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1. what did you find (articulate the answers in your own words)
1.1. interesting about the article?
The idea of developing a computer system that provides for critics during a design process is new and interesting to me.  There exist several systems that point out the user's mistake (e.g. spelling and grammar check of word processors, syntax check of Integrated Development Environment), but these checking functions are very much different from critics in that they only handle problems with a clear answer and the target problem domain (writing texts or programs) is too simple to be called as design activity.  I would like to see the application of embedded critics to software design, for example a CASE (Computer Aided Software Engineering) tool that critics a developing UML model.

1.2. not interesting about the article?
I am not sure whether it is a good idea to present a critic each time a user puts an object in different places.  In an example described in the article, the user puts a dishwasher too far away from a sink and gets critiqued, and then upon reflection he puts it near to the sink, only to get critiqued again for not putting it left to the sink.  I feel that too many consecutive breakdowns may discourage the user, especially when the critiques are made by the computer (my empirical moral).  We may need to balance between the importance of on-demand critiques which might increase the frequency of presenting them, and the motivating factor which might be inversely proportional to the frequency.

1.3. does it relate to your own work (as a student, as a worker)?
As described above, I am interested in how embedded critics can be applied to the field of software design, which is of my interest.  Perhaps defining metrics for critiquing UML models would not yet be feasible considering the lack of clear criteria of modeling activities, but GUI design might benefit from embedded critics, since many GUI framework offers a guideline document.

2. what do you consider the main message of the article?
Since design activity is an evolutional process requiring many view points from various stakeholders, embedding multi-dimensional critics in design activity would augment designers by helping them reflect on artifacts being developed.

3. are themes discussed in the article which you would like to know more about?
The actual usefulness of the concept is not assessed in the article.  Perhaps we should evaluate the effectiveness of the system in terms of the completeness of designed artifacts and the designer's preference compared with other design environments. 

4. do you know of other papers, ideas, and systems which are closely related to
4.1. DODEs
I once worked with a design environment for intelligent network applications.  The intent of the system was to allow telecom operators to design telecom applications (e.g. malicious call barring) by themselves and it offered a graphical programming environment on which the designer can implement a program by putting logic icons and connecting them.  However, that graphical environment could not conceal the complexity of the underlying technology and it was replaced with a common  programming language.

4.2. Critiquing
Extreme Programming (http://www.extremeprogramming.org/) can be said to incorporate the idea of critiquing into the software development process.  The practices of iterative development, pair-programming (coding by two programmers so that while one is typing the other may critique the code) and on-site customer (having a customer on development site so that developers can ask questions to him/her anytime) are typical examples.

5. what does the article say about
5.1. design
Critiquing is important for design activities because they requires different knowledge distributed in the mind of designers and their clients, and critic helps the designers to be reminded of different points of view from other stakeholders.  Critic also invokes a breakdown during a design process which in turn leads to reflection, and the reflection further drives the design process.

5.2. learning
These days the amount of information available is much more than the mind of a person can assimilate and thus it is important for learning to provide relevant  information "at the right place, right time."  The embedded critics materialize this concept by offering three types of critics (generic, specific and interpretive).    

5.3. collaboration
The embedded critics allow to reflect the specifications and ideas from varying stakeholders on the design activity.  Generic critics reflect the general knowledge from the past designs, specific critics reflect the specifications from the user, and interpretive critics enables the designer to contrast different design perspectives based on the requirement.

6. do you have any ideas how this research could / should be extended based on your own knowledge and experience?
As noted above, sometimes it is not the most encouraging thing to be critiqued.  To many critics might decrease the motivation of designers, even if these critics clearly show their rationale.  We need to think about how to make critics less intrusive and to create the atmosphere of collaboration not only between stakeholders but also between the computer system and the designer.

