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Design 
Philosophy

Design is a Method of Inquiry

Design is more than creation and building. 
It is a systematic method of inquiry into the 
world’s probelms, relying on methodical 
techniques like ethnographic research, 
journey mapping, and, yes, sketching 
and modeling to present an argument in 
physical form. More uniquely, it relies 
on non-objective modes to uncover not a 
right solution, but a variety of best possible 
answers to an issue.
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1Data Physicalization | Master ’s Thesis

Can a new data analysis tool for designers lead to

MORE EFFECTIVE DESIGNS?

Spring 2018 - Spring 2019, Individual Research Project



Intro



Opportunity

The design process lies at 
the intersection of intuition, 
abductive reasoning, and 
standpoint epistomology. 
In effect, these modes of 
rationality afford designers 
the ability to employ empathy, 
emotion, guesswork in 
addition to logical methods. 
As such, current data analysis 
tools don’t exploit these 
traits to create more effective 
solutions.



Discovery

In order to learn about the 
topic, a literature review 
and prior art review were 
conducted. Additionally, 
expert interviews served to 
gain nuanced insight into 
how designers gather and 
manipulate data for their 
projects. An online survey got 
a layman’s look at designers 
and their relationship with 
data analysis.



DefinitionIn defining the problem a few key areas became prominent. 
The use of this tool in the design process, how a tool 
should be developed, and what aspects of the tool should 
be measured in the evaluation stage.



Design

The design adhered to the 
concept of data mapping; 
how related the physical form 
is to the variables the data 
measured. As such, a simple 
form was chosen to minimize 
confusion; a cube.



Evaluation

An A/B test was conducted 
with this new physicalization 
tool against traditional data 
visualization techniques. 
With 20 participants, the 
sample was large enough to 
draw meaningful conclusions. 
Statistical analyses were 
performed on the data, 
leading to the suggestion that 
while this exploratory study 
yielded no significant results 
about the benefit of data 
anlysis, more work should be 
done.



Future Work

Some key areas for future work include creating a taxonomy 
for data mapping and cataloging the many forms and how 
they relate to our senses. Additionally, a focus on integrating 
the tool into the design process as well as digital coupling 
for real time changes would be strong areas to develop.



2Philips Respironics

Can a portable oxygen concentrator be redesigned to

REDUCE SOCIAL STIGMA?

Spring 2017, 3 Months, Partner: Christina Anderson



Wearable Healthcare Technology
Philips approached us with an opportunity for a new product; a wearable portable 
oxygen concentrator (POC) to support users with breathing complications. The key 
focus during the redesign was to minimize the Simple Go’s footprint on the users 
day to day activities.

Original Simply Go



Discover

Define

There is an opportunity in the market to develop a 
wearable version of a Portable Oxygen Concentrator 
that reduces conspicuousness and avoids impeding 
daily activities, allowing users a feeling of greater 
social and physical freedom.
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3Sexhibition

How do we teach

in sexual relationships?

EFFECTIVE
COMMUNICATION

Spring 2017, One Semester, Partners: Christina Anderson, Kaylin Broussard, Natalie Salk, Kate Whitney



Through a study of sexual communication literature, 
our team discovered a lack of good communication 
leads to a lack of sexual satisfaction. To address this 
issue, we built a four part, interactive, multisensory 
experience installation to help people learn to be better 
communicators with their partners.

Interactive Learning Tools
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Love Languages

Yarn Wall

Mad Lips

Secrets Room

Design

After our research phase and indentification of key target areas 
to affect, we divided the installation into four components. I 
then focused on designing and building the Secrets Room, a 
multisensory, immersive experience where people would feel 
comfortable talking about the more intimate and personal 
aspects of sexual activity. This room was perpetually filled 
during the exhibition.



Deliver

Relaxing Ambient 
Sounds

Pressure Sensitive 
Lighting Seats

Scent Dispenser

Secrets Jar





4Local Collective

Is there a way to

through community empowerment?
FIGHT GENTRIFICATION

Fall 2017, 1 Month, Partner: Shawn L Harris II



Discovery

Local Collective is a neighborhood-monitoring platform 
built on land and development database information,  
that allows communities to collectively claim and 
crowdfund the local development in their area, reducing 
gentrification and forced displacement.

Database Driven Innovation

Interviews and Community 
Engagement

Opportunity Analysis



Journey Map

Systems Map

Synthesis

{
In order to effectively address the sensitive and 
controversial aspects of gentrification and not attempt 
to solve a local community’s issues for them, we utilized 
Systems and Journey Maps to find key touchpoints 
where Local Collective could provide users with the 
means to make an impact. 

In this sense, Local Collective is a vehicle for self 
empowerment, merely returning the tools of control to 
locals in an area.
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3Groove Machine

through interactive, tangible media?

How do we

TEACH CODING 
					     FUNDAMENTALS

May 2018 - May 2019, Interdisciplinary Research Project
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MACHINE

MACHINE

MACHINE

MACHINE

Visual 
Design 

Language

A strong focus on early 2000’s music was selected 
as a base point for the design language. It was 
learned early on that children often know the 
music their parents listen to, and since the target 
population was 10 - 14 year olds, the 2000’s were 
a good time period to select.

GROOVEMACHINE
Style Guide v.01
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Digital Platform Integration
Groove Machine serves as a physical medium 
learning tool, in contrast to Ear Sketch, a related 
project which is entirely digital. To bridge the two 

extremes, a digital version of Groove Machine 
is being developed. These are the initial design 
contributions to the digital version.

Digital 
Groove 
Machine
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