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ABSTRACT

Knowledge of design methods is critical for careers in User Ex-
perience (UX) design and other fields commonly served by HCI
programs. In this masterclass, we will seek to bring together the
knowledge contained in key texts commonly used in HCI education
and the evident pedagogical challenges that underlie codified meth-
ods knowledge. Such fundamental questions at this intersection
include: What kind of knowledge do methods contain? How do
students learn about methods? and How do we know when stu-
dents have sufficient knowledge of methods to continue engaging in
adaptation, use, and creation in the future? We will collaboratively
address these questions, laying the groundwork for participants to
consider the following issues in their own curriculum.
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1 BACKGROUND

Knowledge of design methods is critical for careers in User Ex-
perience (UX) design and other fields commonly served by HCI
programs [1, 2]. The idea of design methods is not new, but rather
reflects one of the original organizing concepts of design theory
in the 1960s as participants from many different design disciplines
found resonance in the idea of practical supports to describe and
structure the rationality of design practices [7]. Modern design
methods build—in part—on this legacy, providing intellectual or
practical supports that enable designers to go about their work.
For instance, volumes such as Universal Methods of Design [4], the
Delft Design Guide [18], and Design. Think. Make. Break. Repeat. [17]
include collections of design methods that are oriented towards

Permission to make digital or hard copies of part or all of this work for personal or
classroom use is granted without fee provided that copies are not made or distributed
for profit or commercial advantage and that copies bear this notice and the full citation
on the first page. Copyrights for third-party components of this work must be honored.
For all other uses, contact the owner/author(s).

EduCHI ’23, April 28, 2023, Hamburg, Germany

© 2023 Copyright held by the owner/author(s).

ACM ISBN 979-8-4007-0737-7/23/04.

https://doi.org/10.1145/3587399.3587415

Paul C. Parsons
parsonsp@purdue.edu
Purdue University
West Lafayette, Indiana, USA

supporting design students and practitioners and are commonly
used in HCI and UX programs.

As described by previous scholars, HCI as a field and discipline
has gone through multiple paradigms of knowledge production [6],
and this evolution of the scholarship and practitioner space is
volatile and pluralistic in nature [8]. One practical impact of this
volatility is a continuing need for core skills in design methods—
including methods relating to user research, prototyping, commu-
nication, and evaluation, among others [2]. However, while some
methods have remained core over time, their use in practice or
relative importance has evolved. Meanwhile, other methods are
still emerging or need to be created as new forms of knowledge
supports to inform future practices (e.g., in relation to emerging
technologies; to address new constituencies; to respond to new
regulatory practices).

The skilled selection and use of methods relies on the ability of
designers to make good instrumental judgments [11]. Instrumental
judgments describe students’ and practitioners’ “capacity to choose
appropriate approaches to design problems, decide from an array
of established options, or create new approaches” [10]—and in the
context of design methods, this kind of judgment can also aid in
considering which methods are deemed to be salient, how they
are adapted or fit to address the felt complexity of the designer,
and how the designer knows when the method has brought forth
valuable insights (or potentially failed to do so). Good judgments
are based on accumulated experience, and rely on the ability of
designers to recognize patterns and discern appropriate trajectories
through design situations. Judgments are essentially personal and
situated, being inseparable from the designer and, as such, are not
amenable to codification. As a result, teaching judgment ability is
not simply an issue of content knowledge transfer—e.g., creating
and transmitting a catalog of judgments for students to memorize
and master.

We know that competent designers are able to make instrumen-
tal judgments about which methods are appropriate for a given
situations—including the discernment of when to use them, under
what conditions, and in which ways methods should be extended,
modified, or created to fit the context under consideration. However,
there have been very few recommended approaches to addressing
methods competence that relate the formation and honing of in-
strumental judgments in HCI education and practice. Harrison
et al. [5] describe how they encourage students to consider the
“boundaries, utility, appropriation, and negotiation of processes
that comes from actively performing many different methods over
the course of a project,” focusing attention on flexibility and ap-
propriation of methods. Lallemand [9] describes three different
pedagogical approaches to encourage students to consider meth-
ods, including self-exploration, scenario-based debates, and flipped
classroom models; these approaches generally focus on the method
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as it was originally codified rather than how it could be appropri-
ated or evolved. Finally, Pivonka et al. [16] describe how students
build conceptual models of design methods, including a range of
metaphors that they use to distill both methods knowledge and its
utility in their everyday design work.

In this masterclass, we will seek to bring together the knowl-
edge contained in key texts commonly used in HCI education and
the evident pedagogical challenges that underlie codified methods
knowledge. Such fundamental questions at this intersection include:
What kind of knowledge do methods contain? How do students
learn about methods? and How do we know when students have
sufficient knowledge of methods to continue engaging in adapta-
tion, use, and creation in the future? Our masterclass will address
these questions, laying the groundwork for educators to consider
the following issues in their own curriculum:

e What types of methods knowledge are critical for graduates
of your program?

e How do you currently seek to support students’ acquisition
of methods knowledge?

e Where are there near-term or long-term gaps in students’
mindsets towards methods knowledge or performance?

We will do this by first framing a foundational language of meth-
ods and then demonstrate use of this vocabulary to encourage
reflection on pedagogical practices and future opportunities to
build students’ instrumental judgment capacity, thereby enhancing
students’ mindsets towards methods.

2 ORGANIZERS

Colin M. Gray is an Associate Professor at Purdue University and
leads an undergraduate program and graduate concentration in
UX Design. Their research focuses on the ways in which the peda-
gogy and practice of designers informs the development of design
ability, particularly in relation to ethics, design knowledge, and
professional identity formation. Their research on design methods
includes a range of practice-led work to describe how practition-
ers engage with design methods [2], a theoretical vocabulary to
engage with methods [3], and practical implications for HCI and
design educators to consider when building students’ methods
knowledge [10, 16].

Paul C. Parsons is an Associate Professor at Purdue University
and teaches in an undergraduate program and graduate concen-
tration in UX Design. His research focuses on cognitive aspects of
design and use of interactive artifacts, with a focus on data visual-
ization interfaces. His research on design methods includes inquiry
into which methods visualization designers are familiar with and
use [13], how they make judgments about methods use in their
work [12, 14], and how design knowledge is codified into guidelines
and used in practice [15].

3 PROPOSED FORMAT AND STRUCTURE

We will use an interactive, constructionist approach to encourage
the engagement of HCI educators attending the masterclass. We will
include short periods that are content-oriented to build alignment
and a shared foundation of vocabulary, and then extend this vocab-
ulary through interactive activities that will allow participants to
distill key insights in relation to their own curriculum.
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Figure 1: Worksheets that map existing attitudes towards
design methods and instrumental judgment and potential
future opportunities for program or course evolution.

¢ Introduction to the Language of Methods (10 minutes)—
we will introduce key concepts relating to methods to ground
the conversation, including: i) different types of knowledge
bound up in methods; ii) different stances educators, students,
and practitioners can take towards methods (i.e., codification-
oriented, performance-oriented, presentation-oriented from
[3]); and iii) implications of this complexity for the devel-
opment of a mindset towards methods, including a diverse
array of metaphors used to describe methods [16].

¢ Identification of Current Engagement with Instrumen-
tal Judgment Capacity (15 minutes)—through an interac-
tive exercise on Miro (with worksheet materials also avail-
able for asynchronous engagement and in supplemental
materials; Figure 1, top), we will encourage participants to
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identify outcomes and instructional opportunities for stu-
dents in their program or course. We will provide sample
maps based on our own program experiences, including pro-
gressive development of methods capacity in both a single
course/module and across multiple educational experiences
over multiple semesters (Figure 2).

Articulating Changes in Methods Support Across a
Program or Course (20 minutes)—in continuation of the
interactive exercise (Figure 1, bottom), we will guide par-
ticipants in considering different attitudes or competencies
towards methods before their course/program, during the
course/program, and after graduation. We will indicate spaces
for exploration of different forms of methods and methods
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behavior & mental model data & stakeholders physicality & embodiment

Project4
service & scale

= = . = = —
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Figure 2: Course (top) and program (bottom) mappings of learning objectives, themes, methods knowledge, and methods
metaphors. A standalone version of these materials is available in supplemental materials.

knowledge, potential pedagogical content knowledge to sup-
port acquisition of knowledge, and practical scaffolding of
these activities over time.

Reflecting on Practical Next Steps (15 minutes)—through
interaction question and answer and continuation of the in-
teractive exercise, we will encourage participants to consider
how they could apply this knowledge in their institutional
context and allow for cross-pollination across participants.
We will also welcome questions and discussion, reflecting
on implications of our exploration of methods knowledge
for HCI educational experiences.



EduCHI 23, April 28, 2023, Hamburg, Germany

ACKNOWLEDGMENTS

This work is funded in part by the National Science Foundation
under Grant Nos. 1909714 and 2146228.

REFERENCES

(1]

James Branch, Christopher J Parker, and Mark Evans. 2021. Do User Experience
(UX) Design Courses Meet Industry’s Needs? Analysing UX Degrees and Job
Adverts. The Design Journal 24, 4 (July 2021), 1-22. https://doi.org/10.1080/
14606925.2021.1930935

Colin M Gray. 2016. It’s More of a Mindset Than a Method: UX Practitioners’
Conception of Design Methods. In Proceedings of the 2016 CHI Conference on
Human Factors in Computing Systems (Santa Clara, California, USA). ACM, New
York, New York, USA, 4044-4055. https://doi.org/10.1145/2858036.2858410
Colin M Gray. 2022. Languaging design methods. Design Studies 78 (Jan. 2022),
101076. https://doi.org/10.1016/j.destud.2021.101076

Bruce Hanington and Bella Martin. 2019. Universal Methods of Design Expanded
and Revised: 125 Ways to Research Complex Problems, Develop Innovative Ideas,
and Design Effective Solutions. Rockport Publishers. https://play.google.com/
store/books/details?id=SFnBDwWAAQBAJ

Steven Harrison, Maribeth Back, and Deborah Tatar. 2006. “It’s Just a Method!”:
a pedagogical experiment in interdisciplinary design. In Proceedings of the 6th
conference on Designing Interactive systems (University Park, PA, USA) (DIS ’06).
Association for Computing Machinery, New York, NY, USA, 261-270. https:
//doi.org/10.1145/1142405.1142445

Steve Harrison, Phoebe Sengers, and Deborah Tatar. 2011. Making epistemologi-
cal trouble: Third-paradigm HCI as successor science. Interacting with computers
23,5 (Sept. 2011), 385-392. https://doi.org/10.1016/j.intcom.2011.03.005

J Christopher Jones. 1970. Design Methods. Wiley-Interscience, London, UK.

] Yubo Kou and Colin M Gray. 2019. A Practice-Led Account of the Conceptual

Evolution of UX Knowledge. In Proceedings of the 2019 CHI Conference on Human
Factors in Computing Systems (CHI "19). ACM, New York, NY USA, Paper No. 49.
https://doi.org/10.1145/3290605.3300279

—_

9]

(14]

[15]

(17

(18]

Gray and Parsons

Carine Lallemand. 2021. Creative pedagogical activities for user evaluation
methods courses. In Proceedings of the 3rd Annual Symposium on HCI Education
(EduCHI °21). 1-11.  https://educhi2021.hcilivingcurriculum.org/wp-content/
uploads/2021/04/educhi2021-final76.pdf

Kelly Murdoch-Kitt, Colin M Gray, Paul Parsons, Austin L Toombs, Marti Louw,
and Elona Van Gent. 2020. Developing Students’ Instrumental Judgment Capac-
ity for Design Research Methods. In Dialogue: Proceedings of the AIGA Design
Educators Community Conferences, Vol. Decipher,1. AIGA Design Educators Com-
munity, 108-115. https://doi.org/10.3998/mpub.11688977

Harold G Nelson and Erik Stolterman. 2012. The design way : Intentional change
in an unpredictable world (2nd ed.). MIT Press, Cambridge, MA.

Paul C Parsons. 2021. Understanding Data Visualization Design Practice. [EEE
Transactions on Visualization and Computer Graphics (Proc. IEEE VIS "21) 28 (2021),
665-675.

Paul C Parsons, Ali Baigelenov, Ya-Hsin Hung, and Connor Schrank. 2020. What
Design Methods do DataVis Practitioners Know and Use?. In Extended Abstracts of
the 2020 CHI Conference on Human Factors in Computing Systems. ACM, Honolulu
HIUSA, 1-8. https://doi.org/10.1145/3334480.3383048

Paul C Parsons, Colin M Gray, Ali Baigelenov, and Ian Carr. 2020. Design Judg-
ment in Data Visualization Practice. In Proceedings of the IEEE Visualization
Conference (IEEE VIS °20), short papers. https://arxiv.org/abs/2009.02628v1

Paul C Parsons and Prakash Chandra Shukla. 2022. Considering the Role of
Guidelines in Visualization Design Practice. In 4th IEEE Workshop on Visualization
Guidelines in Research, Design, and Education (VisGuides °22). https://doi.org/10.
31219/o0sf.io/mw376

Anne Pivonka, Laura Makary, and Colin M Gray. 2022. Organizing Metaphors
for Design Methods in Intermediate HCI Education. In EduCHI'22: 4th Annual
Symposium on HCI Education.

Martin Tomitsch. 2018. Design. Think. Make. Break. Repeat.: A Handbook of
Methods. Laurence King Publishing. https://play.google.com/store/books/details?
id=Fqh-swEACAA]J

Annemiek van Boeijen, Jaap Daalhuizen, J Zijlstra, Roos van der Schoor, and
Universiteit Universiteit Technische. 2014. Delft design guide : design strategies
and methods. BIS Publishers, Amsterdam, Netherlands.


https://doi.org/10.1080/14606925.2021.1930935
https://doi.org/10.1080/14606925.2021.1930935
https://doi.org/10.1145/2858036.2858410
https://doi.org/10.1016/j.destud.2021.101076
https://play.google.com/store/books/details?id=SFnBDwAAQBAJ
https://play.google.com/store/books/details?id=SFnBDwAAQBAJ
https://doi.org/10.1145/1142405.1142445
https://doi.org/10.1145/1142405.1142445
https://doi.org/10.1016/j.intcom.2011.03.005
https://doi.org/10.1145/3290605.3300279
https://educhi2021.hcilivingcurriculum.org/wp-content/uploads/2021/04/educhi2021-final76.pdf
https://educhi2021.hcilivingcurriculum.org/wp-content/uploads/2021/04/educhi2021-final76.pdf
https://doi.org/10.3998/mpub.11688977
https://doi.org/10.1145/3334480.3383048
https://arxiv.org/abs/2009.02628v1
https://doi.org/10.31219/osf.io/mw376
https://doi.org/10.31219/osf.io/mw376
https://play.google.com/store/books/details?id=Fqh-swEACAAJ
https://play.google.com/store/books/details?id=Fqh-swEACAAJ

	Abstract
	1 Background
	2 Organizers
	3 Proposed Format and Structure
	Acknowledgments
	References

