Lisa Doan

Summary

Assignment 8: Meta-Design

Briefly discuss the following issues:

1. what do you consider the main message of the article?
All of the readers agreed that meta-design is a good direction for software development. The relationship between end-users and developers should be revolutionized so that the users have a more involved role in the development of their software. Also, Mark picked up on the idea that the developers and technical people need to relinquish some of the power they hold in order to better educate the users and move towards the users and developers sharing ownership of the project which could lead to more robust and powerful solutions.
2. is meta-design for you an 

2.1. interesting concept? why?

Everyone agreed that meta-design was a very interesting concept. Some thought that giving the end-users more power in the design process was the most interesting idea, and others thought that users would be able to make software that was more useful and versatile.  Min-Chieh and noted that there is a fine line between usability and functionality which could be a sticking point for meta-designers. Gary and John thought the idea of creating software that can grow was most interesting.
2.2. not interesting? why?

Keisuke wants a better definition of “meta-design,” and Min-Chieh would like to know more about reseeding. 6
3. what do you consider the major technical and social challenges associated with meta-design?

3.1. technical

Everyone acknowledged the fact that creating a software tool that can perform many complicated tasks is likely to be very complicated to learn how to use – that is, finding the balance between functionality and usability will be the primary technical issue. Mark also emphasized the idea that software developers would have to let go of much of the control they have when designing software. Abstraction was also mentioned as a possible challenge since the users will not care about how or why certain things must happen in the software implementation, but they must learn to care if they truly want to understand how to create the software they want. 
3.2. social

Many people noted that both the developers and end-users would need to change their mentalities when it comes to designing software.  Developers would need to move away from protecting users from themselves and move towards creating “soft” applications that are easily customized. The users would have to change their mindsets from simply asking the developers for something and becoming active contributors to the projects. Also, having both sides be knowledgeable about a certain topic creates some social issues including education and what we as a society should focus on learning.  There is a learning curve associated with every new software, and there will be an even greater learning curve when users are expected to shift from passive contributors to active designers. It is a role shift that could be very hard for people to accept since they’ve been passive for so long and gotten accustomed to their old ways. The same goes for designers who will need to embrace and anticipate the users needs rather than trying to protect the users. 
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