lidech vyvolavat celou Skalu
rlznych emoci. A Ukolem UX designéra je
navrhovat produkty, které uzivatelim poskytuji
smyslupIné a relevantni zazitky, a navrhovat
je tak, aby v lidech vyvolavaly primarné emoce
pozitivni.

To mUze znit velmi bandlné, ale ve skute¢nosti
navrhnout produkt tak, aby opravdu v lidech
vyvoldval pocity a dojmy, které jsme si vysnili,
neni snadné, a vyZaduje to velké mnozstvi
zkuSenosti. UX design neni pouze o pouZitel-
nosti produktu, ale také o dalSich aspektech
uZivatelského zazitku, jako je potéseni, efekti-
vita a zabava. Proto je pfi navrhovani zésadnfi
porozumét uzivatellm, a je nutné zvazit,
Jproc?”, ,co?" a jak?" o produktu. Pro¢ zahr-
nuje motivaci uzivateld produkt zacit pouzivat,
ale i hodnoty Ci ndzory, které si uzivatelé spoju-
ji s vlastnictvim a pouzivanim produktu. Co se
tyka funkce produktu — toho, co s nim mohou
lidé délat. A jak je navrZzenfjeho funkci pfistup-
nym a esteticky prijemnym zpUsobem.

Navrhovani uzivatelského zazitku je ale také

o procesu a jeho jednotlivych fazich. Prvni je

v kazdém pripadé vyzkum — je to moment, kdy
hleddme cestu k uZivateli a snazime se po-
rozumeét jeho potrebdm, zvykdm, motivacim,
ale i strachdm a frustracim. Takovy prizkum
probihd pomoci rozsahlé fady metod a nastro-
jO, které napomahaji analyzovat uzivatelské
potfeby v konkrétnim kontextu a ndsledné
definuji problém a designové vize. V dalsich
fazich se pak stfida ideace, prototypovani

a testovani. V idedInim modelu procesu na
sebe plynule navazuji a na konci prichazi

tzv. heuréka — moment prozieni a realizace
stoprocentné funkéniho produktu, ktery resi

Everything around us, all products, services,
or software, are in some way designed and in
some way influence how we feel. Sometimes
they make us feel good — joyful, relaxed,
thankful, proud, captivated, entertained, or
perhaps inspired. Sometimes, however, they
make us feel bad — we might feel angry, sad,
frustrated, anxious, afraid, or disgusted. The
proper design of products and their functions
and qualities can arouse a whole range of
emotions in people. It is the task of the UX
designer to design products that provide users
with meaningful and relevant experiences

in a way that will arouse primarily positive
emotions in them.

This may sound very banal, but in reality it
isn't easy to design a product so that it will
truly arouse the feelings and impressions

that we want. It also requires a great amount
of experience. UX design is not only about

a product's usability, but also about other
aspects of the user experience such as
enjoyment, effectiveness, and entertainment.
For these reasons, an important element

of design is to have a fundamental
understanding of users and to consider the
""what," and "how" of a product. Why
includes not only users’ motivations for using
a product, but also the values and opinions
that they associate with owning and using it.
What relates to a product's functions, meaning
what they can do with it. And how is about
designing these functions in an accessible and
aesthetically pleasing manner.

"why,

But designing user experience is also about
the design process and its individual stages.
The first stage is always research — this is
when we find our way to users and try to
understand not only their needs, habits,

and motivations, but also their fears and
frustrations. This kind of research is done using
a broad range of tools and methods that help
us to analyze user needs within a specific
context and subsequently define the task at
hand and the design vision. The subsequent
stages involve ideation, prototyping, and
testing. In an ideal process, these stages flow

veskeré uzivatelovy problémy a napliuje ves-
keré jeho potreby. V redlu byvéa tento proces
mnohem komplikovanéjsi. Faze ideace proto-
typovani a testovani se prolinaji, pfidavaji se
nové poznatky na zakladé testovani, a proces
zacind nanovo. Nékdy se vraci na Uplny zaca-
tek porozuméni uzivatelim a hledd odpovédi
na dalsi a dalsi otazky. FindIni produkt pak
Casto neni naprosto dokonalym produktem.
Jeho dokonalost je vzdy limitovédna ¢asem,
ktery mizeme vyvoji vénovat, a ten je zase
limitovan prostfedky, které mdme k dispozici.
Prace UX designera tedy nenf jen o navrhovani
produktl, ale také o hledani kompromisu mezi
jednotlivymi aspekty samotného ndvrhového
procesu.

Tento proces tedy mQze vypadat v teorii
zdanlivé snadné a harmonicky, ale praxe ¢asto
byva trochu jina. Zaroven ma kazdy projekt
své specifické prekazky, se kterymi je tfeba se
vyporadat. Mdze to byt problematicka cilova
skupina, ke které je téZko se dostat, nebo na-
pfiklad problém testovat v redlném kontextu.
Petr(v projekt CF Hero byl takovym prikladem,
a priblizil, jak se mdze praxe UX designera lisit
od teoretickych priru¢ek a navoda

PROJEKT CF Hero

Cysticka fibréza je vrozené genetické one-
mocnéni, se kterym se u nds ro¢né rodi kolem
30 az 40 déti. Zplsobuje zavazné problémy

s metabolismem a trdvenim, v dlsledku ¢ehoz
dochazi k zahlcovani plic hlenem. Pro paci-
enty to znamena celozivotni boj s vlastnim
télem — jsou odkdzani na kazdodenni dechova
cvi¢eni a pravidelné uzivani 1ékd. Nékolikrat
denné inhaluji specialni roztok, aby mohli [épe
odkaslavat a uvolfiovat plice. Tyto inhalace
jsou obzvlast slozité pro déti. Inhalovat totiz
musi jiz od Utlého véku, a spravné, a sprav-

né dlouho, protoze na tom zavisi vyvoj jejich

smoothly from one into the other, resulting in
a final eureka moment of enlightenment and
the creation of a perfectly functioning product
that solves all of the users’ problems and
meets all their needs. In real life, this process
tends to be much more chaotic. The ideation,
prototyping, and testing stages overlap,
testing produces new findings that have to

be incorporated, and the process starts over.
Sometimes, we go back to the beginning of
trying to understand users in order to find
answers to further and further questions. In
many cases, the final productis thus not an
absolutely perfect product. Its perfection is
always limited by the time we can investin
development, and this time is limited by the
resources at our disposal. The work of a UX
designeris thus not only about product design
but also about finding a compromise among
the various aspects of the design process.

The process can thus appear simple and
harmonious in theory, but it is often a little
different in practice. At the same time, each
project has its own specific pitfalls that we
have to deal with. We might be working with
a problematic and hard-to-reach target group,
or there could be difficulties testing a product
in a real-life context. Petr's CF Hero project is
one example, and he used it to show how the
actual work of a UX designer can differ from
theoretical manuals and guidebooks.

PROJECT: CF Hero

Cystic fibrosis is an inherited genetic iliness
that causes serious problems with metabolism
and digestion and results in the lungs filling
with mucus. In the Czech Republic, around 30
to 40 children are born with cystic fibrosis every
year. A diagnosis means a lifelong struggle with
one's own body — patients depend on daily
breathing exercises and must regularly take
medication. Several times a day, they inhale

a special solution to help them expectorate
and thus open up their lungs. Such inhalation
therapy is especially difficult for kids. Inhaling
must be done from a young age, properly

31

Xeusoy x3od



nemoci v budoucnu. Déti vsak maji jiné zajmy
nez vysedavat doma a inhalovat. Chtéji se
bavit s kamarady, zazivat rliznd dobrodruzstvi,
hrat si, a podobné. Inhalace jsou proto pro déti
dost nudné a najit k nim motivaci je v nizkém
véku velmi slozité

Pravé na tuto problematiku se zaméfil Petr
ajeho tym, a snazili se spolecné najit zplsob,
jak détem a mladezi pomoci spravné a pra-
videlné inhalovat a vytvorit si rutinu, ktera je
velmi dllezZitd pro jejich budouci Zivot. Vytvo-
fili zdbavnou mobilni aplikaci, kterd hravou
formou s prvky gamifikace vede déti k pravi-
delnym a spravnym inhalacim. Aplikace je od
zacatku prizplsobitelnd malému uZivateli — to
znamena, Ze si mUze vybrat postavicku a tu
oblékat a upravovat podle svého stylu tak, aby
se s ni mohli co nejvice identifikovat. Nasled-
né pak uZivatelé spolu s postavic¢kou inhaluji
a ziskavaji za to tzv. ,kysliky", které slouZi jako
meéna. "Kysliky” pak mohou utracet za nové
outfity pro svého avatara, nebo mohou expe-
rimentovat v laboratofi a zjiStovat, co je pro
cystika dobré délat a co délat nemaji. Mohou
si tak — radéji v teoretickych scénafich nez na
vlastni k(zi — zjistit, jaké dopady mohou mit
rGizné aktivity. Kromé toho, Ze aplikace pomaha
vytvofit spravné — a pro pacienty s cystickou
fibrézou zdsadni — navyky dechovych cviceni,
pfindsii daldi pfidanou hodnotu. UmozZfiuje
totiz skrze sbér dat o konkrétnim uZivate-

li snadnéjsi pfedani podrobnych informacf
[ékarlm. Ti pak mohou mnohem lépe sledovat
pacient(v zdravotni stav.

Béhem navrhovani této aplikace se vSak Petr

a jeho tym setkali s rznymi prekédzkami. Tou
nejvétsi byla pravdépodobné skutecnost, ze je
tato nemoc velmi vzécna. vV Cechach ji méa né-
kolik stovek lidf, tudiZ je to cilovka velmi mala
a extrémné Spatné dostupna. Pracuje-li se

na produktu, ktery je uréen pro Siroky trh, pak
neni s ur¢itymi zdroji a Casem problém sehnat
dostatek uzivatell k testovani. V tomto pfipadé
z ddvodu malého pocltu pacientl v konkrétni
vékové skupiné, ale i kvUli jejich zranitelnosti,
to byla komplikace velkd. V idedInim modelu
navrhového procesu se pocitd s mnohona-
sobnym iterovdnim a testovanim konceptd

and long enough to have an effect. The future
development of theirillness depends on doing
it right. But children have other interests than
sitting at home and inhaling. They want to play
with their friends, to go on adventures, to play,
and so on. Kids find inhalation therapy boring,
and it is difficult for them to be motivated,
especially at a young age.

Petr and his team focused on this issue and
tried to find a way of helping children and
young people to properly and regularly inhale,
to create a routine thatis important for their
future life. The result is a fun mobile app that
uses play and gamification to guide children
towards regular and proper inhalation. The
app can be adapted to young users from the
very beginning — they can choose a character,
which they can dress as they like so that they
will identify with it as much as possible. Users
then inhale along with the character, for which
they earn "oxygen” points that can be used

as a currency to "buy” new outfits for their
avatar or experimentin a laboratory to find out
what is good for someone with cystic fibrosis
and what isn't. Through theoretical scenarios,
they learn first-hand how various activities
might affect them. Besides helping patients
with cystic fibrosis form the proper, vitally
important habits for breathing exercises, the
app also collects data about users so that
doctors can get better and more detailed
information about them, thus allowing them

to better monitor their patients’ state of health.

Nevertheless, Petr and his team encountered
various obstacles while designing the app.
The greatest was probably the fact that
cystic fibrosis is a very rare illness. Only a few
hundred people in the Czech Republic have
it, meaning that the target group is very
small and difficult to reach. With the proper
time and resources, if you are working on

a product intended for a broad market you
won't have any trouble finding enough users
for testing. In the case of CF Hero, however,
the small number of patients within the target
age group, combined with their vulnerability,
produced a highly complicated situation. An

a prototypl. V redlu to ale nemusi byt vzdy
mozné. Projekt CF Hero je pravé takovym pfi-
kladem. BEéhem navrhovani a testovani nemél
tym prostor pro tolik iteraci a kol testovani.
Tato prekdzka proto kladla velké naroky na
designéry a jejich znalosti a zkuSenosti s pro-
blematikou. Nemoznost si opakované ovérovat
své navrhy znamena totiz pro designéry to, ze
to museji ,dohnat" nékde jinde. V tomto pfi-
padé slo o hluboké porozuméni celé doméné
a obecné psychologii a motivaci uZivatell —
déti. Co je bavi? A je mozné udélat dostatec¢né
hluboky vyzkum toho, co tyto déti bavi, bez
opakovaného testovani? Pfestoze se mdzZe na
prvni pohled zdat jednoduché odhadnout,

co mize déti bavit (kazdy z nés byl prece
jednou ditétem), v tomto pfipadé se musi
brat v Gvahu, ze to je velmi specifickad skupina
déti. Maji jiné hodnoty a Fesi jiné véci. Proto

je pfi navrhovani pro takovou skupinu nutné
mit dobré porozuméni motiva¢nimu modelu
a podobnym néstrojim.

TIP: V pripadé spatného pristupu k téZko
dosaZitelné cilovce se zamérte na maximalné
hluboké a odborné porozuméni kontextu. | kdyz
nebude vysledek stoprocentni, je mozné ziskat
feedback od uZivateld i po implementaci.

Dalsi prekazkou byl fakt, ze vytvoreni business
casu pro takto malou cilovou skupinu je velice
obtizné. Je nesnadné z toho udélat funkénf
business, ale pfi praci na podobnych projek-
tech je to tfeba. | proto se Petr domniva, Ze by
se vice kreativnich lidi mélo vénovat tomu, jak
z podobnych projektl udélat zivotaschopné
business casy.

,Profit neni cil vytvareni produktu nebo zakla-
dani firmy. Cilem by mélo byt vytvofit néjakou
hodnotu. Tento svét ma celou fadu obrovskych
problém, které je tfeba resit, at je to globaini
oteplovani, nedostatek vody, at je to nedosta-
tek vzdélani v nékterych castech svéta, at je

to polarizace spolecnosti skrz rizné digitalni
kandly, socialni média, at je to prelidnéni,
problém s digitalni gramotnosti, rasismem.

Je tady takova rada problémd, které viastné
malokdo resi, a je velmi téZké pro né vymyslet

ideal design process involves the repeated
testing of ideas and prototypes. But this isn't
always possible in real life, and CF Hero is one
such example. During the design and testing
process, the team was limited by the number
of iterations and testing rounds. This obstacle
placed great demands on the designers and
on their knowledge of and experience with the
issue at hand. If designers cannot repeatedly
test their designs, they have to "make up”

for this shortcoming elsewhere. In this case,
that meant having a deep understanding of
the entire issue and of the psychology and
motivation of their products’ users, meaning
children with cystic fibrosis. What do they
enjoy? Without repeated testing, can one
even engage in a sufficiently thorough study
of what these children enjoy? Although at
first glance it might seem easy to guess what
children enjoy (after all, we were all children
once), in this case we have to take into account
that this is a very specific group of children.
They have different values than us, and they
are dealing with different issues. When
designing for this group, we must therefore
have a good understanding of motivational
models and similar tools.

TIP: If you don't have good access to the
target group, focus on getting as extensive
and expert an understanding of the context
as possible. Even if the result isn’t 100%
perfect, you can get feedback from users after
implementation.

Another obstacle was the fact that it is very
difficult to create a business case for such

a small target group. For this reason, Petr
believes that more creative people should
focus on how to create viable business cases
for similar projects.

“The goal of creating a product or starting

a company is not profit. The goal should be
to create something of value. This world is
full of enormous problems in need of solving,
be it global warming, water scarcity, the lack
of education in some parts of the world, the
polarization of society through various digital
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néjaky byznys case. Misto toho se dnes hro-
mady skvélych mozkG a kreativnich lidi vénuji
tomu, jak pretvorit néjakou hromadku dat,
které nékde vytézi z néjakych online sluzeb,

v néco jiného, co zase mohou prodat o dim
dal. Vytvari na to prezentace, kde ukazuji, kolik
set a kolik miliontG uZivatelG budou mit, v kte-
rém kvartalu, a kolik desitek milionG dolari na
to dostali od kterého investora. Ale, proboha,
profit neni motivace k tomu, zakladat firmu

a vytvaret produkty. Pojdme resit skutecné
problémy.”

Petr se kromé takovych projektd nyni vénuje
primarné oblasti automotive, zejména navr-
hovani rozhrani do aut. Specifika a unikatni
prekadzky a vyzvy, se kterymi se UX designer
musi dennodenné potykat, obsahl ve své
pfednasce. V této oblasti se proces vyvoje
mUze protdhnout i na 4-6 let a investuje se do
néj velké mnozstvi zdrojd. Proto je vzdy nutné
rozsahlé testovani, a je tfeba domyslet vie

do posledniho egde casu, protoZe zde nenf —
na rozdil od vyvoje aplikaci — mozné jen tak
updatovat verzi pfi pfistim releasu a opravit
chyby. Tyto chyby totiZz v tomto kontextu mo-
hou znamenat fatéini disledky. Vice o praxi

v automotive a o tom, jak se testuje v tomto
vysoce utajeném oboru, si mlZete poslech-
nout v pfednasce.
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channels, social media, overpopulation, digital
literacy, racism. There are many problems that
few people are dealing with and for which it

is difficult to come up with a business case.
Instead, many excellent minds and creative
people spend their time figuring out how to
transform the piles of data that are mined
from online services into something they

can sell to the next person. To this end, they
create presentations in which they show how
many hundreds and millions of users they will
have in which quarter, and how many tens of
millions of dollars they got from this or that
investor. My God, profit shouldn’t be the driving
force behind starting a business or creating
products. Let's solve real problems.”

In addition to projects such as this one, Petr
currently works mainly in the automotive
field, where, among other things, he designs
interfaces for cars. In his lecture, he described
the specific and unique obstacles and
challenges that UX designers must deal

with every day. In this area, the development
process can stretch out to as many as four to
six years and requires immense investments
of resources. For this reason, one must always
engage in extensive testing and consider

all possibilities down to the last edge case,
because unlike app development you can't fix
mistakes by just updating the current version
in your next release. In this context, a mistake
can have fatal consequences. You can hear
more about design practice in the automotive
industry and how testing is done in this highly
secretive field in Petr's full lecture.

Slownicek / Keywords

Edge case

je okrajovy pfipad. Je to neobvykly nebo
nepredvidatelny problém, nebo situace, kterd nastava
pouze pfi extrémnim parametru.

An extreme, marginal case, an unusual or
unpredictable problem or situation that happens only
under extreme conditions.

Gamifilcace

je vyuzivani hernich prvkd v mimo hernim prostredi

s cilem zvysit zajem uZivatele.

The use of elements of play in a non-play setting with
the goal of increasing user interest.

a&A

Jak ziskat mentora? Cim ho oslovit?

Lidé jdou vétsinou spise za konkrétnimi lidmi
nez napfiklad za firmou. DUlezity je pfistup
Clovéka a to, jak pracuje. Oslovte proto lidi,
jejichz prace se vam libi, a ukazte, co délate

— vlastni pfistup a iniciativu. Pokud nikoho ta-
kového neznate, oslovte firmu, jejichz produkty
se vam libi, a ptejte se, zda je moznost néjaké
stdZze nebo kontaktu s design tymem.

Je k praxi UX designéra potreba zaklad
psychologie?

Ano, zéklady psychologie jsou naprostym ,must
have" dobrého UX a interakéniho designéra.

Je tfeba znat kognitivni psychologii, rozumét
lidskému vnimani, znat rizné modality — tzn.
napfiklad co a jak komunikovat vizudlng, co
komunikovat hlasové, co audiovizudlné. Hodi

se znat motivacni modely a rozumét, jak Ize

lidi motivovat k rdznym cinnostem. Je také
dobré mit predstavu o teorii barev a védét, co je
vizudlIni priorita, aby lidé porozuméli ovlddacim
prvkdim a nedélali chyby.

je motivacnim ?
MiZete uvést néjaké piiklady?
Jsou to v podstaté rlizné strategie, kterymi Ize
motivovat uZivatele k ur&ité &innosti. Existu-
je velké mnoZstvi popsané teorie a mezi asi
nejznameéjsi patfi Robert Cialdini se svou teorif
o vlivu a presvédcovani, a B. J. Fogg a jeho
model chovani. MoZnosti, jak lidi motivovat je
fada — existuji motivace vnitfni a vnéjsi, a na
kazdého uzivatele funguje néco jiného. Pro
nékoho je to autorita, pro jiné odména nebo
vlastni seberealizace. Tyto pfistupy lze kombi-
novat a pfizpGsobit konkrétni situaci a vytvofit
tak specifické motivacni modely k produktdm.

Q&A

How can | find a mentor?

How to approach him or her?

People usually go for people instead

of companies. What is important is the
person's approach to his work and how he
works. For this reason, you should contact
someone whose work you like and show them
what you do — your own approach and initiative.
If you can't find anyone like that, contact

a company whose products you like and ask
whether they offer any internships or if they can
put you in touch with their design team.

Does the work of a UX designer require

a foundation in psychology?

Yes, a foundation in psychology is an absolute
"must have” for a good UX and interaction
designer. You have to be familiar with cognitive
psychology, understand human perception,
and know various modalities — meaning, for
instance, what to communicate visually, how
to communicate it, what to communicate by
voice and what in an audiovisual manner. It

is useful to know motivational models and to
understand how to motivate people to engage
in various activities. It is also good to have an
idea of color theory and to know about visual
priority, so that people will understand your
control elements and not make mistakes.

What is a motivational model?

Can you give some examples?

Motivational models are basically different
strategies by which you can motivate

users to engage in certain activities. Of

the many different theories that exist out
there, the best known are probably Robert
Cialdini's theory of influence and persuasion
and B. J. Fogg's model of behavior change. You
can motivate people in many ways — there
are inner motivation and outer motivation,
and each user responds to something else.
For some, it is authority; for others, reward
or self-realization. These approaches can
be combined and adapted to a particular
situation to create specific motivational
models for products.

Xeusoy x3od


https://www.youtube.com/redirect?event=video_description&redir_token=QUFFLUhqbE5FSllkMUJoYWw2UVBHYzhWX1NuUnBhMWctUXxBQ3Jtc0tuZVF6NjV2MzJfTURQSWxBd3htSWdvYzkyZjNKNzZJbkRSUUpQcWpsTkJRaERvWGdXcnU0QXVOVWFWaHdTQ0hxMUVHRXRXQmNWOTBlS1dpM2tmU1JfUU5oUE1kbkhLOFZnZTQwQldERFdQaXNHMkI5OA&q=http%3A%2F%2Fwww.asociaceux.cz%2F
https://www.youtube.com/redirect?event=video_description&redir_token=QUFFLUhqbjZTVXptSkNSX2FuY0pTOWtQTGl5Z28yX0YzQXxBQ3Jtc0tuSWZ5cFczcUZyQUxLa0hOTjdkS25qa1ctb1lOZV9PU2FNSm9uOVoxQnB1b0c0Z0U5QmM2OGdRc193OUFJc3FEOGUtVmY5VEVXMTZfRS02anEwNVhwLV9lWVhjLUhDSExKX0xTWEJkejBzcmFoLTZCUQ&q=https%3A%2F%2Fwww.interaction-design.org%2F

Jak navrhovat produkty a sluzby,
které F'efi skuteéné problémy?
How to Design Products and
Services That Address Real

Problems?

==) Michaela Stetiarova

Odkaz / Link to the video recording 17. 5. 2021
https://bit.ly/MichaelaStetiarova

www.linkedin.com/in/michaela-stetiarova/

Michaela sama sebe oznacuje jako multidisciplindrniho designéra. Pfestoze jeji

primarni doménou je design sluzeb, neni to jediné, co ji zajima a co déla. Mezi oblasti,

kterymi se zabyva, patfi user experience, customer experience, strategicky design

i klasicky design produktd. V minulosti pracovala v korpordtnim svété jako inovacéni
designér sluzeb, v oblasti poradenstvi, navrhovala sluzby pro CSOB nebo nap¥iklad
navrhovala trofeje pro Sustainable Development Goals v roce 2019. Nyni pracuje na
plny Gvazek pro Kiwi.com, kde se zaméfuje na design inovativnich produktd a sluzeb,

které zlepsuji uzivatelskou a zdkaznickou zkuSenost. Zaroven ale spolupracuje s fadou

start-upl v oblasti zdravotnictvi, a jejim oblibenym tématem je inkluzivita a diverzita.

Michaela calls herself a multidisciplinary designer. Although her primary domain is
service design, it isn't her only area of interest or activity. She also works in the fields
of user experience, customer experience, strategic design, and classical product
design. Among other things, she has worked in the corporate sphere as an innovation
service designer, she has provided consultancy services, has designed services

for CSOB, and also designed the trophies for the 2019 Sustainable Development
Goals. She currently works full-time for Kiwi.com, where she is focused on designing
innovative products and services aimed at improving user and customer experience.
At the same time, she also works with numerous healthcare start-ups. Her favorite

subjects are inclusivity and diversity.

Design sluZeb jako obor klade diraz na
dlouhodoby pohled na konkrétni problémy ci
situace a v procesu vytvafi holisticky pohled
na Zivoty a zku3enosti svych uZivatelt. Ob-
vykle nekonci prodejem sériové vyrdbéného
fyzického produktu a jeho kone¢nym cilem

a ustfednim bodem byva spiSe uzivatelsky
zazitek. Service design zahrnuje navrhovani
dlouhodobéjsich interakci mezi poskyto-
vateli sluZeb a jejich spotrebiteli, a je ¢asto
podpoien fadou nehmotnych slozek ¢i IT. Na
projektech se podileji nejen designéfi, ale

i dalsi odbornici z riiznych specializaci i proto,
Ze jejich snahou je vyvinout cely systém, se
kterym uzivatel pfichazi do kontaktu. K poro-
zuméni toho, co uzivatelé prozivaji, je tieba
jejich aktivni u€asti a prizkum v prabéhu del-
Siho ¢asového obdobi. Pfed navrhovanim je
tieba pochopit a zohlednit fadu aspektd, od
kontextu uzivani, uzivatelovych hodnot, rutin,
dovednosti &i socidlnich vztah(. Dilezitou roli
také hraje to, jakym zplsobem sluzba zapada
do dalsich aktivit uZivatele. Navrh sluzeb je
obvykle tymovou praci, kterd zahrnuje mezio-
borovou komunikaci, a ktera vyZaduje vhodné

The field of service design emphasizes
taking a long-term view of specific problems
or situations and creating a holistic view

of users' lives and experiences. In most
cases, the design process doesn’'t end

with the sale of a mass-produced physical
product. Instead, its final objective and
central focus are user experience. Service
design includes the design of long-term
interactions between the providers and
users of a service, often with support from

a number of intangible components or IT.
Projects are created not only by designers
but also involve other experts from a variety
of specializations — among other things,
because the goal is to develop the entire
system that users come into contact with.
Learning and understanding what users
experience requires their active participation
and long-term research. Before designing
anything, we must understand and take into
account a number of elements, including the
usage context and the users’ values, routines,
skills, or social relations. An important role

is also played by the way in which a service
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https://bit.ly/MichaelaStetiarova

prostiedky vizualizace a testovani — napfiklad
storyboarding, prototypovani, storytelling, ¢i
role playing.

Michaela ve své pfednasce ukazala, jak mize
vypadat takovy jeden den service designéra
a jaké metody Ize v procesu poznavani uziva-
tel(, ale i procesu navrhovani, vyuzit.

CASE STUDY

Kiwi.com, kde Michaela pracuje jako service
designer, je Cesky internetovy vyhledavac
letenek, ktery se zameéruje na propojovani let
leteckych spolecnosti. V rdmci snahy posunout
své sluzby dél, se tym vyzkumnik({ a designérd
rozhodl usporadat expedici, i field trip, a vy-
zkouset si svou sluzbu na vlastni kdzi. Prvnim
krokem byl vyzkum kvantitativnich dat a vyti-
povani kritického scénéare nebo néjaké kritické
cesty. Vysledkem byl itinerdf Praha-Goteborg-
-Budapest-Mildn-Budapest-Brno. Pfed cestou
si tym zpracoval ddkladny plan toho, co chtéji
zkoumat, pfipravili si scénafe, prosli si cile spo-
le¢nosti a oblasti, na které se chtéli zaméfit.
Pfipravili plan toho, co chtéji zdokumentovat,
jaké interakce a komunikacni kandly budou
fesit. Pak si zabalili a vyrazili na cestu.

V priibéhu cesty dle pldnu dokumentovali
jednotlivé body zajmu, jako byly napfiklad
informadnf kiosky, ¢i vytvareli denikové zapisky
o tom, co zaZili, jak se citili, co vidéli a po-
dobné. Jejich cilem bylo zakusit pfesné to, co
proZivaji jejich uzivatelé — tzv. ,put yourselfin
your customer’s shoes”.

PFi navrhovani sluZzeb je tfeba se zvednout ze
Zidle a zazit na vlastni klzi to, co zaziva zdkaz-
nik. Designér je ¢asto skute¢nému uZivateli
velmi vzdalen a mUze mu unikat fada zaji-
mavych interakci. Cely proces totiZ nezaciné
sluzbou samotnou. Naopak, rizné procesy se
déji pfed i po samotném kontaktu se sluzbou,

fits in with the users' other activities. Service
design usually consists of teamwork involving
interdisciplinary communication and
requiring the proper tools for visualization
and testing such as storyboarding,
prototyping, storytelling, or role playing.

In her talk, Michaela described what a day in
the life of a service designer looks like and
what methods can be used in the design
process and in the process of getting to know
one's users.

CASE STUDY

Kiwi.com, where Michaela works as a service
designer, is a Czech airplane ticket search
engine focused on combining flights from
various airlines. In an attempt at expanding
the company’s services, a team of researchers
and designers decided to hold an expedition,
a field trip to test these services first-hand. The
first step involved studying quantitative data
and identifying a critical scenario or several
critical journeys. The result was the itinerary
Prague-Goteborg-Budapest-Milan-Budapest-
Brno. Before starting their trip, the team put
together a thorough plan for what they wanted
to test, prepared scenarios, and went over

the company’'s objectives and the areas that
they wanted to focus on. They compiled a plan
of what they wanted to document and what
interactions and communications channels
there were going to study. Then they packed
and set off on their journey.

Over the course of the trip, they followed
their plan, documenting various points

of interest such as information desks and
keeping a journal of what they experienced,
how they felt, what they saw, and so on. Their
goal was to experience exactly what their
users experience — to "put yourself in your
customer's shoes.”

When designing services, you have to get up
from your chair and experience first-hand
what the customer experiences. Designers

a v zadjmu service designéra je tyto procesy
odhalit a porozumét jim. Teprve s osobni
zkuenosti se mlzeme oprostit od domnének,
kterd médme, ziskat rediny pohled na situaci

a vidét ji takovou, jakd skutecné je.

Po navratu z vyletu si tym sepsal detailnf
scénére a customer journey s cilem ilustrovat,
jakym zplsobem komunikuji s uZivateli a jaka
sdélenf jim posilaji. Tyto customer journey
rozdélili na tfi ¢asti: co se déje pred cestou,
co se déje béhem cesty, a co se déje po cesté.
Z&véry a poznatky o tom, co funguje a co ne-

funguje, pak komunikovali dale do firmy.

JTyto Customer Journeys funguji skvéle, jako
pékny zplsob, jak lidem umoZnit, aby tu
sluZbu vnimali vice holisticky. To znamena, aby
ziskali takovou ptaci perspektivu a aby se na
tu sluZzbu podivali trochu z vysky a nezaméro-
vali se jen na tu jednu jejich oblast. Ve vétsich
spolecnostech se Casto stava, Ze jsou rizné
skupiny lidi, ktefi pracuji v rGznych ¢astech
produktu, a pravé service designer prichazi

a propojuje tyto rizné lidi tak, aby byli schopni
vidét celou sluzbu jako celek a na konci vytvo-
rit lepsi vysledek.”

Vysledkem analyzy vyletu bylo nékolik po-
znatk{. Jednim z nich byla objemna emailovéa
komunikace, kterd ndsledovala po zarezervo-
vani nékolika letd a ubytovani. Jelikoz si bézny
cestujici kromé letenek s Kiwi.com rezervuji

i ubytovani pres jiné spolecnosti, stalo se, ze
tym ziskal b&hem néasledujicich 24 hodin az
19 emailQ. Diky této situaci se tym umél [épe
vcitit do klize zdkaznika. Na zdkladé toho se
upravili pfedméty emaill a predefinoval se
Jidedlni Cas" kdy danou komunikaci zasilat.
Dalsim problémem, ktery béhem expedice
tym odhalil, byla komunikac¢ni bariéra na kios-
cich, kde zaméstnanci pomahaji zdkazniklim
dostat se co nejrychleji z bodu A do bodu B,
kdyz maji néjaky pfestupni let. Ukdzalo se, ze
tito zaméstnanci mluvili obvykle svym rodnym
jazykem, a potom nejcastéji anglicky, némecky
a pripadné italsky. Nicméné tym na zdkladé
dat zjistil, Ze nej¢astéjsi skupina, kterad pres
tento bod cestuje, je rusky mluvici, a ze se

are often far removed from actual users and
can miss many interesting interactions. This is
because the entire process doesn't begin with
the actual service. Instead, various processes
take place before and after contact with

a service, and itis in the interest of the service
designer to uncover these processes and
understand them. Only personal experience
can free us from our presuppositions and give
us a real view of the situation that allows us to
seeitasitreallyis.

After returning from their “field trip,” the team
members wrote up detailed scenarios and
customer journeys with the goal of illustrating
how the company communicates with users and
what messages it sends them. The customer
journey was divided into three parts: what
happens before a trip, what happens during
the trip, and what happens afterwards. The
team then presented a report to the company
containing its conclusions and findings
regarding what works and what does not.

“These Customer Journeys work great. They are
a nice way of enabling people to see the service
more holistically. That means that they get

a kind of bird's-eye view and look at the service
from on high instead of just focusing on their
one area. In larger companies it often happens
that there are various groups of people who
work on different areas of a product, and the
service designer brings these people together
so that they can see the entire service as

a whole and in the end create a better product.”

An analysis of the field trip yielded several
findings. One finding was that customers
receive a massive amount of email
communication after reserving several flights
and accommodations. Because Kiwi.com
brokers not only airplane tickets but also
accommodations from other companies, during
the 24 hours after making her reservation
Michaela received 19 emails. Through this edge
case, the team discovered that they needed to
reduce to amount of communication with the
goal of sending information at the right time
when the customer needs it the most.
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dostate¢né nedorozumi. Reenim byla imple-
mentace informacnich letdkd s potfebnymi
pokyny, které byly v odpovidajicich jazykovych
mutacich.

Dalsi problém, ktery v procesu objevili, byla
nemoznost sdilet itinerare a letenky s ostat-
nimi cestujicimi. Lidé vsak velmi ¢asto cestuji
spolecné, proto se takova funkce a zejména
jeji podoba stala Ukolem k feSeni. Po navratu
hledal tym, na zdkladé jednotlivych poznat-

k@ o interné sestavenych persondch které
Kiwi.com vyuzivd, vhodné feseni. Nasledoval
ideacni workshop, béhem néhoz se tym snazil
vymyslet, kde by v rdmci cesty mohli svému za-
kaznikovi takovy sdileny itineraf nabidnout— ve
kterém okamziku je tato potreba pro zadkazniky
dilezZitd. Po iterativnim testovani nékolika low-
-fidelity prototypU s redlnymi uZivateli vytvofili
findlIni Feseni.

Tvoreni persony je v designovém procesu
velmi uzitecné pfi analyze zjisténych poznatk({
z vyzkumu. Ty usnadfiuji definovani skupiny
idedlnich zdkaznik{, ale i jednodussi zapa-
matovanf si dat a vciténi se do problémd.
Zjednodusuji pochopenf jejich behaviordlnich
predpokladl a toho, co ocekdvaji od produktl
a sluzeb a jaké jsou jejich potreby, problémy

a idedlni fedeni. Zaroven usnadnuji komunikaci
poznatk(l dalsim zainteresovanym stranam.
Takze i takhle m{zZe vypadat den v praci servi-
ce designéra. Michaela a jeji tym v pribéhu
procesu vyuzivaji v zavislosti na konkrétni fazi,
ale i kontextu, fadu metod a néstroja.
Porozumeéni zédkaznikovi a jeho skute¢nym
potrebam je kli¢ ke kvalitnimu nadvrhovému
procesu, ale i k vysledku. Studenti designu

se ¢asto potykaji se spravnou definici problé-
mu, ktery resi. Nevédi, kdo je pfesné cilovou
skupinou jejich ndvrhu, nebo jesté hire,
domnivaji se, Ze cilovou skupinou jsou vsichni.
Je snadné pfijit se skvélym ndpadem, nechat
si to pochvalit od babic¢ky nebo maminky a do-
mnivat se, Ze je problém vyfesen. BohuZel ani
maminka, ani babicka nejsou obvykle odbor-
niky na dané téma, a téZko mohou poskytnout
relevantni feedback nebo pohled do Zivota
skute¢ného uzivatele. Proto je tak dllezité
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Another problem that the team discovered
during its expedition was the existence of

a communications barrier at the information
desks whose employees are supposed to
help customers get from point A to point B

as quickly as possible if they have to catch

a transfer flight. It was found that these people
usually speak in their native language, most
commonly followed by English, German,

and sometimes Italian. Nevertheless, the
team’'s data showed that the group that most
frequently uses these desks speaks Russian
and cannot sufficiently communicate with the
personnel. A solution was the production of
informational brochures with the necessary
instructions, printed in the corresponding
language versions.

Another problem that appeared during this
process was the impossibility of sharing the
itineraries and tickets with the other members
of the expedition. But people often travel

in groups, meaning that the creation of this
function (and especially what it would look
like) became another task to be addressed.
Upon its return, the team applied various
findings to create a persona for whom they
tried to find the proper solution. This was
followed by an ideation workshop during
which the team tried to identify where during
the trip they could offer customers such

a shared itinerary — meaning at what moment
this need would be important for customers.
After engaging in iterative testing of several
low-fidelity prototypes with real users, the
team created its final solution.

The creation of a persona in the design
process is very useful for analyzing

one's research findings. Personas make it
easier to define groups of ideal customers,
facilitate the memorization of data, and
allow researchers to put themselves in
various situations. Personas make it easier
to understand customers' behavioral
predispositions and what they expect from
products and services. They also help to
communicate research findings to other
interested parties.

se ke skute¢nym uZivateldm dostat blizZ, ptat
se a naslouchat. Pidit se po tom, jaké Fesi
problémy, jaké jsou jejich potfeby a co zazivaji.
Nastésti existuje fada skvélych vyzkumnych
metod, které v procesu pomahaji.

NMetody

Lokalizovani respondenti

Shanéni respondentl a potenciondlnich
budoucich uZivatell mze byt rGizné slozZité

v zavislosti na rlizné kontexty, kterymi se zaby-
vate. Nékdy se miZe jednat o téZko dostupné
skupiny, nebo tfeba malo pocetné skupiny,
nékdy vsak zjistite, Ze se stali poohlédnout

v okoli ¢i se zeptat zndmych. Dobrym zpUso-
bem, jak najit své uzivatele, je kontaktovani
rGiznych iniciativ, organizaci ¢i spolk(. Takové
organizace vam mohou nabidnout mnozstvi
znalosti a vhled( a propojit vas se spravny-
mi lidmi. Dalsim zpldsobem je hledanf cilové
skupiny na socialnich sitich. Zejména na Face-
booku existuje nepfeberné mnoZstvi skupin,
kde Ize najit kontakty a lidi, ktefi vdm mohou
ve vyzkumu pomoci. Skvélou metodou, pokud
uZ néjaké respondenty mate, je tzv. snowball
sampling.

So this is one example of a day in the life of

a service designer. Over the course of their
research process, Michaela and her team used
various tools and methods depending on the
specific stage of research and context.

Understanding your customers and their real
needs is central to ensuring a good design
process and quality results. Students of design
often struggle to properly define the problem
they are trying to solve. They don't have a clear
idea of who their target group is or — even
worse — they think it's everybody. It's easy

to come up with a greatidea, let yourself

be praised by your grandmother or mother,
and think that you've solved the problem.
Unfortunately, your mother and grandmother
are probably not experts in the given area,
and they can hardly give relevant feedback

or offer insight into the lives of your actual
users. That is why it's important to get closer
to actual users, to interview them and listen

to them. To dig into what problems they deal
with, what their needs are, and what they
experience. Fortunately, there exist a number
of excellent research methods that can help in
this process.

Nethods

Respondent localization

The ease or difficulty of finding respondents
and potential future users varies according

to the context of your product or service.
Sometimes users may be hard to reach or very
small as a group, but sometimes you discover
that all you have to do is look around and

ask your friends and acquaintances. A good
way of finding your users is to contact various
groups, organizations, or associations. These
organizations can provide much know-how and
insight and can put you in touch with the right
people. Another approach is to seek out your
target group via social networks. Facebook in
particular is home to an inexhaustible number
of groups where you can find contacts and
people who can help you with your research.
If you already have some respondents, an
excellent method is to use snowball sampling.

Gl
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Rozhovory

Rozhovory jsou metodou kvalitativniho vyzku-
mu — maji hluboky zabér, ale neni snadné jich
uskutecnit velké mnozstvi, zejména z dlvodu
jejich ¢asové narocnosti. Data z nich ziskana
maji proto spise kvalitativni nez kvantitativni
charakter. Jsou vSak skvélym ndstrojem k po-
rozuméni lidem. Skrze oteviené otazky typu
Lproc?”, jak?”, .co?"  kdo?" kdy?"a  kde?"|ze
proniknout pod povrch a porozumét kon-
krétnim motivacim dotazovanych. Zaroven
zaméreni se na fec téla mdze odhalit dalsi
zdroje informaci.

Shadowing

Shadowing neboli ¢esky ,nastinéni” je metoda,
kdy vyzkumnik doprovéazi uzivatele a pozoruje
ho v jeho pfirozeném prostredi a v urcitém
kontextu. Stinovanf je uzite¢nym nastrojem,
protoZe umoZnuje spiSe pozorovat chovani,
nez nazory. Kli¢ovou zdsadou je nezasahovanf
do ¢innosti pozorovaného, protoze to mdze
ovlivnit jeho chovani. | tato metoda je pfe-
devsim kvalitativni a je pfiliS ndro¢na na cas

i zdroje, nez aby byla pouZivdna ve velkém
meéritku.

Foc ro

Focus groups se pouZzivaji v uzivatelském vy-
zkumu ke zjistovani nédzorl skupiny uZivateld.
Sklada se z peclivé vybrané skupiny Gcastni-
kG — obvykle 5 aZ 10 osob, kdy v komfortnim
prostfedi klade moderator skupiné otazky

a odpovédijsou zaznamenavany a nasledné
analyzovany. Skrze vybrany set otdzek Ize ote-
viit diskusi na téma, které vas zajima, o kterém
se chcete dozvédét vice, a ziskat informace od
lidf, ktefi jsou odborniky.

Na vlastni kGZi

Pfi snaze porozumét potfebdm uzivatele a jeho
zkusSenostem je nejlepsi pfimo vstoupit do
interakce a na vlastni kiZi vyzkouset, ¢im si pro-
chdzi. At uz se jedna o cestovani letadlem nebo
praci zdravotni sestry. Timto zpUsobem ziskate

k uZivatellm empatii a mate moznost se do
nich vcitit. Ne do kazdého kontextu se vsak da
vstoupit, a jsou obory, kde se musite spolehnout
jen na rozhovory, pozorovani a jiné metody.

G2

Interviews

Interviews are a method of qualitative
research — they have a deeper scope but they
are difficult to implement on a large scale, in
particular because they are time-intensive. For
these reasons, data acquired from interviews
are more of a qualitative than quantitative
character. But they are an excellent tool for
understanding people. Open questions such
as "why?" "how?," “what?," “who?" “when?"
and “where?" allow us to break through the
surface and understand respondents’ specific
motivations. At the same time, respondents’
body language can act as another source of
information.

Shadowing

Shadowing is a method in which researchers
follow users, observing them in their natural
environment and in a certain context.
Shadowing is a useful tool because it allows
you to observe behavior instead of listening
to opinions. A key principle is to not interfere
in your subjects’ activities, because this could
influence their behavior. This method, too,

is mainly qualitative and too demanding in
terms of time and resources to be used on
alarge scale.

Focus groups

Focus groups are used in user research in
order to determine users' views and opinions.
These groups are composed of carefully
chosen users — usually five to ten — who meet
in a comfortable setting. The group moderator
asks them questions, and their answers are
recorded and subsequently analyzed. The
chosen set of questions can be used to open
up discussion of the subject you're interested
in and about which you want to learn more,
thus acquiring information from people who
are experts.

First-hand experience

The best way of understanding users’' needs
and experiences is direct interaction, to
experience first-hand what users experience
— be it airplane travel or working as a nurse.
In this way, you gain a sense of empathy for

Prizkum trhu

Cilem prdzkumu trhu je porozumét vasi kon-
kurenci, najit jeji silné a slabé stranky, a hledat
zplsoby, jak sami mQzete prinést néjakou hod-
notu. Je dllezité odhadnout technologické limity
a to, zda je potreba vyvijet technologie nové.

Problem statement

Identifikace mezery mezi souc¢asnym a po-
zadovanym stavem véci je dalSim krokem

v procesu. Problem statement formuluje tuto
mezeru zpUsobem, ktery je pro designery pou-
zitelny a poskytuje jasny popis problému, ktery
se designér snazi resit. Mlze mit réiznou podo-
bu, ale konecny cil je vZdy stejny: nasmérovat
tym névrharl k proveditelnému reseni.

Ideacni ¢ast

V rdmci Ideacni ¢asti, kdy generujeme napa-
dy, je velmi uzite¢né pfizvat si lidi, ktefi maji
redlné zkusenosti nebo jsou odborniky na
dané téma. Napfiklad ve zdravotnictvi byste
sividealnim pfipadé pfizvali Iékafe, pacienta,
designéra, pfipadné néjakého vyzkumnika

¢i nékoho, kdo v podobné oblasti podnika.
Zapojit tyto odborniky mdzete pomoci brain-
stormingu, i rGiznych workshopd.

Prototypovani

Na zédkladé podnétl z ideadni ¢asti je dalsim
krokem prototypovani. V prvnich fazich se
nej¢astéji jedna o velmi jednoduché mode-

ly — tzv. mock-upy, ¢i low-fidelity prototypy.

K vyrobé podobnych prototypl nepotiebujete
74dné specialni dovednosti, Casto bohaté
postaci kousky papiru i lepenky. Jde o propo-
jeni vyideovanych funkci, které chcete zlepsit,
a hodnot, které chcete zdkaznikovi prinést.
Testovaci ¢ast

Testovani jde obvykle ruku v ruce s prototypova-
nim a Casto se prolinaji. Je to iterativni proces,
takZe s kazdym testovanim se prototyp upra-
vuje a znovu testuje, a tak pofad do kola, dokud
s nfm nejste spokojeni, coz nejste nikdy. Proto je
pred testovanim dllezité definovat, co zname-
na Uspéch. Moznosti testovani jsou také velké

— od usability a A/B testovani, po role playing, i
,LEGO serious play”, a mnoho dalsich.

the users and get the chance to put yourself
in their shoes. However, this approach isn't
possible in every context, and there are
fields where you have to rely on interviews,
observation, and other methods.

Market research

The goal of market research is to understand
the competition, to identify its strengths and
weaknesses, and to find ways in which you
yourself can offer some added value. Itis
important to estimate the limits of existing
technology and whether you need to develop
new technologies.

Problem statement

The next step in the process is to identify the
gaps between the current and desired state of
affairs. A problem statement formulates this
gap in a way that designers can work with. It
provides a clear description of the problem
that the designeris trying to resolve. It can
take various forms, but the final objective is
always the same: to guide the design team
towards a feasible solution.

Ideation

|deation is the time when we come up with
ideas. For this stage, it is very useful to invite
people with real experience or who are
experts on the given subject. In healthcare,
forinstance, you would ideally invite a doctor,
a patient, a designer, and possibly also
aresearcher or an entrepreneur from a related
field. You can involve these experts through
brainstorming sessions or various workshops.

Prototyping

The next step is prototyping, which works with
the outcome from the ideation stage. In the
early stages, this process usually works with
very simple models — mock-ups or low-fidelity
prototypes. You don't need any special skills
in order to create prototypes. Often itis more
than enough to have some pieces of paper

or cardboard. The goal here is to combine

the functions you want to improve with the
benefits you want to offer the customer.
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Design Sprint

Principem design sprintu je absolvovani viech
jednotlivych fazi designového procesu od na-
citéni, definici problému, ideaci, prototypovani,
az po testovani, a to v relativné kratkém case —
obvykle béhem péti, nebo dokonce jen tfi dni.
Tato metoda pochopitelné vyZzaduje dikladnou
pfipravu, je ale dikazem toho, Ze s trochou
zkusenosti Ize kvalitni designovy proces usku-
te¢nit b&hem nékolik dni.

Nepotrebujete zadné velké prostredky k tomu,
abyste néjakym zplsobem otestovali svij
produkt nebo sluzbu a ziskali pfehled o tom,
zda vasi uzivatelé o néj maji skutecné zajem,
nebo jestli viibec fesite spravny problém.
Pokud projdete celym timto procesem, vy-
znamné minimalizujete pravdépodobnost, ze
navrhnete nebo uvedete na trh produkt nebo
sluzbu, o kterou lidé nebudou mit zdjem, ktera
nepfinese zadnou hodnotu, kterd nebude pfi-
nosem pro zivot uzivatell. A pfestoZe toto nenf
ani zdaleka vyCerpavajici seznam metod, které
Ize v designovém procesu pouzit, je to dobry
z&klad, se kterym lze zacit hned zitra.

Testing stage

Testing is usually done hand-in-hand with
prototyping, and the two often overlap. It

is an iterative process, meaning that the
prototype is adjusted after each test and
then tested again, over and over until you are
satisfied — which you never are. That is why
itis important, before testing, to define what
you mean by success. There are also many
different options for testing, such as usability,
A/B testing, role-playing, and "LEGO serious
play,” to name just a few.

Design sprint

The idea of a design sprint is to go through
all the stages of the design process — from
attuning oneself to the customer to defining
the problem, ideation, prototyping, and
testing — in a relatively short time, usually
over the course of five or even three days.
Understandably, this method requires
thorough preparation, but it also shows that,
with a little experience, a quality design
process can be done in just a few days.

You don't need a lot of resources in order to

in some way test your product and service

and get an idea of whether your users are
truly interested in it or whether you are even
addressing the right problem. If you go
through this entire process, you significantly
minimize the possibility that you will design or
bring onto the market a product or service that
people are not interested in, one that brings
no benefits and that will not improve the lives
of its users. And although this is by far not an
exhaustive list of methods that can be used

in the design process, itis a good foundation
that you can start with right away.

a&A

Jak jsi se dostala k designu sluzeb?

Ja jsem se k tomu dostala skrze praci na
bakalarské praci, béhem které jsou se setkala
s CEO Plastie, s pani Lenkou Novotnou. Ona

v podstaté prfebudovala firmu na zakladech
design thinkingu a velmi zajimavych zptso-
bem optimalizovala rlizné procesy ve firmé.
Vénovala mi spoustu ¢asu a probudila ve mné
vasen pro toto téma. Zaroven ¢lovék, se kterym
jsem konzultovala bakalarskou praci, pracoval
v inova¢nim studiu, kde jsem byla néjakou
dobu na stazi. A potom pfislo studium service
designu v Jizni Korey. Rekla bych, Ze to byly
takové nadhody.

Jak zacit s designem sluzeb uz zitra?

Je na to potieba hodné casu?

Absolutné ne. Cely proces se da, véetné
testovani, udélat i za tyden. D&-li do toho
Clovék Cas a Usili a seZzene viechny odborni-
ky, tak je to redlné. Proto, ma-li student cely
semestr, je to dostatek ¢asu na vytvoreni
silného a kvalitniho konceptu. DllezZité je zadit
hned vyhledat a kontaktovat lidi a potom se
zadit ptat. | formalni produktové zadéani, jako
je navrzeni stolni lampicky, se da fesit timto
zpUsobem. Neni ¢eho se bét, a prestoze mlze
byt feedback negativni, je dlleZité nezlstavat
ve vlastni bubling, ale posouvat se dal.

Q&A

How did you get into service design?

| gotinto this field while working on my
bachelor's thesis, during which time | met
Lenka Novotnd, CEO of the Plastia company.
She basically rebuilt the company on the
foundations of design thinking and took a very
interesting approach to optimizing various
processes at the company. She spent a lot

of time with me and awakened a passion

for this subject within me. At the same time,
my consultant on the bachelor's thesis was
working at an innovation studio where | spent
some time as an intern. And then | studied
service design in South Korea. I'd say it was

a series of coincidences.

How can | start with service design tomorrow?

Does it require a lot of time?

Absolutely not. The entire process, including
testing, can be done in a week. If you invest
time and effort into it and get all the right
experts, then it is realistic. So if a student has
an entire semester, that is plenty of time for
creating a strong and top-quality concept.
It's important to start right away with looking
for and contacting people. Even a formal
product assignment like designing a table
lamp can be addressed in this way. There is
nothing to be afraid of, and even if you get
negative feedback it's important not to remain
in your bubble, but to keep moving forward.
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Slowniéek / Keywords

Customer journey

je celd zkusenost, kterou zdkaznik proZziva pfi interakci
s produktem, sluZzbou, nebo tfeba znackou. Bere

v Uvahu kompletniinterakéni plan od prvniho setkanf
se s produktem ¢i sluZbou az po to posledni, ale i déle.
Customer journey se pouZzivaji k mapovani vztahu
mezi uzivatelem a produktem, & sluzbou v pribéhu
¢asu a napfi¢ véemi kandly, kterymi s produktem ¢i
sluzbou komunikuje.

This is the customer’s full experience when interacting
with a product, service, or brand. It encompasses

the customer's complete interaction from the first
encounter with a product or service all the way to

the last encounter and beyond. Customer journeys
are produced in order to trace the user's relationship
to a product or service over time and across all

the channels by which the product or service
communicates

Persona

je hypoteticky uZivatel, profil budouciho uzivatele,
vytvoreny na zdkladé ziskanych informaci

z vyzkumu. Je reprezentaci uzivatelské podskupiny
a jeji popis obsahuje informace o jejich zvycich,
osobnich charakteristikdch, motivacich, potfebach

a zkuSenostech.

The hypothetical user, a profile of the future user
created on the basis of information gathered during
research. The persona is a representation of the user
subgroup and reflects information on users' habits,
personal characteristics, motivations, needs, and
experiences

Low-fidelity prototyp

je termin nej¢astéji vyuzivany v oblasti vyvijenf
softwaru Ci aplikaci, a oznacuje ¢asto papirové, ru¢né
kreslené Ci tisténé prototypy a makety, jejichz cilem

je proménit ndpady v testovatelné artefakty, které Ize
pak pouzit ke sbéru a analyze zpétné vazby v ranych
fazich testovani.

This term, most frequently used in software or app
development, usually describes paper-based, hand-
drawn, or printed prototypes and mock-ups whose
objective is to turn ideas into testable objects that can
be used to collect and analyze feedback in the early
st f test

Snowball sampling
je metoda referenéniho vybéru participantd vyzkumu.
Tato metoda je vhodnd pro vyzkum obtizné dostupnych
cilovych skupin a ziskdvani novych kontaktd. Funguje na
zakladé procesu postupné nominace osobami, které jiz
ve vybé&rovém souboru jsou.

This is a reference selection method for finding
research participants. It is useful for research involving
hard-to-reach target groups and for gaining new
contacts. It functions on the basis of using existing
participants to suggest new interview candidates.

Literatura a dalsi zdroje /
Further reading and other resources
Norman, D., Design of everyday things, Basic Books, 2002.

Stickdorn, M., Edgar Hormess, M., Lawrence, A., Jakob
Schneider J., This is Service Design Doing, 2018.

Komunita
Service design network —
www.service-design-network.org/

Service Design SK & CZ —
www.facebook.com/groups/22297...

IMetodologie
KISK = https://libdesign.kisk.cz/en/methods

Service Design Thinking —
www.designcouncil.org.uk/site...

NN group — www.nngroup.com/



https://www.designcouncil.org.uk/site

Dr. Robert Phillips je docentem na Royal College of Art v Londyné, kde plsobf

v Design Products + Futures programme. Jeho vyzkum se zabyva tématem ,Engaging
design” a jak redukovat plsobeni ¢lovéka na prirodu. Soucasti jeho prace je snaha
ziskat vhled do toho, co lidé vlastné délaji, a hledani zplsobd, jak se stat ,FutureKind”
a ,PlanetKind". Jeho disertacni prace vyustila ve vyukové metody, které se nyni
pouzivaji mimo jiné v MIT Media Lab, Stanford, Cornell. Dr. Phillips je specialistou

na vytvareni feSeni, zamé&renych na uzivatele, a zapojeni vefejnosti do procesu
navrhovani a rozhodovani. Dr Phillips publikuje v odbornych ¢asopisech jako jsou
Computer-Human Interaction (CHI), Design Issues Journal (MIT Press), The Design
Journal (Routledge) a Business & Society (Intellect Press).

Ekologické ob&anstvi
Ecological Citizenship

=) Robert Phillips

Dr. Rob Phillips is a senior lecturer at the Royal College of Art, London, on the Design
Products + Futures programme. His research explores the theme of Engage Design’
and how to reduce human impact. Part of his work involves trying to gain insight into
what people are actually doing and finding ways in which we can be ,FutureKind”
and ,PlanetKind”. His dissertation work resulted in teaching methods now used at the

Odkaz / Link to the video recording 20. 10. 2021
https://bit.ly/DrRobertPhillips

Twitter:

rob__dphillips https://twitter.com/rob__dphillips

Google Scholar: (Link to profile)

Current Research Project: www.mynaturewatch.net
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MIT Media Lab, Stanford, Cornell, among others. Dr. Phillips is a specialist in creating
user-centered solutions and involving the public in the design process and co-deci-
sion making. Dr. Phillips has published in scholarly journals such as Computer-Human
Interaction (CHI), Design Issues Journal (MIT Press), The Design Journal (Routledge),
and Business & Society (Intellect Press).

Robert Phillips pfedstavil svij vyzkum

v oblasti designu pro ekologické obcanstvi,
engaging designu a svého nejnovéjsiho
projektu ,My Naturewatch”, kde jsou jeho
koncepty uvadény do praxe. Jako designér

a vyzkumnik se Robert Phillips nezajima
nutné o produkt, ktery je navrhovan, ale spise
o to, jak katalyzovat komunity, aby byly udrzi-
telnéjsi, a jak v téchto komunitach udrzitelné
designové postupy zakotvit.

Béhem své kariéry mél Robert Phillips
moznost pracovat na velmi Siroké skale
projektl: od spoluprace s inovativni spolec¢-
nosti (D30), vyvoje balistickych ochrannych
pomiicek, aZ po sportovni vybaveni, dily

pro horska kola pro olympijské medailisty,
vyvoje elektronickych souprav pro vcelare,
editace a publikovani knih... To ho pfivedlo ke
spolupraci s velmi odliSnymi skupinami lidi:
prednimi sportovci, nadSenci pfirody nebo
védci, abychom jmenovali alespon nékteré.
Tato spoluprace formovala — a stéle formuje -
jeho ndzory a designovou praxi.

Robert Phillips presented his research on
Design for Ecological Citizenship, Engaging
Design and his latest project “My Naturewatch”
where these ideas were put into action. As

a designer and researcher, Robert Phillips is
not necessarily interested in the product that
is designed but rather in how communities can
be catalysed to be more sustainable, and how
sustainable design practices can be embedded
in those communities.

During his career, Robert Phillips has had

the chance to work on a very wide variety of
projects: from working with an innovative
material company (D30), developing ballistic
protective gear, to sports equipment,
mountain bike parts for Olympic medalists,
developing DIY electronic kits for beekeepers,
editing and publishing a book... This has

led him to collaborate with very different
groups of people: leading athletes, nature
enthusiasts, and scientists to name a few.
These collaborations have shaped — and are
still shaping his views and design practice.
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https://bit.ly/DrRobertPhillips
https://twitter.com/rob_dphillips
https://scholar.google.co.uk/citations?view_op=list_works&hl=en&user=Wiu4pEoAAAAJ
http://www.mynaturewatch.net/

V knize Politics of the Everyday (Politika kazdo-
dennosti) Manzini pi3e, Ze “Kroky k “navrhovani
podminek” jsou rozhodujici, staci premyslet

o materidlech, které bychom méli pouZit“(Man-
zini, 2019)

Tim mél na mysli, Ze nenavrhujeme jen pro-
dukty, ale zaroven navrhujeme a vytvafime
podminky, jak fungovat ve svété. Stejné jako
Manzini, pfemysli Robert Phillips nad rdmec
produktu, a materiél, s kterym pracuje, mUze
byt i nehmotny, jako napfiklad politické smér-
nice, film, AR a VR ... Pro Phillipse je opravdu
dilezité, Ze ,Podminky navrhujeme z mo-
dernich materiald tak, aby lidé mohli provést
vlastni zménu. A potom jako designéri, jako
zprostredkovatelé, jako katalyzatory, mame za
ukol dat lidi a odborné znalosti dohromady. ,

Role designéra jako katalyzatoru je obzvlasté
dileZitd v kontextu ekologického obcanstvi

a engaging designu. Ekologické obcanstvi je
,Silny demokraticky postoj, pfi kterém povo-
land skupina zabira Sirokou oblast. Je to vic

0 spousté a spousté mensich prinosd, neZ jen
o0 masovych zménach.”

To znamenag, Ze ekologické ob&anstvi je po-
chopeni ekologickych akci, které pfesahuji

jednotlivce, které zvyhodnuji SirSi komunitu.

Poutavy design ,predvddi kreativni material,
modely a metody pro transformacni akci, da-
leko nad ramec participace.” Engaging design
povzbuzuje lidi, aby realizovali zdsadni zménu
mimo zavedené instituce. Nejde o vytvareni
statickych objektd, objektd, které konci v gale-
rii ,usazené na bilém podstavci”.

In Politics of the Everyday, Manzini writes that
“The steps to 'designing the conditions’

are critical, we just need to think about the
materials we should use.” (Manzini, 2019)

By this he meant that we not only design
products but we also design and create the
conditions of how we operate in the world.
As Manzini, Robert Phillips thinks beyond

the product and the material he's designing
with is sometimes immaterial. For example,
material for him could be policy, film, AR and
VR.. What's really important for Phillips is that
“We design the conditions using contemporary
materials in order to enable people to make
their own change. And then as designers, as
communicators, as catalysts our role is to
bring people and expertise together.”

The role of the designer as a catalyst is
especially important in the context of
Ecological Citizenship and Engaging design.
Ecological Citizenship is “a powerful
democratic approach in which an enabled
group spreads over a wide area. It's about lots
and lots of smaller contributions rather than
Jjust about mass change”

This means that ecological citizenship is
understanding ecological actions that go
beyond the individual, that benefit a wider
community.

Engaging Design “showcases creative
material, models and methods for
transformative action, well beyond
participation.” Engaging design encourages
people to create major change outside of
established institutions. It isn't about creating
static objects, objects that end up in a gallery,
“sitting on a white plinth”.

PRIPADOVA STUDIE: My Naturewatch

My Naturewatch je skvélym pfikladem enga-
ging designu. Jedna se o vyzkumny projekt
pod vedenim designer(, jejichZ cilem je zjistit,
jak zapojit velké mnozstvi lidi do digitalni
tvorby a ochrany prirody. Projekt byl realizovan
jako spoluprace mezi Interaction Research
Studio na londynské univerzité Goldsmiths

a programem Design Products na Royal Co-
llege of Art, financovanym Radou pro vyzkum
inZenyrstvi a fyzikadlnich véd. Od samého
pocatku byl partnerem tohoto projektu také
televizni pofad BBC Springwatch, ktery se
zabyva pozorovanim divoké pfirody.

Nékolik artefaktl bylo navrZzeno designér-
skym tymem. Jednim z nich byl ,freader”,
levna C¢tecka RFID, kombinovana s krmitkem
pro ptaky, kterd se pouziva ke sledovani jejich
pohybu. Pomoci téchto ¢tecek s otevienym
zdrojovym kédem mUze kdokoli zazname-
navat pritomnost a pohyb ptékl ve svych
zahraddch, a to po celé zemi. Druhou Casti
byla fotopast DIY, a to je projekt, ktery je zde
podrobnéji popsan.

Fotopast je navrzena tak, aby mohla byt
snadno postavena z lokdlné dostupnych
komponentd, a instalovdna venku za Ucelem
pozorovani volné Zijicich Zivocichd. Ovlada
se pomoci mobilniho telefonu a zachycuje
vysoce kvalitni snimky pfi detekovani pohy-
bu. Celd kamerova sada je mnohem levnéjsi
nez stavajici foto pasti, a proto je pro Sirokou
verejnost snadno dostupna.

Pouzité metody a partnefi

My Naturewatch je open source projekt. To
znamena, Ze byl vyvinut ve spolupraci s uzi-
vateli a Ze jsou pokyny k jeho realizaci volné
dostupné na internetu, oteviené pro Upravy
konecnymi uzivateli. Hlavni metodou, kte-

réd byla pouZzita pro vyvoj a implementaci,

byly workshopy zprostfedkované designéry

a lektory na divokou pfirodu. Tyto workshopy
probihaly ve Skoldch, muzeich, pfirodnich
rezervacich, mistnich kinech... s Sirokym spek-
trem verejnosti, od Skolnich déti az po seniory.

CASE STUDY: Ny Naturewatch

My Naturewatch is a great example of
Engaging Design. It was a design-led research
project, whose goal was to investigate how

a large number of people could engage with
digital making and nature. It was realised

as a collaboration between the Interaction
Research Studio at Goldsmiths University and
the Design Products Programme at the Royal
College of Art, funded by the Engineering and
Physical Sciences Research Council. From

the start, the BBC Springwatch, a wildlife
observation TV programme, was also involved
as a partner.

Several objects were proposed by the design
team. One was a “freader”, a cheap RFID
reader combined to a bird feeder, that was
used to track bird movements. Using these
open source readers, anybody would be able
to record the presence and movement of
birds in their gardens and all over the country.
The second part was a DIY camera trap and
that's the project that is described more in
detail here.

The camera trap is designed so that it could be
easily built from locally available components
and installed outdoors to observe the wildlife.
It is controlled from a mobile phone and
captures hi-quality images when it detects
movement. The whole camera kit is much
cheaper than existing trap cameras, and thus
very accessible to a wide public.

Methods used and partners

My Naturewatch is an open source project. That
is to say that it was developed in collaboration
with users and that the instructions to realize
it are freely available on the internet, open

for adaptations by the final users. The main
method that was used for development and
forimplementation were workshops facilitated
by designers and wildlife educators. These
workshops took place at schools, museums,
nature reserves, local cinemas... with a wide
range of public, from school children to senior
citizens. These people were very diverse not
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Tato skupina lidi byla velmi rliznoroda nejen co
do véku, ale i co do vzdélani a zdjmu o pfirodu
nebo stavebni elektroniku.

Mit partnera jako je BBC Natural History Unit

— producent pofadu Springwatch — bylo zdro-
jem vzajemnych vyhod (vwmé&na odbornych
znalosti, tvorba obsahu pofadu ...) a pouc-
nym zazitkem (velmi odligné zpUsoby prace

a ¢asova osa projektu). Obéma partnerdm se
podafilo udrzet si nezavislost a spoluprace
byla velmi plodna. Diky tomu, Ze se v pofadu
objevila kamera My Naturewatch, bylo oslove-
no nékolik miliond lidi.

Vysledek

Za povsimnuti stoji rznorodost formatd

s dosazenymi vysledky. BEhem projektu byla
vytvofena nebo pouZita ndsledujici média:
Designové skicaky, video dokumentace, propa-
gacni letdky, prispévky na socidlnich médiich,
webové stranky, aplikace pro mobilni telefony,
DIY kamera ... Vysledek procesu navrhu presa-
huje sédm produkt a funguje spiSe jako systém.
Ackoli béhem workshopl bylo nezavisle posta-
veno tisice kamer, Phillips poznamenava:

,Lidé si mysli, Ze kamera je produkt. Interakce,
angaZovanost je produkt.”

Vytvofenda hodnota presahuje objekt a spociva
ve zpUsobu, jakym jsou lidé spojeni s pfirodou
a mezi sebou. To potvrdila i kvalitativni zpétna

vazba: Uclastnici ziskali blizsi vztah k pfirodé

a ke svym sousedim, zazivali radost ze spolec-
ného vytvareni véci a aktivné navrhovali Gpravy
plvodniho navrhu kamery a softwaru.

PFi hodnocenf projektu vidime rlzné faktory,
které zde vstoupily do hry: d@leZitost funké-
nosti, medidlni pokryti, dostupnost, nizké
néklady ... Zddraznény byly také nékteré zvlast-
nosti vyzkumu vedeného designery. Vyzkum
skrze design je ¢asto nelinedrnim procesem,
je nepredvidatelny, a vystupy z néj jsou velmi
rozmanité.

only in age but also in education and in their
interest in nature and building electronics.

Having a partner as the BBC Natural History
Unit — the producer of Springwatch — was

a source of mutual benefits (exchange

of expertise, creation of content for the
programme..) and a learning experience
(very different ways of working and project
timeline). Both partners managed to keep
theirindependence and the collaboration was
very fruitful. Thanks to the appearance of the
My Naturewatch camera in the show, several
millions of people were reached.

Outcome

It's interesting to note the variety of formats of
the outcome. During the project, the following
media were produced or used: Design
workbooks, video documentation, promotion
leaflets, social media posts, dedicated website,
mobile phone app, DIY camera.. The result

of the design process goes beyond a single
product and works rather as a system. Though
thousands of cameras were built during
workshops and independently, Phillips notes:

“People think that the camera is the product.
Interaction, engagement is the product.”

The value that was created goes beyond the
object and lies in the way people connected
with nature and with each other. This was
confirmed by the qualitative feedback:
participants had a higher connection with
nature and their neighbours, they experienced
joy of making things together, and were active
in proposing adaptations of the initial design
of the camera and software.

When evaluating the project we can see the
various factors that came into play here: the
importance of functionality, media coverage,
accessibility, low cost... Also some of the
specificities of design-led research were
highlighted. Research by design often has

a non linear process, is non predictable, and its
outcomes are very diverse.

Pouceni z My Naturewatch
Celkovy obraz
- Co se snazite najit nebo prozkoumat?
- Jak se o to snazite? (¢innosti, ¢asova osa,
vybavenf)

Publikum a sit

- Kdo je publikum?

- Jak budete pfijimat Gcastniky? MlZete se
spojit s jinymi organizacemi a vyuzit mistni
sité a média? Zamyslete se nad tim, jak
mUZete umoZnit ostatnim lidem, aby se
stali ambasadory vaseho projektu.

- Pro¢ je to pro Ucastnika vzrusujici?

Uspéch
- Coje pro vas a vasi organizaci Uspéch?
- Jak tento projekt podporuje vas cil?
- Jak budete sdilet tento projekt s mistnimi
komunitami, kolegy (designéry, vyzkumni-
ky) a tiskem?

www.gold.ac.uk/news/my-naturewatch-launch/
https://mynaturewatch.net/

Kli€ové postiehy

Méjte informovany vhled
Kdo jsou vasi myslenkovi vidci? Od koho Cer-
pate inspiraci? Ke komu vzhlizite? Mohou to byt

Phillips doporucuje hodné Cist, nejen literaturu
o designu, ale napfi¢ Zanry (budte zvédavi).
Rikd, Ze ,knihy poméahaji ukotvit vase mysleni”,
a to dava teoreticky zaklad tomu, co by jinak
mohlo byt vagni mysSlenkou, a pomaha ndm
zvazit jiné Uhly pohledu. Kromé &teni knih by
designéfi méli pravideln& mluvit s odborniky.

Zmapujte své zajmy

Nakreslete si myslenkovou mapu svych zajmd
a podivejte se, jak se prekryvaji. To vdm umozni
lepsi pochopeni vdmi zmapovanych projek-

td a to, jak koncipujete projekty vlastni. | tak
ziskate informace o potencidlnich komunitach/
skupinach, se kterymi se mUzZete za Ucelem
svého vyzkumu spojit.

Learnings from My Naturewatch

Big Picture
- What are you trying to find or explore?
- How are you trying to do it? (activities,
timeline, equipment)

Audience & Network

- Who is the audience?

- How are you going to recruit participants?
Can you connect with other organisations
and leverage local networks and media?
Think how you can enable other people to
become ambassadors of your project.

- Why is it exciting for a participant?

Success
- Whatis success to you and to your organi-
sation?
- How is this project supporting that goal?
= How will you share this project with local
communities, peers (designers, resear-
chers), and the press?

Key takeaways

Have an informed perspective

Who are your thought leaders? Who are

you taking inspiration from? Who are you
looking at? These can be authors or your
contemporaries. Robert Phillips recommends
reading wide, not just design books (be
curious). As he says “books help ground your
thinking”, it gives theoretical foundation to
what may be otherwise a vague idea and
helps us consider other points of view. Apart
from reading books, designers should talk to
experts regularly.

Map your interests

Draw a mind map of your interests, see how
they overlap. This can help to make sense

of how you see these projects and how you
frame your own projects. It will also inform
you of potential communities/groups to getin
touch with for your research.
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Budujte partnerské vztahy

Ziskejte zUc¢astnéné strany. Engaging design
neni o ,vasem" projektu, ale o hodnoté, kterou
tento vzdjemny vztah mezi designérem a pu-
blikem prinese. Co z toho ziskd nékdo jiny?
Ceho chce zUG¢astnéna skupina dosdhnout?

Klicovymi body pro budovani partnerskych
vztahU podle Phillipse jsou:

- Promluvte si s jednou osobou tydné.
- PrecCtéte si strategické zpravy.

- Chce to Cas...

- Sladit zajmy.

- Cojevtom proné?

- Jak rozpoznat kvalitu a hodnotu?

- Linkedin je vas pfitel.

- Pomozte lidem najit souvislosti.

Budte si védomi pfedpojatosti

To znamena, Ze ,je velmi dileZité, abychom
neustale premysleli o perspektivé, kterou
méame*” (Phillips). Musime pochopit, Zze dané
Jéma”’ ma mnoho stran. U designu dostava-
me ¢asto okamzitou zpé&tnou vazbu na véci

a zplsob, jak na néj reagujeme. To je dllezité
pro zpochybnéni nasich predsudkl a pred-
sudkd ostatnich, kdyz provadime vyzkum

— napfiklad pfi analyze hloubkového rozhovo-
ru, ktery jsme provedli — nebo pfi navrhovani
— mohly by véci vypadat a fungovat jinak, nez
v mém prvnim navrhu?

Piste

Psani je Gzasna forma komunikace, diky které
mUzete prezentovat koherentni koncepty

a napady. Podle Phillipse ¢im vice pisete, ¢im
vice komunikujete, tim konsolidovanéjsi mo-
hou tyto myslenky a koncepty byt.

Procvicte si své designérské schopnosti

V otevieném designu miZe byt designérem
kdokoliv (viz spisy Manziniho a Phillipse). To
znamena, Ze kazdy ve svété mlze jednat vé-
domé tak, aby ho transformoval. Jako student
v oblasti designu nebo profesionalni designér,
jste vyskoleni, abyste pouzivali své desig-
nérské schopnosti (kreativitu, designérskou
kulturu, schopnosti spoluprace ...) zamé&rnym
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Build partners

Get stakeholders. Engaging Design is not
about "your” project but about the value this
mutual relationship between the designer
and the audience is going to bring. What is
somebody else going to get out of that? What
do they need to achieve?

The key points for building partners according
to Phillips are:

- Talk to one person a week.

- Read strategic reports.

- |t takes time...

= Align interests.

- What's in it for them?

- How do they know quality and value?
= Linkedin is your friend.

- Connect the dots for people.

Be bias aware

This means that “it is very important that we
continually think about the perspective we
have” (Phillips). We need to understand there
are many sides to a given "topic”. In design we
often have an instant reaction to things and
how we respond to them. This is important
to question our biases and other's when we
do research — for example when analysing
anin-depth interview we've done — or when
designing — could things look and work
differently than in my first sketch?

Write
Writing is an amazing form of communication

thanks to which you can present coherent
concepts and ideas. According to Phillips, the
more you write, the more you communicate,
the more consolidated those ideas and
concepts can be.

Exercise your design capability

In open design, everybody can be a designer
(see the writings of Manzini and Phillips). That
is to say, anybody can act consciously in the
world to transform it. As a student in design

or a professional designer you are trained
to use your design capability (creativity,
design culture, collaborative abilities..) in an

a aktivistickym zpUlsobem. Diky své designér-
ské praxi mUzete inspirovat ostatni k tomu,
aby i oni budovali svét.

H

intentional and activist way. Thanks to your
design practice you can inspire others to
construct the world too.
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V kontextu otevieného designu a engaging
designu, kde odbornici ¢asto spolupracuji

s lidmi, ktefi nejsou designery/profesionaly,
se role designéra méni. Jaké nové dovednosti
potrebuji navrhafi pro takovou spolupréci?
Design Council ve Velké Britanii nedavno aktu-
alizovala svou nadstavbu pro inovace (,double
diamond") a nové definovala Glohy designéra.
Jednou z nich je role komunikatora a katalyza-
toru, ktery spojuje lidi. NAvrhar vytvari pribéhy
o vécech, které by mohly byt, a stavi na téchto
pfibézich pomoci ndvrhl a prototypd tak, aby
jim lidé mohli porozumét a vytvofrit si k nim
vztah.

Projektant musi:

- zndt soucasné technologie a védét, jak je
vyuzit k zapojeni dalsich lidi do navrhovani
véci.
byt dobrym posluchacem, abyste mohl
transformovat ndpady, které od lidi dosta-
vate. U&astnici nemusi byt vZdy schopni
své napady vysvétlit, nebo také nékteré
ndpady mohou vypadat i hrozné. Jako de-
signér se musite ptat: ,Co tim myslig?"”

potencidlnim partnerim?

MizZe to byt ndro¢né, protoZe organizace si
vzdy zpocatku mysli, Ze konverzace bude jen
ztrata Casu... AvSak nikdy nepodcefiujte silu
svého portfolia. Stacily by jen dvé nebo tfi
ukdzky vasi pfedchozi prace a to, Ze feknete
Jtoto je projekt, ktery bychom mohli udélat
spolecné”. Nikdy nepodcenujte silu schopnosti
sdélit, v ¢em jste dobfi. Jakmile to dokazete,
dobry partner vzdy fekne "ano, mohli bychom
to udélat spole¢né”. Studenti pomérné casto
podcenuji silu svého mysleni a svého pristupu.
Mluvte proto s lidmi a nikdy, nikdy nepodcenuj-
te svou praci, a budete velmi prekvapeni.

In the context of open design and engaging

design where designers often collaborate

with people who are not professionals in

design, the designer’s role is changing. What

new skills designers need for collaboration?

The Design Council in the UK has recently
updated their framework for innovation (the
"double diamond") and redefined the roles

of the designer. One of them is the role of the
communicator and catalyst who brings people
together. The designer creates narratives

of things that could be and builds on these
narratives with sketches, prototypes so that
other people can understand them and relate
to them.

The designer needs to:

- Be current with technologies and how you
can leverage them to engage other people
in designing things.

- Be a good listener, so that you can translate
the ideas they are giving you. Participants
may not always be skilled at explaining
theirideas, or some ideas might be terri-
ble. As a designer you have to ask: "what
do you mean by this?"

How do you approach companies, institutions

Slomiéek / Keywords

Ekologické ob&anstvi — pozitivni ekologické akce, které
pfesahuji ,jednotlivce”

Ecological Citizenship — positive ecological actions that
go beyond “individuals”

Engaging Design

Lproces, ktery uznava svou vlastni kapacitu jako
formu materidlniho kulturniho jazyka a ma hodnotu
predevsim jako podpora interakci s kritickymi
otdzkami nasi doby” (Phillips et al., 2020)

“a process that recognizes its own capacity as

a form of material, cultural language that has value
in supporting interactions, with critical issues of our
time” (Phillips et al., 2020)

Otevieny design —popisuje ,proces navrhu, ktery
umoZriuje ucast kohokoli (zacatecnika nebo
profesiondla) na spolecném vyvoji néjaké véci”
(Tooze, Phillips et al.,, 2014). Je to prostfedek pro
vytvéareni vystupU, které bychom sami jako jednotlivci
pravdépodobné nebyli schopni vytvorit

Open Design — describes a “design process that

allows for the participation of anybody (novice or
professional) in the collaborative development of
something” (Tooze, Phillips et al., 2014). It's a means of
creating outputs that you as a sole individual probably
wouldn't be able to make on your own

and other potential partners?

It can be challenging because organisations
think at first that a conversation is costing
them their time.. However, ever underestimate
the power of your portfolio. It could be just
two or three slides of previous work and you
saying “this is a project we could do together”.
Never underestimate the power of being able
to communicate what you are good at. As
soon as you can do that, a good collaborator
will always say, yes, we could do this together.
Quite often students underestimate the power
of their thinking and their approach. So talk to
people and never, ever undervalue your work
because you'll be very surprised.
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Design a strojové uéeni:
automatizace p¥ebira veleni?
Design and Machine Learning:

Automation Takes Command?
=) Anthony Masure

Odkaz / Link to the video recording 22 . 10. 2021
https://bit.ly/AnthonyMasure

www.anthonymasure.com

Twitter: @AnthonyMasure
https://twittercom/anthonymasure

Snimky: https://www.anthonymasure.com/conferen-
ces/2021-10-automation-takes-command-prague

Anthony Masure je vedoucim vyzkumu na univerzité HEAD — Genéve, HES-SO. Mezi
témata jeho vyzkumu patfi: formaty a podoby vyzkumu; otevfeny pfistup k vyzkumu
zalozenému na projektu; tvorba blockchaint a NFT; a vztah mezi designem a umélou
inteligenci. Je také spoluzakladatelem a editorem Back Office, odborného ¢asopisu
o grafickém designu a digitalnich technologiich.

Anthony Masure is Head of research at Genéve, HES-SO. His research themes include:
formats and shapes of research; open access for project based research; blockchain
creation and NFTs; and the relationship between design and artificial intelligence.
He's also the cofounder and editor of Back Office, a research journal about graphic

design and digital technologies.

V této predndasce byl nejprve predstaven
piehled o fungovani Al. Poté Anthony
Masure ukazal pfiklady mimetismu jak

v minulych, tak v sou¢asnych uméleckych
hnutich. Ve tfeti ¢asti prednasky se zamysli
nad texty filozofd a historikli uméni, ktefi
se zabyvali umélou inteligenci a stroji,
konkrétné automatizaci v designu. Ve ¢tvrté
¢asti predstavil mnoho pfikladl Al v uméni
a designu. Na zavér se otevrela diskuse

o tom, jak bychom mohli vyvinout lepsi
pedagogiku o Al v designovych Skolach.

In this lecture, an overview on the functioning
of Al was presented first. Secondly, Anthony
Masure showed examples of mimetism both
in past and present art movements.

In the third part, he reflected on the writings
of philosophers and art historians who

were dealing with artificial intelligences

and machines, and more specifically with
automation in design. In the fourth part,
many examples of Al in art and design were
presented. Finally, a discussion was opened
on how we could develop a better pedagogy
of Al in design schools.
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Mimetické stroje

Na pfikladech Sachové soutéze IBM Dee-
pBlue vs Kasparov (1997) a AlphaGo Google
DeepMind vs Lee Sedol (2016) predstavil
Masure rozdily mezi tradi¢nim softwarem

a Al. U tradi¢niho softwaru jsou u daného
kroku vsechny moznosti spocitdny. Naopak
software pro hluboké uceni, jako je AlphaGo,
napodobuje proces uceni lidského mozku. Pro
vyvinuti AlphaGo byly do softwaru nainstalo-
vany existujici hry, aby je mohl ,nastudovat”

a napodobovat. Potom byl nastaven tak, aby
hral sdm proti sobé. Pomoci zpétnovazebniho
uceni se AlphaGo vyvinul sdm tak, Ze se vyhy-
bal svwym predchozim chybdm, aby zlepsil svUj
win-rate".

.V tomto paradigmatu nepise pravidla lidsky
programator. Pocitac si pravidla vypracuje
sam. TudiZ se jednd o paradigma velmi odlisné
od tradi¢nim softwaru. Proto se tomu fika
samouceni a automatické uceni, nebo hluboké
uceni”

Dalsi pfiklady hlubokého uceni Ize nalézt

u identifikace obrazovych Udajl. Stroj ma

k dispozici dvé sady dat, nezpracovana data

a oznacend data. Porovnanim obou sad je pro-
gram schopen data sdm zpracovat. Cim vice
prvkl musi pocitac porovndvat, tim hlubsi je
jeho ucenfi a tim se stava efektivnéjsim.

Jak mohou dé&jiny uméni pomoci pochopit
dominantni zplsoby provadéni simulovanych
inteligenci?

Mnoho uméleckych projektd Al se snazi
napodobit stavajici umélecké styly. Napfiklad
v projektu ,The Next Rembrandt,(2018) se
Microsoft pokusil vytvorit obraz, ktery by mohl
byt namalovan velkym holandskym mistrem.
Je to skutecny vynélez nebo pouhé znovu-
vytvoreni néceho, co jiz existuje? Proc vytvaret
Rembrandty, kdyz uz jich madme spousty?

Pro pochopeni ddlezitosti imitace nebo mi-
mesis vumeéni Al navrhl Masure paralelu mezi
umeéleckym hnutim Akademismu (19. stoleti)
a umélou inteligenci. Akademické uméni se

Mimesis machines

Using the IBM DeepBlue vs Kasparov chess
competition (1997) and AlphaGo Google
DeepMind vs Lee Sedol (2016) examples,
Masure introduced the differences between
traditional software and Al. In traditional
software, all the possibilities at a given step
are calculated. On the other hand, a deep
learning software like AlphaGo mimics the

learning process of the human brain. To
develop AlphaGo, the software was given
existing games to “study” and imitate.

Then it was set to play against itself. Using
reinforcement learning, AlphaGo developed
itself, avoiding its previous errors to improve
its "win-rate”.

“In that paradigm, the human programmer
doesn’t write the rules. The computer itself
will elaborate the rules. So it's a very different
paradigm than in traditional software.

That’s why it's called self learning and
automatic learning or deep learning.”

Other examples of deep learning can be found
in the identification of images. The machine is
given two sets of data, raw data and labelled
data. By comparing the two, the programme

is able to elaborate itself. The more elements
the computer has to compare, the deeper the
learning and the more efficient it gets.

How can art history help understand
the dominant ways of doing simulated
intelligences?

Many Al art projects try to imitate existing art
styles. For example, in “The Next Rembrandt”
(2018), Microsoft attempted to create

a painting that could have been painted by
the great Dutch master. Is it a real invention or
a mere re-creation of something that already
exists? Why create more Rembrandts when we
already have plenty?

To understand the importance of imitation or
mimesis in Al-art, Masure proposed a parallel
between the art movement of Academism
(XIX" century) and artificial intelligences.

fidilo souborem pfisnych pravidel — nerespek-
tovani téchto pravidel znamenalo, Ze obraz
mohl byt uméleckym svétem té doby odmitnut.

Akademismus — umélé inteligence

- Hierarchie zanr — Ideél technického
pokroku

- Nadfazenost kresby nad barvami —
Vektorizace svéta

- Interiérové a dilenské prace — Cloud
computing

- Imitace mistri — Remixy datovych
soubor(

- Odstranéni textury — Vysoké rozliseni

Mohlo by nés zajimat, jakymi jinymi zpClsoby
dokazeme tvofit pomoci umélé inteligence
nad rdmec imitace. Stejné jako existovala ,Ca-
sova propast mezi fotografii jako technickym
vyndlezem, a fotografii jako uménim®”, pozoru-
jeme nyni podobnou propast mezi vznikem Al
jakoZto inovaci, a plnym vyuZzitim Al pfi tvorbé.
Mohlo by to byt redIné, pokud imitaéni model
pfestane byt v Al dominantni.

Smérujeme k automatizované tvorbé?

Masureova hypotéza tvrdi, Ze nesmérfujeme
k nahrazovani lidi stroji, nybrz Ze dochdzi

k prfekryvani, coz znamenag, Ze jiz nelze roze-
znat rozdil mezi tim, co je vytvofeno pomoci
umélé inteligence, a co ne, a to mizZe byt
problematické.

N&zev této predndsky ,Automatizace prebira
veleni?” byl inspirovan knihou Svycarského his-
torika architektury Siegfrieda Giedeona (1948)
,Mechanizace prebira veleni". V této knize Gie-
deon analyzoval, jak by mohla byt lidska prace
optimalizovdna. Vyzdvihl také nékteré problé-
my, které s touto optimalizaci pfichazeji: délba
prace vede ke ztraté globalniho prehledu,
ziskdvame lepsi Zivotni podminky, ale mizeme
se stat zavislymi na strojich... Podle jeho ndzo-
ru technologie oteviraji mnoho prileZitosti, ale
pfindsejl také znacna rizika, takze je tfeba najit
rovnovahu mezi lidmi a stroji.

Academic art was governed by a strong set of
rules — the non-respect of these rules meant
that a painting could be rejected by the art
world of that time.

Academism — Als

- Hierarchy of genres — Ideal of technical
progress

- Superiority of drawing over color —
Vectorization of the world

- Indoor and workshop work — Cloud
computing

- Imitation of masters — Datasets remixes

- Texture removal — High resolution

We may wonder how we can create in other
ways with Al, beyond imitation. As there was
"a temporal gap between photography as

a technical invention, and photography as
art”, we observe a similar gap between the
emergence of Al as an innovation and taking
full advantage of Al in creation. This might be
possible when the imitation model will not be
dominant anymore in Al

Are we going towards automated creation?

Masure's hypothesis is that we are not

going towards a replacement of humans by
machines but that there is an overlap, that is
to say that it is not possible anymore to tell the
difference between whatis made with Al and
what's not — and this can be problematic.

Mechanization or automation?

The title of this lecture, "Automation takes
command?” was inspired by “Mechanization
takes command”, a book by the Swiss
architectural historian Siegfried Giedeon
(1948). In this book, Giedeon analyzed how
human labour could be optimized. He also
highlighted some of the issues that come with
this optimization: the division of labor leads
to the loss of global overview, we gain better
living conditions but may become addicted
to the machines... In his opinion, technology
opens many opportunities but also brings
significant risks, so there is a need to find

a balance between men and machines.

61

axnseqy Auoyyuy



Pierre-Damien Huygues, francouzsky filo-

zof a specialista na design, praci Giedeona
komentuje. Rozviji jeho teorii o rizicich, ktera

s mechanizaci prichdzeji: riskujeme, ze vy-
tvorime svét standardizace, uniformity, svét,
ve kterém se kazdy objekt podobd ostatnim.
To by znamenalo, ze bychom Zili ve svété bez
estetiky. Podle Masureho ,je cilem byt schopen
pracovat se stroji, s technologiemi, ale bez
mechanizace”. Je mozné pracovat se stroji, ale
bez automatizace — automatizovat pouze to,
co si zaslouzi byt automatizovdno? Je to obtiz-
nd vyzva, kterou Ize shrnout do téchto otdzek:

,Jak pracovat ,se"” stroji s hlubokym ucenim

v jinych smérech, nez je automatizace? Jak
uniknout uniformité, ktera charakterizuje svét
mechanizace/automatizace?”

Design ve véku simulovanych inteligenci
Béhem prednéasky bylo prezentovdno mnoho
pfiklad@ uméleckych a designerskych projektd,
které se pokouseji na tyto otdzky odpovédét,
alze je shlédnout i na videozdznamu. Priklady
Ize rozdélit do péti kategorif:

- ZdUraznéni estetické standardizace svéta.
Vyuziti umélé inteligence k zviditelnéni
stavajici standardizace ve filmu, fotografii,
v manga, modé...

- Generovani hybridnich nebo dokonce
chimérickych forem. Uméni a design, které
pouzivaji jak algoritmus, tak lidskou tvorbu.

- Zkoumani nedostatkl a lability
u technologii. Zpochybnéni pfislibu
dokonalosti u umeélych inteligenci
a jejich zplsobu prace jako slozitych
a nesrozumitelnych ,Cernych skfinék" — coz
zase omezuje nasi schopnost je vytvaret
a pouzivat je pro dobrou véc.

- Jit za hranice lidské/strojové opozice.
Projekty v této kategorii zapojuji lidi
a stroje jako hybridy.

- Kombinace prekladu a prekdédovanii.

Cetba dila Viléma Flussera, filozofa naro-
zeného v Cechach, miZe pomoci pochopit
posledni kategorii, preklad a prekédovani.
Flusser napsal mnoho knih a ¢ldnk0 o fotogra-

Pierre-Damien Huygues, a French philosopher
and design specialist, comments on the

work of Giedeon. He develops his theory on
the risks that come with mechanization: we
risk producing a world of standardisation,

of uniformity, a world where every object is
similar to the others. This would mean that
we would live in a world without aesthetics.
According to Masure, “the goal is to be able

to work with machines, with technology

but without mechanization”. |s it possible

to work with machines but without doing
automation — automating only what deserves
to be automated ? It's a difficult challenge at
hand, which can be summarized with these
questions:

"How to work ,with” deep learning machines
in other directions than those of automation?
How to escape the uniformity that
characterizes the world of mechanization /
automation?”

Design in the age of simulated intelligences
Many examples of art and design projects
that attempt to answer these questions were
presented during the lecture and can be seen
in the video recording. The examples can be
classified into five categories:

- Highlighting the aesthetic standardization
of the world. Using artificial intelligence to
make existing standardisation visible in
film, photography, manga, fashion...

- Generating hybrid or even chimerical
forms. Art and design that use both
algorithm and human creation.

- Exploring the flaws and inconsistencies
of technologies. Questioning the promise
of perfection of Al, and their way of working
as complex and unintelligible "black
boxes” — which in turn limits our ability
to shape them and use them for good.

- Going beyond the human/machine
opposition. Projects in this category
integrate humans and machines as
a hybrid.

- Combining translation and transcoding.

fii, pocitacich a automatizaci. Jednim z jeho
oblibenych témat byly kddy, a to, jak bychom
mohli vypracovat pravidla, abychom jim poro-
zuméli. Dival se na kédy radikdInim zplsobem
a premyslel napfiklad o tom, zda je mozné
prelozit hudbu do architektury nebo psy-
chologii do ndbozenstvi... Dila vybrana v této
kategorii zkoumaji preklad z obrazu do textu
nebo z pohybu do obrazu a naopak.

Jak vytvofit pedagogiku simulovanych
inteligenci?

Podle Masureho Ize soucasny technologicky
posun k Al pfirovnat k SirSimu vyuziti designu
podporovaného pocita¢em z 90ych let od
Adobe a Autodesk. Souc¢asnd zména mdze mit
jesté vétsi dopad, protoze se netykd jen uméni
a designu, ale také lidské spole¢nosti. Uméla
inteligence je pfitomna v soudnim systému,
dopravé, architekture... Avsak jen velmi malo
Skol zahrnuje vyuku o Al do svych programd,
co? je podle Masure problém, protoZze mnoho
Ukond, které v soucasné dobé nédvrhari prova-
déji, mlzZe byt automatizovano. Design loga,
web design ... Ize jiz automatizovat, a spousta
zadani (ve 3kole nebo v pramyslu) nevyzaduje
originalitu. Designéfri, ktefi jsou schopni byt vy-
nalézavi, a ktefi rozumi Al, budou mit vyhodu.

PRIPADOVA STUDIE: Thinking machines

Thinking machines jsou vysledkem workshopu
v HEAD — Genéve v roce 2020, ktery vedli profe-
sofi Jirg Lehni a Douglas Edric Stanley. V tomto
workshopu byli studenti Media Design Master
pozadani, aby vynalezli designové studio
budoucnosti. Zadadnim bylo navrhnout nové
designové strategie, které by dokdazaly znovu
zapojit lidi do principl praxe v pocatcich infor-
matiky, kdy byly tyto principy vice lidské.

Vysledkem projektu byl The Loom, systém
spoluprace c¢lovék-stroj, generujici pribéhy.
Strucné feceno se jednd o instalaci, kterd auto-
matizuje vyrobu knih od zac&tku az do konce.

Reading the work of Vilém Flusser (1920—1991),
Czech-born philosopher can help understanding
the latter category, translation and transcoding.
Flusser wrote many books and papers on
photography, computers and automation. One
of his favourite topics was codes and how we
could elaborate rules to understand them.

He saw codes in a radical way and wondered
forexample if it was possible to translate
music into architecture, or psychology into
religion... The works selected in this category
explore translation from image to text, or from
movement to image and vice versa.

Which pedagogy of simulated intelligences?
According to Masure, the current technology
shift to Al can be compared to the wider use
of computer-aided design in the 1990s with
Adobe and Autodesk. The current change may
have even more impact because it doesn't
concern only art and design but also society.
Artificial intelligence is present in the justice
system, transports, architecture... However
very few schools include teaching on Al in
their programs, which, according to Masure is
a problem as many tasks currently performed
by designers can be automated. Logo design,
web design ... can be automated already, and
many briefs (at school orin the industry) do
not require originality. Designers who are able
to be inventive and who understand Al will be
at an advantage.

CASE STUDY: Thinking Machines

Thinking Machines is the outcome of

a workshop at HEAD — Genéve in 2020, led

by professors Jurg Lehni and Douglas Edric
Stanley. In this workshop, Media Design Master
students were asked to invent the design
studio of the future. The brief was to propose
new design strategies that could re-engage
people with the humanist principles at work at
the beginnings of computer science.

The outcome of the project was The Loom,

a human-machine collaborative system that

generates stories. In short, it's an installation

that automates the production of books from
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Nejprve se urci téma pfibéhu a poté software
automatizuje psani textu. Nato nasleduje
poloautomatické rozvrzeni knihy pomoci kom-
binace umeélé inteligence a lidského vstupu,
jako jsou gesta rukou. Na konci je vytisténa
celd kniha.

Tato instalace nefungovala pouze s hlubokym
ucenim, ale zkombinovala nékolik typd umélé
inteligence a softwar(. Rozmanitost umélé
inteligence, softwaru, hardwaru a lidskych
vstupd, které byly v projektu propojeny, vytvo-
fily komplexni a bohaty zazitek.

Jak funguji Thinking Machines?

Stroji je ddna fada narativnich struktur zalo-
Zenych na analyze existujicich pribéhl. Aby
se pfibéh zjednodusil a mohl byt softwarem
zpracovan, je kazda ¢ast pfib&hu nahrazena
proménnou jako Hero, MagicalObject... Tyto
proménné jsou zadavany ru¢né na dérny
Stitek, ktery je pak precten pomoci Compu-
ter vision (pocitacovym vidénim). Narativn{
promeény jsou pouZity jako unikatnich pribéhy,
model generuje novy, synteticky text v reakci
na vstup — uci se, jak pfedvidat slova pomoci
velké sady dat z webovych strdnek. Jakmile

je pfibéh vytvoren, lidsky asistent spolu-
vytvari vizudIni rozvrzeni pomoci ru¢nich skic
(,rozvrzeni tvarl pomoci kamery") a ilustraci.
[lustrace jsou generovany za vyuziti stinové hry
jako zakladny: stiny jsou rozpoznany pocita-
¢ovym vidénim a spojovany s fadou predem
nahranych obrazkd. Nakonec je kniha vytisténa
a uzivatel vysledny produkt svaze ru¢né na
tradi¢nim drevéném zafizeni.

Instalace zkouma Ulohu ¢lovéka v procesu
tvorby: Lze navrhovani automatizovat? Jak
mizZeme spolupracovat se stroji? Jak tvofit
pomoci umeélych inteligenci? V tomto projektu
je tradi¢ni pracovni postup designu transfor-
movéan prostfednictvim automatizace a umélé
inteligence. Doslo k identifikaci rGiznych lid-
skych rolf (spisovatel, grafik, ilustrator, tiska¥..)
zahrnutych do kniZni produkce, a navrzenf
nového pracovniho postupu. Zajimavé je, Zze
vybrany druh stroje, tkalcovsky stav, odkazuje
na neuronové sité a na to, jak mohou byt vzta-
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the beginning to the end. First, a story theme
is defined and then the software automates
the text writing. Afterwards the layout of the
book is semi-automated using a combination
of artificial intelligence and human input,

like hand gestures. At the end, a full book is
printed.

This installation didn't work only with deep
learning but mixed several types of artificial
intelligence and software. The variety of
artificial intelligence, software, hardware,
and human input that were intertwined

in the project created a complex and rich
experience.

How Thinking Machines work?

The machine is given a number of narrative
structures based on analysis of existing
stories. In order to simplify the story and make
it workable by the software, each component
of the story is replaced by a variable like Hero,
MagicalObject... These variables are entered
manually on a punch card thatis then read
with computer vision. The story variables

are used as a base to generate unique

stories using the GPT-2 language model. This
language-model generates new, synthetic
text in response to the input — itis learning
how to predict words using a large dataset

of web pages. Once the story is created, the
human-assistant co-creates the visual layout
using hand sketches (“camera based layout
shapes”) and illustrations. The illustrations are
generated using hand shadows as a base: the
shadows are recognized with computer vision
and connected with a series of pre-recorder
images. Finally the book is printed and the
user binds the resulting book manually on

a traditional wooden device.

The installation questions the role of humans
in creation: Can design work be automated?
How can we collaborate with machines? What
design can do with artificial intelligences? In
this project, the traditional design workflow

is transformed through automation and
artificial intelligence. The different roles of
people implied in the book production (writer,

hy mezi datovymi soubory tkané v algoritmu.
Kromé vizudlnich aspektl instalace je pozo-
ruhodné, Ze velkd ¢ast je vénovana fyzické
interakci a pohybu. Priklady této ztélesnéné
interakce jsou vidét na dérnych Stitcich, které
jsou inspirované originalnimi dérnymi stitky
tkalcovského stavu podle Jacquarda a ranymi
poditaci, stinorou hrou ... Tyto prvky v kombi-
naci s umélou inteligenci pfispivaji k ndvrhu
origindlniho reseni, které umoznuje lidem se
stroji kreativné pracovat.

https://distortion.mastermediadesign.ch/Thinking%20
Machines/

graphic designer, illustrator, printer..) were
identified and a new workflow was proposed.
Interestingly, the selected form of the machine,
a weaving loom, refers to neural networks and
how relationships between sets of data can
be woven in an algorithm. Besides the visual
aspects of the installation, it is notable that

a large partis given to physical interaction
and movement. Examples of this embodied
interaction are seen in the punch cards
inspired by original Jacquard loom cards and
early computers, hand shadow play.. These
elements combined with artificial intelligence
contribute to the design of an original solution
that enables humans to work with machines,
creatively.
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Q&A

Méli by designéfi a umélci ziskat znalosti

v oblasti Al a pro¢?

Ano, urcité, myslim, Zze by méli. Myslim si, ze je
zde naléhava potfeba studovat umélou inteli-
genci a pfehodnotit nase designerské postupy
tak, aby nebyly nahrazovany stroji. Dnes se
mUZete dostat do potizi na trhu prace, pokud
nevite, jak pracovat s Adobe, zitra to bude stej-
né s Al. Je dllezité naudit se alespon zaklady,
protoze to bude velkd konkurencéni vyhoda.
Pro architekturu a produktovy design to mlze
byt komplikovanéjsi kvili materialité, ale je jen
otdzkou c¢asu, kdy se i tyto véci zautomatizuji.
Programovani je narocné, a stejné tak i vytvare-
ni datovych sad, které se pro vyvoj softwaru Al
sady, a to mize byt problematické, protoze
existuje riziko diskriminace nebo zkreslenf
vysledkd (napfiklad rasismus v rozpoznavani
obrazu). Je nutné, aby $koly na fedeni téchto
problém( spolupracovaly.

Je zde také pfileZitost vymyslet nové obchodni
modely, nové zpUsoby, jak dostat zaplaceno
za svou tvUrdi praci. Napfiklad inteligentnfi
smlouvy na blockchain mohou zautomatizovat
proplaceni kolektivniho uméleckého dila, jako
tfeba u filmovém projektu, kdyz je zapojeno
mnoho profesionald.

Nastroje / Tools

Computer vision: https://www.tensorflow.org/,
https://opencv.org/

GPT-2 (jazyk): https://beta.openai.com/docs/introducti-
on/overview

https://www.ibm.com/cz-en/watson

https://ai.google/tools/

MiiZete popsat dobry vyzkumny projekt?

Uz mé nezajima design pro designéry, ani
umeéni pro umeélce. Myslim, Ze nejzajimavéjsi
projekty jsou interdisciplinarni projekty, kde
design neni jen o estetice, ale kde je velmi
hluboké spoluprdce mezi rliznymi obory

a dovednostmi. To ovéem vyZaduje také peda-
gogiku, protoze musite byt schopni svou praci
dobre vysvétlit.

a&A

Should designers and artists get knowledge
in Al and why?

Yes, definitely, | think you should. | think that
there is an urgency to study Al and to rethink
our design practices to not be replaced by
machines. Today, you might get in difficulty on
the job market if you don't know how to work
with Adobe, tomorrow it will be the same with
Al. It's important to at least learn the basics,
as it will be a big competitive advantage. It
might be more complicated for architecture
and product design because of the materiality
but it's only a matter of time before these get
automated too.

Programming is challenging and so is the
elaboration of data sets which are used for the
development of Al softwares. Often, existing
data sets are used and it can be problematic
because there is a risk of discrimination or
biases in the results (for example racism in
image recognition). It is necessary that schools
collaborate to solve these problems.

There is also an opportunity to invent new
business models, new ways of getting paid for
your creative work. For example, smart contracts
on blockchain can automate the payout of
collective work of art, like on a film project when
there are lots of professionals involved.

Can you describe a good research project?

I'm not interested anymore in design for
designers or art for artists. | think that the
most interesting projects are interdisciplinary
projects where design is not only about
aesthetics but where there is a very deep
cooperation between different fields and skills.
It also requires pedagogy because you need to
be able to explain your work well.

Podivejte se napfiklad na praci designér(

a umeélcd na HEAD-Geneéve, a umélcl Nicolase
Novy, Féliciena Gogueta nebo Denise Bertschi...
Soucasny vyzkum Nicolase Novy se zaméfuje
na lyzarské resorty ve Svycarsku. Tyto resorty
celi disledkdim zmé&ny klimatu (zZadny snihl)

a musi se pretransformovat. Cilem projektu je
informovat zGc¢astnéné strany o zménéach, nad
rdmec popirdni problém(, aby se pfeména
lyZzarskych stanic urychlila. Vysledkem pro-
jektu bude deskova hra, kterd umozni hracdm
pochopit réizné Ghly pohledu, a to i na faunu
nebo fléru.

Dillezitym aspektem dobrého vyzkumného
projektu je prace napfi¢ disciplinami. Je dobré
ziskat odborné znalosti ve vice oborech, jako
je biologie a design, nebo politické védy

a vizudIni umeéni, aby vzniklo propojeni v ob-
lastech, které predtim propojeny nebyly. Timto
zplsobem se stanete vysoce specializovanymi
a mUzZete byt jedini, kdo je odbornikem v této
oblasti. Musite si urcit, kde jsou pfilezitosti

a kde je mensi konkurence.

Vyvoj Al a jeji vyuZiti v kreativnim primys-
lu vede k transformaci designérské praxe,
ktera riskuje, Ze se stane automatizovanéjsi.

Jak definujet ign nad ramec luprac
s prdmyslem?

Design pro mé nenfjen o tom, Ze reaguji na
zadani nebo zakazku, aby se néco snadnéji
pouzivalo nebo bylo efektivnéjsi. To je samo-
zfejmé dlleZité, ale design je také otdzkou
kritického mysleni a zaleZitosti demokracie.
Pouzivani néceho, co je pro skupinu lidi efektiv-
né&jsi (napfiklad webové stranky vefejné sluzby),
by mohlo byt pro jiné osoby obtiznéjsi nebo
naprosto vylou¢eno (napfiklad pro uzivatele se
zdravotnim postiZzenim nebo ty, ktefi nevlastnf
pocitac). Co tedy jako designér udélate? Souhla-
site s tim, Ze navrhnete webové stranky, které
jiné lidi vylucuji? Nebo si udrZite kriticky Ghel
pohledu pomoci svého povédomi o sociologii,
antropologii, feminismu, genderovych studi-
ich... ve snaze zménit obvyklé pracovni postupy
v néco zajimavéjsiho. Nékdy je dilezité néco
automatizovat nebo zjednodusit, ale otazkou je,
pro koho zjednodusit a za jakym Ucelem?

Have a look for example at the work of HEAD
— Genéve designers and artists Nicolas Nova,
Félicien Goguet, or Denise Bertschi.. Nicolas
Nova's current research is focusing on ski
stations in Switzerland. These stations face
the consequences of climate change (no
snow!) and have to reinvent themselves. The
aim of the project is to make stakeholders
aware of the changes, beyond denial of the
issues, in order to accelerate the transition
of ski stations. The outcome of the project
will be a board game that enables players to
understand the different points of view, views
of humans but also of animals or flora.

An important aspect of a good research
project is cross disciplinary work. It's good to
get expert knowledge in several specialties
like biology and design, or political sciences
and visual art, to create connections in fields
that were not previously connected. In that
way, you become highly specialized and may
be the only one who's an expertin that field.
You have to identify where the opportunities
are and where there is less competition.

The development of Al and its usage in
creative industries leads to a transformation
of the design practices which risk becoming
more automated. How do you define design
beyond collaboration with the industry?
Design for me is not only about answering

a brief or a commission to make something
easier to use or more efficient. Of course, this is
important. But design is also a matter of thinking
in a critical way and a matter of democracy.
Something that is more efficient for a group of
people (like a public service website) could be
more difficult to use or not inclusive for other
people (for example users with disabilities or
those who do not own a computer). So, what do
you do as a designer? Do you agree to design

a website that excludes people? Or do you keep
a critical point of view, using your awareness

of sociology, anthropology, feminism, gender
studies... to try to change the usual ways of doing
in a more interesting way. Sometimes it's relevant
to automate or to simplify but the question is
simplifying for whom and for what purpose?
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AI, uméla / simulovana inteligence
Hluboké uéeni
Alkademismus

Al, simulated intelligences
Deep learning

Rlcademism
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Proé¢ kuchyné potiebuji kola?
WWhy Do Kitchens Need Mheels?

—) Chmara.Rosinke

Odkaz / Link to the video recording 27. 10. 2021
https://bit.ly/Chmararosinke

https://chmararosinke.com/
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Chmara.Rosinke je mezindrodni kreativni studio, které navrhuje, fidi a realizuje
objekty a interiéry, od konceptu az po realizaci. Maciej Chmara a Ania Rosinke
usiluji o propojeni femesiné dovednosti s konceptualnim a ekologickym pristupem
a realizuji projekty jak na zakazku, tak z vlastni iniciativy. Mnoho jejich praci je
inspirovano funkénimi a spolecensko-kulturnimi aspekty, které jsou po dlkladné
analyze a vyzkumu prevadény do objektd. Ve svych navrzich vénuji Chmara.Rosinke
velkou pozornost detailiim a emocim, které objekty a prostory v lidech vyvolavaji.
Jako dilezity faktor udrzZitelnosti vidi pfedevsim estetiku.

Chmara.Rosinke is an international creative studio that designs, directs and realizes
objects, interiors and pop-ups from concept to creation. Maciej Chmara and Ania
Rosinke strive to combine craftsmanship with a conceptual and ecological approach
and realize projects on commission and on their own initiative. Many of their works
are inspired by functional and socio-cultural aspects, which are translated into
objects after thorough analysis and research. In his designs, Chmara.Rosinke pays
close attention to the details and emotions that objects and spaces evoke in people.
Above all, they see aesthetics as an important factor in sustainability.

Chmara.Rosinke pfredstavili rozmanité
projekty, na kterych pracovali, a to, jak se
jejich praxe vyvijela. Kromé jiného se pro-
pracovali k tématu, které je — mimo kuchyné
— zajima nejvic, a to je potéseni. Kde konci
nase zakladni potfeby a kde zacina potéseni
a pozitek, a co to vSsechno ma spole¢ného

s designem?

Chmara.Rosinke presented the variety of
projects they are working on, and how their
practice evolved. Besides that, they expan-
ded into the topic they are most interested
in — beyond kitchens — delight. Where do our
basic needs end and where does delight and
enjoyment start and what does all this have
to do with design?
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Navrhovani pro radost

Asi pred deseti lety realizovali Chmara.Rosinke
sv(j prvni projekt na téma mobilni pohos-
tinnost jako soucast méstského festivalu

v Rakousku. Kofeny jejich zdjmu o pohostinnost
mohou pochéazet z jejich vychodoevropského
odkazu, v kterém mohli pozorovat silnou odda-
nost k pohostinnosti. Hosté zde byli vitani jako
rodina, kdykoliv, ve dne nebo v noci, s teplym
jidlem a posteli, kterd mohla patfit i samotné-
mu hostiteli. Na zdkladé této pohostinnosti, kdy
jsou hosté zvani zvenci dovnitf domu, pozvali
Chmara.Rosinke mistni obyvatele ke svému
stolu ve vefejném prostoru. Chmara.Rosinke
chtéli, aby si lidé ,udélali Cas, aby poznali, Ze je
moZné spontanné se zastavit i ve stresuplném
meésté, a Ze stoji za to stravit néjakou tu chvili

s cizimi lidmi a sdilet s nimi jidlo u jednoho sto-
[u”. Socidlni aspekty designu byly tudiz v tomto
projektu velmi dllezité.

Ackoli byl tento projekt interpretovan rliznymi
zpUsoby, hlavnim zadmérem designéra bylo
shromazdit lidi kolem symbolického stolu tak,
aby mohli mezi sebou komunikovat i neznamf
lidé. Skutecnost, Ze tato kuchyné byla mobilni,
pfitahovala pozornost a umoZnila rychly pfesun
a rychlé nasazeni. Kuchyné na kolech byla osvo-
bozena od nehybnosti a byla vnimana spise
jako ndbytek neZ jako architektura.

Ve svych kuchyriskych ndvrzich reaguji Chmara.
Rosinke na modernistickou myslenku ku-
chyné. V pojeti modernistickych designéri

a architektd, jako byli Le Corbusier a Grete
Schutte-Lihotzky (kterd navrhla Frankfurtskou
kuchyni), byla kuchyné redukovéna na ideu
vyrobny jidla, na objekt, jehoz funkce slouzi
vyhradné k nasycenf lidi. Pro Chmara.Rosinke
je kuchyné ale nastrojem pro vytvareni smys-
lového zazitku béhem pripravy a vychutnavani
pokrm, ktery podporuje socialni interakci.

DIY a vlastni produkce: zapojeni prostrednic-
tvim vlastnorucni vyroby

Pristup Chmara.Rosinke k ndbytkovému desig-
nu je zalozen na vytvareni novych archetypU.
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Designing for delight

About ten years ago, Chmara.Rosinke realized
their first mobile hospitality project as part of an
urban festival in Austria and they never looked
back. The root of their interest in hospitality
may have come from their eastern European
heritage, where they could observe a strong de-
votion to hospitality. Guests were welcomed as
family, at any time of day or night, with a warm
meal and a bed that might have been their
host's own. Turning around this idea of hospita-
lity, when guests from outside are welcomed,
Chmara.Rosinke invited the local inhabitants to
their table, in the public space. Chmara.Rosinke
wanted people to “take their time and to show
them that even in a stressful city it's possible to
spontaneously stop and that it's worth it to stop
and spend some time and share a dish with
strangers”. Thus the social aspects of design in
this project were very important.

Though the project was interpreted in a variety
of ways, the designer's main intention was to
bring people together around a symbolic table,
so that strangers could communicate together.
The fact that this kitchen was mobile attracted
attention and allowed for fast transport and
deployment. Kitchens on wheels were freed
from immobility and were perceived more as
furniture than architecture.

In their kitchen designs, Chmara.Rosinke reacts
to the modernist idea of the kitchen. In the
views of modernist designers and architects,
such as Le Corbusier and Grete Schutte-Lihotz-
ky (who designed the Frankfurt Kitchen), the
kitchen was reduced to the idea of a machine-
-like thing, an object whose function was solely
intended to feed people. For Chmara.Rosinke
the kitchen is a tool to design a sensual experi-
ence while preparing food and enjoying meals,
it encourages social interaction.

DIY and self production: engaging through
making

The approach of Chmara.Rosinke to furniture
design is based on creating new archetypes.

Zidle, stoly, lampy sdileji velmi grafickou linii

a odvazné pouziti barev. Jako takové mohou
byt povazovany za symboly urcitych myslenek.
Jejich studio se ¢asto zaméruje na vytvareni
prostoru ndbytkem — to znamend, Ze umisténi
nabytku vytvari prostorové situace. Navzdory
zdanlivé jednoduchosti jsou jejich ndvrhy
Casto koncepcné slozité. Prototypovani je také
od samého podatku dllezitym prvkem jejich
praxe: nejprve jako zplsob, jak rychle zhmot-
nit ndpady, a potom jako radost z vytvarenf
véci ru¢né.

Pro ilustraci designérskych postup tohoto
studia jsme vybrali dva projekty: Nomadic
Furniture 3.0. Exhibition v MAK ve Vidni (véetné
stoli¢ky MAK); a Design Campus Dresden /
School of Utopias

PROJEKT 01: Jak na DIV

V roce 2013 byli Chmara.Rosinke rezidenty

v MAKuU Wien, videnském uméleckopriimy-
slovém muzeu v Rakousku. Jako ¢lenové

této rezidence zkoumali téma do-it-yourself.
Otazky jejich badani se koncentrovaly na
historii DIY, a také na navody DIY. Jak srozu-
mitelné jsou tyto pokyny pro lidi, ktefi nikdy
nic nevyrobili? Jaky vztah vznikd u ¢lovéka,
kdyz si postavi kus ndbytku sdm? Vybrali 18
ikonickych ndvrhd ndbytku pro kutily z rGiznych
c¢asovych epoch a vyzvali G¢astniky, aby kazdy
postavil jeden z ndvrhd pomoci specifikova-
nych pokyn( a materidld. Proces a vysledky
byly zdokumentovany prostfednictvim hloub-
kovych rozhovor( a poté vystaveny v Nomadic
Furniture 3.0.

Jednim z jejich zjisténi bylo, Ze u Gcastnikd

se vyvinulo silné citové pouto s kusem na-
bytku, ktery vytvofili diky tomu, Ze ho vyrobili
vlastnima rukama. U&astnici, ktefi se zpo&atku
zdrahali si své vytvory ponechat a byli pfipra-
veni se jich vzdat, zménili nazor. Citovy vztah

k vlastnorucné vytvorenému objektu navic
nastolil téma udrzitelnosti. Tim, Ze si Gcastnici
objekty sami vyrobili, bylo méné pravdépo-
dobné, Ze je vyhodi, ale naopak si je ponechaji
déle.

Chairs, tables, lamps share a very graphical line
and a bold use of color. As such they can be
seen as symbols of certain ideas. The studio
often aims at creating space by furniture —
that is to say that the positioning of furniture
creates spatial situations. Despite an apparent
simplicity, their designs are often complex
conceptually. Prototyping has also been an
important element of their practice since early
on: first as a way to materialize ideas in a quick
way, and for the joy of making things by hand.

To illustrate the design process of this studio,

we've selected two projects: Nomadic Furnitu-
re 3.0. Exhibition at MAK Vienna (including the
MAK stool); and the Design Campus Dresden /
School of Utopias

PROJECT O1: How to DIY

In 2013, Chmara.Rosinke were designers in resi-
dence at the MAK Wien, Museum of Applied Arts
in Vienna, Austria. As part of this residence, they
researched the topic of do-it-yourself. Their rese-
arch questions were centered on the history of
DIY, and also on DIY instructions. How understan-
dable are instructions for people who've never
built anything? What is the relationship one
develops when self-building a piece of furniture?
They selected 18 iconic designs of do-it-yourself
furniture from different periods and invited par-
ticipants to each build one of the designs, using
the specified instructions and materials. The
process and results were documented through
in-depth interviews and then presented in the
Nomadic Nomadic Furniture 3.0.

One of their findings was that the participants
developed a strong emotional connection to
the piece of furniture they created thanks to
making it with their hands. Participants who
were initially reluctant to keep their creations
and were ready to give them away, changed
their mind. The emotional connection with
the self-built object also raised the topic of
sustainability. By making the objects themsel-
ves, participants were less likely to throw them
away and wanted to keep them longer.
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V ramci vystavy iniciovali Chmara.Rosinke kro-
mé jiného akci, kterd zkoumala tenkou hranici
mezi masovou vyrobou a do-it-yourself. Na-
instalovali v muzeu prostor s péti pracovnimi
pozicemi, z nichZ kazdé byla vybavena materi-
aly a nastroji. Diky tomu si navstévnici muzea
mohli vyrobit svoji stolicku MAK a poté si ji
odnést domU. Za tfi hodiny bylo vyrobeno 200
stolicek. Poznatek, ziskany timto experimen-
tem, byl ten, Ze DIY mUze byt velmi efektivni

a v tomto ohledu blizky masové produkci.

S velmi malymi zkuSenostmi a rukodélnymi
dovednostmi byli G¢astnici schopni vytvorit
rychle krasny, funkéni objekt. Na druhou stranu
to mdizZe bytijiny pohled na masovou pro-
dukci, pfipominajici ndm, ze i tovarni délnici
pracuji rukama.

Rucni vyroba véci je pfitomna v celé praxi
Chmara.Rosinke. Nékteré z jejich projektl
jsou produkty vlastni, jiné podporuji tvorbu
ostatnich. Projekt je uréen k prozkoumani
otazek, jestli lidé travi sv{j ¢as smysluplnym,
spolecenskym zplsobem — s ostatnimi lidmi.
Pozornost, vénovana remeslu a materialdm,
muzZe byt vnimana také jako reakce na nas vel-
mi digitalni zpdsob Zivota, ktery otupuje nase
smysly. V praxi Chmara.Rosinke jsou vareni
nebo vyrdbéni néceho velmi smysiné ¢innosti.
Estetické vlastnosti bézného materidlu, jako je
tfeba smrkové drevo, jsou oslavovany, a s dre-
vem je ,zachdzeno s laskou”.

https://chmararosinke.com/MAK-design-residency
https://chmararosinke.com/MAK-stool
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As part of the exhibition, Chmara.Rosinke also
designed an event that explored the thin line
between mass production and do-it-yourself.
They set up a production line in the museum,
with five building stations, each equipped with
materials and tools. Thanks to this, visitors of
the museum were able to build a stool, the
MAK stool, and take it home afterwards. In
three hours, 200 stools were built. The insights
gained from this experiment were that DIY can
be very effective and in that regard, close to
mass production. With very little experience
and building skills, participants were able to
quickly create a beautiful, functional object. In
return, this might give another view on mass
production, reminding us that the factory wor-
kers are also working with their hands.

Making things by hand is present throughout
Chmara.Rosinke's practice. Some of their
projects are self-produced, others encourage
making by others. It's meant to explore the
questions of how humans spend their time in
a meaningful way, in a social way — with other
people. The attention to craftsmanship and
materials can also be seen as a reaction to our
very digital way of life that deprives our sen-
ses. In Chmara.Rosinke's practice, cooking or
building something are very sensual activities.
The aesthetic qualities of a common material
like pine wood are celebrated and the wood is
“treated with love”.
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PROJEKT 02: Design Campus Dresden/
School of utopias

Tento projekt byl realizovan na zadani Sta-
atliche Kunstsammlungen Dresden (Statn{
umélecké sbirky) v roce 2021. Zadani spodivalo
v navrhu platformy designu a vyzkumu, ktera
by hostila letni Skolu, muzeum a designovou
laborator v Pillnitzové paldci v Drazdanech.
Pillnitz0v palac, barokni budova z 18. stoleti,
byl v posledni dobé vyuzivan jako muzeum.
Kromé nutnosti zohlednit architektonicky od-
kaz lokality, byla zde vyzva navrhnout prostor,
ktery by byl extrémné flexibilni, a ktery by se
mohl vyvijet s potfebami svych uzivateld. Cilem
studia bylo proménit kampus na hernu s na-
stroji, kde ndbytek a jeho rozmisténi ponechaji
prostor pro kreativitu studentd letni Skoly.

Design Campus ilustruje spletitost myslen-
kového procesu Chmara.Rosinke. U tohoto
projektu se nechali inspirovat ¢ldnkem ,Art-
-Museum-Utopia” (Fehr, 2003). V tomto textu
Fehr uvadi, Ze muzeum by jiz nemélo byt jen
prostorem zamérenym vyhradné na zachovanf
stavajicich — ,skutecnych” — sbirek a zdrojem
znalosti. Navrhuje, aby si muzea udrzela sv{j
vyznam tim, ze se stanou mistem pro vyrobu
fikci. Tato mysSlenka vedla Chmara.Rosinke

k tomu, aby si predstavili designovy areél jako
prostor, ktery by mohl promitat nové vize do
budoucna, odtud ndzev School of utopias.

Jak designéfi premysli: o komplexité a speci-
alizaci

V pojeti Chmara.Rosinke neni komplexita
v designu o navrhovani konkrétniho objektu,
jako je Zidle:

, Komplexita je o ziskdvani porozuméni a vy-
tvareni urcitych ¢asti naseho Zivota. A za timto
tucelem potrebujeme nékdy objekty. Objekt
Jjako takovy, a fetis objektu, nejsou tou dileZi-
tou véci. DaleZita je interakce, které chceme
dosahnout, at uz je to pri vareni, prijidle, nebo
prijemné koupeli... Objekt je vytvaren, aby tuto
interakci podpofil.”
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PROJECT 02: Design Campus Dresden /
School of Utopias

This project was commissioned by the Staatliche
Kunstsammlungen Dresden (State Art Collec-
tions) and realized in 2021. The brief consisted

in designing a design and research platform
that would host a summer school, a museum
and a design laboratory in the Pillnitz palace in
Dresden. The Pillnitz palace, an 18th century ba-
roque palais, had been used lately as a museum.
Besides the necessity to take into account the
architectural heritage of the location, there was
also the challenge to design a space that was
extremely flexible and that could evolve with the
needs of its users. The studio's approach was to
create the campus space as a playful toolbox,
where furniture and layout leave room for the
creativity of the summer school students.

The Design Campus illustrates the complex
thinking process of Chmara.Rosinke. For this
project, they were inspired by the article
"Art-Museum-Utopia” (Fehr, 2003). In this text,
Fehr states that the museum should no longer
be a space turned exclusively towards the
conservation of existing — “real” — collections,
and a source of knowledge. He proposes that
museums, in order to remain relevant, become
a place of fabricating fiction. This idea led
Chmara.Rosinke to imagine the design campus
as a space that could project new visions for
the future, hence the name, School of Utopias.

How designers think: on complexity and spe-
cialization

In Chmara.Rosinke's understanding, complexi-
ty in design is not about designing a specific
object like a chair:

“ Complexity is about gaining understanding
and creating a part of our life. And for that
sometimes we need objects. The object per se
and the fetish of the object is not the important
thing. The important thing is the interaction
we want to have whether it's cooking, eating

or having a nice bath... The object is created in
order to support this interaction.”

PfestoZe byli Chmara.Rosinke vzdélavani

v duchu modernistické tradice designu, jsou
pfesvéd&eni, Ze model star-designéra, ktery
chce navrhnout dokonalou zidli, pro né uz nenf
relevantni. Trvaji na tom, Ze je tfeba, aby de-
signéfi spolupracovali s odborniky z réiznych
obor(, jako je napf. psychologie nebo biologie.

Podle nich spociva sila designéra ve schop-
nosti prenést zredukovanou komplexitu
myslenek do objektu. Navrhafi mohou vymys-
let a vytvaret slozité situace jednoduseji ve
snaze pomoci ostatnim lidem vyporadat se se
slozitosti nasi soucasné spolecnosti. Chma-
ra.Rosinke nejsou zdaleka tak naivni, aby si
mysleli, ze design mUzZe vyresit vSechny velké
problémy — ale véfi, Ze ,my, coby designéri,
muéZeme mit obrovsky vliv na spolec¢nost a na
to, jaka ta spolecnost bude”. V tomto ohle-

du lze jejich designérskou praxi oznacit za
aktivistickou. Prostfednictvim designu mohou
designéfi klast otazky o béhu svéta. Cokoliv,
co je navrzeno (fyzicky produkt, publikovany
obrazek, vystava...) mUze byt i politické nebo za
politické povazovano.

Jakze jako designér mate velmi zajimavou
spolecenskou odpovédnost a prilezZitost prosté
vysvétlit véci prateldm a své rodiné, a ucinit
tak bud'slovy nebo prostrednictvim objektd.
Koneckonc( kaZdy z nas vytvari odkaz pro jiné,
a mozna i ddvame odvahu jinym lidem tim,

Ze Cinime urcitd rozhodnuti. Jen rozhodujeme
0 vécech, které jinym lidem ukazuji cestu.”

| kdyZ se vliv jednotlivce (profesionéiniho
designéra nebo jinych) mize zddt omezeny,
napfiklad v souvislosti se zménou klimatu,
Maciej Chmara trva na sile diskuse a komu-
nikace, na tom, fikat nahlas to, cemu vérime,

a to tak, jak bychom cinili mezi prateli, a také
bychom méli ,prestat byt pfilis zdvorili”. Podle
néj nemusime kazdého presvédcovat, ale ¢im
vice sdilime své nazory slovy a prostrfednictvim
designu, tim vétsi madme sance oslovit lidi

s vlivem (v politice, ve velkych organizacich),
a také oslovovat nemalé mnozstvi obcang,
kteff budou aktivné hledat reseni.

Even though Chmara.Rosinke were educated
in the modernist tradition of design, they
think that the model of the star-designer who
wants to design the perfect chairis no longer
relevant for them. They insist on the need for
designers to collaborate with experts from
various fields, like psychology or biology.

For them, a designer’s strength resides in the
ability to reduce the complexity of thoughts
into an object. Designers can think and make
complex situations easier while attempting
to help other people deal with the complexity
of our current society. Far from having a naive
stand, Chmara.Rosinke don't believe that de-
sign can solve all the big problems — but they
do believe that “we, as designers, can have

a huge influence on society and on how the
society will be”. In this way, their design prac-
tice can be characterized as activist. Through
design, designers can put out questions in the
world. Anything that is designed (a physical
product, a published image, an exhibition...)
can be political or seen as political.

“So you, as a designer, have a very interesting
social responsibility and opportunity to just
explain things to friends and to your family and
also make this either through words or throu-
gh objects. And also in the end, each of us are
creating reference to other people and maybe
giving courage to other people that we are ma-
king certain decisions. We are just deciding on
things that show a way to other people.”

Even though the influence of an individual
(professional designer or other) may seem
limited for example in the context of climate
change, Maciej Chmara insists on the power
of discussion and communication, of saying
out loud what we believe as we would with
friends, and “stop being too polite”. For him,
we don't have to convince everybody, but

the more we share our views in words and
through design, the more chances we have
to reach people with influence (in politics, in
large organisations..) and reach a critical mass
of citizens who will actively look for solutions.

77

a)NuIsoy-exewmys



Kli¢ové postiehy

Vyrabéjte prototypy, vyrabéjte véci

Objekty nemusi byt dokonalé. Budete moci
otestovat své napady ve svété, rychle ziska-
vat zpétnou vazbu a uzivat si proces ru¢niho
vytvareni véci.

Spolupracujte

Designéfi nemohou pracovat sami. Je nezbyt-
né spolupracovat se specialisty z jinych obor(,
byt otevieny tymové praci.

Nebudte pfili§ zdvofFili ;-)

Mluvte s lidmi a nebojte se podélit o své
ndzory na design a socialni otdzky. Diskuse
informuji o ndvrharském procesu, dodavaji
projekt@im nové ndpady a umoznuji ostatnim
vasi praci lépe porozumét.

Zamyslete se nad svou praxi, uvédomte si své

Key takeaways

Prototype, Make Stuff
Objects don't have to be perfect. You will be
able to test yourideas in the world, collect

feedback quickly and enjoy the process of
making things by hand.

Collaborate

Designers cannot work alone. It's essential to
collaborate with specialists from other fields,
to be open to teamwork.

Don't be too polite ;-)
Talk to people and don't be afraid to share your

views on design and social issues. Discussions
inform the design process, feed projects with
new ideas and allow others to understand
your work better.

Reflect on your practice, be aware of your

silné stranky

Je tohle to, co chcete vypustit do tohoto svéta?
Slucuje se zplsob, jakym jste dosud pracovali/
tvorili, stale jesté s vasim presvédcenim a pro-
blémem, ktery se snazite vyresit?

Vyhradte si ¢as na nekomeréni praci

Nékteré projekty nemusi byt ihned ziskové,
pfesto davaji smysl. Chmara.Rosinke dopo-
rucuji vénovat 10-20% casu prace ve studiu
nekomerénim zaleZitostem. Malé projekty,
které maji smysl pro vds, budou mit nakonec
smysl i pro ostatni, a pfinesou vétsi zakazky,
pficem?z klienti Iépe pochopi aspekty, které
jsou ve vasi praxi dllezité.

78

strengths

Is this what you want to put in this world? Is
the way you've worked/created so far still fit-
ting your beliefs and the problem you're trying
to solve?

Set aside time for pro-bono work

Some projects may not be immediately pro-
fitable but do make sense. Chmara.Rosinke
recommends dedicating 10-20% of studio
time to non commercial issues. Small projects
that make sense for you will eventually make
sense for others and bring bigger commissi-
ons, with clients understanding better the
aspects that are important in your practice.

Slowniéek / Keywords

Design pro potéSeni — Design, ktery bere v Gvahu
vsechny smysly, nejen vizudlni estetiku a funkénost
Design for delight — Design that takes into account all
the senses, not just visual aesthetics and functionality

Socialni design — Designova praxe, zaméfujici se na
feseni slozitych socidlnich problém a vytvareni
pozitivnich zmén

Social design — Design practice that aims at solving

complex social issues and creating positive change
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2minéno béhem prednasky /
NMentioned during the lecture

Michael Fehr, Art — Museum — Utopia http://
aesthetischepraxis.de/Texte __English/Fehr__
ArtMuseumUtopia.pdf
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