Assignment 4: Domain-Oriented Design Environments and Critiquing

Praful Mangalath
This is the first paper I have read that deals with design environments so the analysis will be quite shallow. The paper basically talks about embedding computational critiquing in the form of intelligent-agents into design environments. The premise is that design spaces are often quite complicated and require intervention and collaboration of a variety of resources and input not often available in the immediate design space. It is quite challenging to develop an unobtrusive agent into this space without affecting/distracting elements of the design process. The authors suggest embedding an agent into this space in the form of a rule-based critic. The problems with having a clippy like character popping up every time you misspell a word are explained and the critic mechanism is modeled as being generic, specific or interpretive based on how they trigger the rules, applicable scope and the type of design knowledge each is suited to represent. 

I found the concept practical and unique in that it does not place impossible constraints on being tied down any one particular example/process or on the data fed into the rules. The authors use a simple model (kitchen design) and was one that allowed me to differentiate between scopes of critic mechanisms – the example with the house being designed for resale shows clearly the interpretive context. The rules are also gathered from easily accessible resources and make for a strong case for applying this into a wide range of applications. 

I don’t often design things un-software related – but am antiquated in that department in adopting new methods that might actually help. I primarily use vi as my editor and prefer its powerful simplicity - other products that claim to provide useful feedback seem to just get in my way. These Integrated Development Environments are usually quite laggard (eclipse / komodo /bloodshed) and fail to anything my rusty vi macros already can’t but this might be quite different in a design process not restricted to software. This has already been discussed in the paper but I was wondering how people already comfortable with their design process may be sold on adopting this new environment. 

I am unfamiliar with any research related to DODE and critiquing but I hope to be very involved in such systems in the near future and see embedded feedback as one major component. The article mainly talks about the ‘design’ and ‘collaboration’ aspect and I did not gather much related to ‘learning’ from it but I guess they are inseparable. The concept that problem domains are growing extremely complicated and the traditional model of having an expert code the rules into the system will render it useless is a valid concern and that a collaborative effort in identifying the components involved and embedding them into separate domains along with support for a generic and interpretive component will solve a lot of issues faced in design spaces for such problems is an elegant solution.  
