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Abstract 

This thesis attempts to answer how a website can be designed 

and constructed to foster the characteristics of a dialogue 

among design researchers. Extensive research was conducted 

on dialogue, design research, and current tools that assist in 

online communication. Matrixes were used as an organization 

and comparison tool of the research. In addition, characteristics 

of dialogue were identified and applied in the creation of the 

prototype. The Designer Dialogue prototype consists of two 

videos, which demonstrate the features available for facilitation of 

design research dialogue. A third video was created to showcase 

participants enacting an example design research dialogue using 

these tools. This prototype is the initial step towards the creation 

of a website that will not only facilitate design research dialogue 

but also create a design community that is more educated and 

more socially connected. 
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Justification

It is important to answer how a website can be designed and 

constructed to foster the characteristics of a research dialogue 

among design researchers. A proper venue to host design 

researcher’s work can assist the design community in expanding 

upon current design research, in becoming more recognized as a 

research area, and in helping researchers, in particular graduate 

students, avoid repeating the same research. Design research 

varies widely from the professional field to the academic field. 

Worldwide there are many different approaches to conducting 

design research. Unfortunately, infrastructure to disseminate 

design research is limited. North America is especially lacking 

in design research dissemination. Much of the design research 

conducted academically is not even placed into the university 

library, whereas, research from other disciplines is often archived 

in this manner. Europe and Asia have some avenues for design 

research distribution such as journals and conferences. Currently 

there is no web presence that brings together design researchers 

to discuss their findings. Without accessible media to showcase 

research, designers are spending valuable time conducting 

similar experiments rather than building on other research or 

creating new research. A website that allows access to design 

research and promotes dialogue among designers will create 

a design community that is more educated and more socially 

connected. Designers worldwide will more easily cross language 

and geographic barriers and address many design related issues 

by promoting dialogue on an easily accessible media such as the 

World Wide Web. 
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Limitations

Scope

There are many areas of design research that could benefit from a 

website that facilitates dialogue. In order to limit the scope of the 

research, graphic design is the only area of design the prototype 

will include. It will include design research that overlaps graphic 

design and another area of design such as: editorial design, 

information design, advertising design, typographic design, 

animation design, experience design, environmental design, 

package design, illustration, corporation communications design, 

brand and identity design, interactive design, and web design. 

Broader areas of design such as interior design, industrial design, 

system design and architecture will be excluded.  

It is more efficient to develop the methodology for facilitating 

design research dialogue on the web and focus future testing on 

one area of design while in the initial prototype stage. While in 

the testing/prototype phase a website that focuses on all areas of 

design from graphic design to interior design, industrial design, 

system design and architecture will be too large of a scope to 

analyze the level of success of the new methodology. Increased 

website capabilities would be required if one were to focus on all 

areas of design research for the initial prototype. 

Media

The only media possibility to be explored is the web. The research 

is only limited to the web media because no other current media 

could come close to creating the same level of two-way dialogue. 

Facilitating a dialogue requires an open system that allows for 

change. A printed medium such as a book would be a closed 

system that would inhibit dialogue. The web is one of the most 

accessible medias available for creating dialogue and displaying 

research (images, text, video etc.) in one application. 

Possibilities exist for other medium, one of which is a handheld 

device such as a cellular phone with simple text message and 

image receiving capabilities. Another possibility would be a system 

that allows researchers to showcase their work on the television 

or in a video format. The user who wishes to dialogue with the 
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researcher would send a text message or make a call to the 

researcher to dialogue. All of these options limit the degree of 

dialogue that could take place. Creating a website offers the most 

options for a successful dialogue about design research so the 

media is going to be limited to the web. 

Device

The personal computer will be the only device researched for 

designing the website at this time. Research for additional devices 

that access the internet such as a cellular phone, palm pilot, 

Apple TV1 etc. were not included due to the limited time available 

at this stage of research. In the future once the prototype has 

been established for the personal computer it will be necessary to 

develop research for use on other devices.

The website prototype will be developed according to standard 

screen size widths and available fonts. This will allow for a more 

natural transition from the prototype stage to the finished product. 

Language

Due to time restrictions at this stage of the research, designing 

the website for non-native English speakers will not be explored. 

In order to discover if there is a method to facilitating dialogue on 

the web, it is necessary to focus on only native English speakers. 

To properly offer a website for a user from any native language 

would require extensive research and user testing. Accessing 

individuals representing each non-English language would be to 

time consuming and expensive for this stage of the research. 

1. Apple TV: digital 

media  device created by 

Apple that is designed 

to play any Mac OS X or 

Windows running iTunes, 

YouTube, MobileMe, in 

high definition. 
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Assumptions

One assumption for this thesis is that design researchers 

have access to modern computer equipment with an Internet 

connection. The Internet is becoming more accessible everyday. 

According to the Internet Usage and Word Population statistics 

as of June 30, 2008 seventy- three percent of people in North 

America, fifty-nine percent in Oceania / Australia, forty-eight 

percent in Europe, twenty-four percent in Latin America / 

Caribbean, twenty-one percent in the Middle East, fifteen percent 

in Asia and five percent in Africa are classified as Internet users. 

A survey conducted by hard drive manufacturer, Seagate, found 

in 2005 seventy-six percent of American adults claimed to own 

a computer. In this age of computer aided graphic design, an 

assumption can be made that most practicing graphic design 

researchers can access the internet on a personal computer. 

A second assumption is that the Internet connection to which 

design researchers have access to has fast download times and 

handles an image-heavy or animation-heavy website with ease. As 

stated above it is standard for design researchers to have modern 

computer equipment that can handle more advanced website 

applications and graphics. It is rare for a design researcher to use 

slower Internet connections such as dial-up or Digital Subscriber 

Line (DSL)2.

A third assumption is that all design researchers would have access 

to a web camera and headset or microphone. According to Skype’s 

Shopping website, http://shop.skype.com/, Web cameras are now 

available for less than twenty dollars and headsets are available 

for fewer than thirteen dollars, therefore owning the equipment 

requires no major financial commitment. The newer Macintosh 

computers have built-in iSight cameras and microphone systems 

making owning the equipment more convenient. In addition, more 

Internet users are using web camera technology. In April 2006, 

Skype, an online company that allows users to make free calls with 

or without video to anywhere in the world, had over 100 million 

users (Kase). 

2. Digital Subscriber 

Line: provides Internet 

service using local tele-

phone wires 
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Methodology

Read material on dialogue and design research 

In order to create a prototype that fosters the characteristics of 

a research dialogue among design researchers it is imperative to 

review published literature on both dialogue and design research. 

Without having a solid understanding of dialogue and design 

research, it would have been impossible to design a prototype that 

utilizes these subjects. 

Visit, document, and analyze websites that attempt to create 

dialogue

It was important for creation of the prototype to consult several 

websites that attempt to create dialogue. These websites were 

insightful resources for studying the tools that each used in online 

communication. Some of the tools used in these websites were 

resituated and repurposed for the prototype. Through proper 

analysis of these websites insightful clues were provided on tools 

within the website that did not aid in dialogue generation. 

Within the research on current websites that use online 

communication, websites were also studied in terms of typographic 

dialogue and video dialogue. By comparing websites that only 

attempted typographic dialogue to websites that only attempted 

video dialogue, comparisons were made on what tools were the 

strongest in creating an actual dialogue. The tools utilized for a 

typographic dialogue are vastly different from those used to create 

a video dialogue. 

Define a matrix on current dialogue research

Matrixes were utilized as an organizational and comparison tool 

in several aspects of this research. The matrix is a good tool that 

allows relationships to be viewed across two or more planes. It 

allows the user to deconstruct the subject matter in a clear concise 

manner that is easily understood by other viewers.

The matrix for current dialogue research highlights important 

differences and similarities between the dialogue major 

researchers cited: David Bohm, William Isaacs, Martin Buber, and 

David Yankelovich. Some of the areas compared included definition 
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of dialogue, discussion of free flow, characteristics of dialogue, 

size recommendations for dialogue, dialogue inhibitors, difficulties 

in dialogue, and types of dialogue. All of these comparisons 

were taken in account when creating a list of the most important 

characteristics of dialogue. The dialogue matrix was also a good 

tool for viewing elements needed for facilitating a successful 

dialogue. 

Define a matrix for design research 

The design research matrix defines areas such as design research 

perspectives, mindsets, types of design research, methodologies 

of creating design research, the origin of design research, origin 

of design research, advancements over the past twenty years, the 

state of design research, trends for more design research and the 

future of design research. 

This research was not intended to designate one area of design 

research as more successful than another. The purpose of this 

research was to be able to properly identify online tools needed 

for any possible type of design research to be displayed on the 

website. There are many methods for gathering design research 

and it is important for the success of the website that each user 

has the tools available to present his or her research.

Define a matrix for the difference of speech, writing, and netspeak 

A matrix on speech, writing, and netspeak has the ability to define 

each area in a clear understandable manner. The matrix defines 

the definition, time lag expected, deictic expression, grammar, 

media which each is best suited, and the opportunity for errors 

or interruptions in each communication style. This matrix helps 

determine if one area should be given priority in the prototype or if 

the prototype should include a combination of language forms for 

the best possible dialogue on the web. 

Simplify characteristics of dialogue and define which can be 

achieved in the web media.

As the dialogue matrix demonstrates, there are many 

characteristics of dialogue. The strongest characteristics were 

selected from the research gathered on dialogue. By identifying 

the most important characteristics one can have a better 
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understanding of what is required to generate a successful 

dialogue. This list of identified characteristics of dialogue was 

analyzed in conjunction with the online communication research 

to determine what characteristics are able to be satisfied in a web 

environment. 

Look at current technologies

Text based3: 

Online blogging tools record conversations in a textual format. 

WordPress, Moveable Type, and Blogger were analyzed across 

multiple planes including: cost, installation, ease of use, multiple 

blogs, comment filtering, and support. Most important to the 

development of the Designer Dialogue prototype was the research 

on how each of these tools categorize past online conversations. 

Video based4: 

Macromedia Breeze, Adobe Connect Pro, and GoToMeeting are 

current software that are designed to allow the user to conduct 

business meetings and in some cases employee training. An in-

depth study of this software helped bring insight on the tools used 

to create business meetings and employee training and apply 

the useful aspects of the software to the prototype. Research 

on Macromedia Breeze, Acrobat Connect Pro and GoToMeeting 

also created awareness of tools, which were needed to facilitate 

dialogue. Because these programs encourage video, they can be 

studied from a kinetic, gestural standpoint as opposed to the more 

text based technologies of WordPress, Moveable Type, and Blogger.

 

Create a prototype of the website 

To understand how design research dialogue can be facilitated on 

the web a prototype is needed. The prototype highlights major 

tools that were incorporated into the design and is based upon 

previous research. The prototype needed to show how a design 

researcher could interact with the tools in an example dialogue. 

The prototype needed to incorporate visual and verbal information 

so the viewer could follow along with example dialogue in a 

simulated environment. Simple screenshots of the website would 

not give the viewer enough information to understand how the 

user and the tools could interact. 

3. Text based: websites 

that do not have image 

or video functions includ-

ed in the tools faciliating 

discussion 

4. Video based: websites 

that do have image and 

video functions included 

in the tools faciliating 

discussion 
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Sub Questions 

What are the different views of the definition of design research?

Many people have different definitions of design research. Design 

and research can blur together particularly at the early ̀̀̀“̀front endˮ 
of the design process. It is can be unclear what is research and 

what is design (Poggenpohl, Sanders and Davis). The range of 

research methods and applications employed in design education 

and practice is broad, from the simple process of surveying 

existing products in the marketplace to the much more complex 

process of analyzing cultural and cognitive factors associated 

with new product development and use. Some consider choosing 

color swatches for a project or a simple case study to be design 

research while others consider design research to be more 

scientific in methodologies and user testing. Jennifer Visocky is 

very liberal in defining design research in her book, A Designer’s 

Research Manual. She would consider collecting a scrapbook about 

something such as contemporary images of African - Americans 

to be design research (Visocky O’Grady and Visocky O’Grady  69). 

Susan Roth said in her article, The State of Design Research that 

“design research is tied to practice and is driven by its needs.ˮ 
(Roth  20) Ezio Manzini (professor of industrial design at the 

Milan Polytechnic) defined design research at the Changing the 

Change conference in Turin, Italy, July 10-12, 2008 as “an activity 

that produces knowledge useful for those who designˮ (Mark 

Vanderbeeken).  

For future evidence on the general confusion of what is design 

research, Metropolis Magazine conducted a survey in September 

2005 about design research issues. In this survey eighty-one 

percent of practicing designers say they engage in research on 

a regular basis and sixty-five percent of department chairs in 

universities say it is a required part of their school’s curriculum. 

Eighty-one percent of the practicing designers that do research 

fund their own research and seventy percent don’t collaborate 

with students when it is important to their business. Director of 

Graduate Programs in the Department of Graphic Design, and 

Director of the interdisciplinary PhD program in the College of 

Design at North Carolina State University, Meredith Davis states 

that practice based research and academic research have little in 
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common (Poggenpohl, Sanders and Davis). Thirty-five percent of 

academic researchers are funded by University grants therefore, 

relative to other disciplines, design is not receiving many academic 

grants. Of the thirty-five percent that disseminate their work 

through printed journals, twenty-nine percent disseminate through 

conferences, nineteen percent through online journals, and 

seventeen percent through books. About half of the work is never 

disseminated in an archival form that is accessible in a library. This 

suggests that there is not much interest from the world outside 

academia for design research (Poggenpohl, Sanders and Davis).

In Elizabeth Sanders’s poster (figure 1), Emerging Trends 

In Design Research, she breaks down the different design 

research perspectives and mindsets. She discovered two main 

design research perspectives, Research Led and Design Led. 

Psychologists, anthropologists, sociologists and engineers drive 

the Research Led perspective. Sanders states that a Research Led 

perspective “aspires to being more like science and less like art.ˮ 
The design-led perspective is relatively new. It does not aspire 

to conform to scientific ways of assessing value or relevance. 

(Sanders and Chan)

Figure 1. Elizabeth Sander’s Poster. See End Of Paper For  

Large Version

EMERGING TRENDS IN DESIGN RESEARCHElizabeth B.-N. Sanders, Ph.D.

Peter Kwok Chan, Ph.D.

IASDR07

This sequence of diagrams 

presents a map of the design 

research landscape in 2007. 

This space has been the focus of 

a tremendous amount of 

exploration and rapid growth over 

the last 5 years. It is currently a 

confusing mess of competing and 

complementary approaches that 

share common or related 

goals—to drive, inspire or inform 

the new product and/or service 

development process. 

The map is an attempt to position 

all these approaches into one 

unifying, visual framework so that 

we can stop arguing over which is 

the best approach and begin a 

dialogue about where to play 

during all points along the design 

development process.

Approaches to design research have come from 
a research-led perspective and from a design-led 
perspective. The research-led perspective has the 
longest history and has been driven by applied 
psychologists, anthropologists, sociologists and 
engineers. It aspires to being more like science 
and less like art.
 
The design-led perspective has only recently 
come into view. It does not aspire to conform to 
scientific ways of assessing value or relevance.

The map of design research is also characterized 
by an east/west dimension. The eastern and 
western parts of the landscape are vastly 
different cultures that are built upon radically 
different mindsets. In fact, many people are not 
able to cross from one culture to the other. 

The west side of the map describes a culture 
characterized by an expert mindset. Design 
researchers here are involved with designing 
FOR people. These design researchers consider 
themselves to be the experts and they see and 
refer to the  people as “subjects”, users”, 
“consumers”, etc. 

The east side of the map describes a culture 
characterized by a participatory mindset. Design 
researchers on this side are designing WITH 
people. They see the people as the true experts 
in domains of experience such as living, learning, 
working, etc. Design researchers having a 
participatory mindset respect the expertise of 
the people and see them as co-creators in the 
design process.

The largest and most developed of the areas on 
the map is the user-centered design zone. 
Thousands of people in this zone do design 
research to help make new product and services 
better meet the needs of “users”. They use 
research-led approaches with an expert mindset 
to collect, analyze and interpret data in order to 
develop specifications or principles to guide or 
inform the design development of product and 
services. They also apply their tools and methods 
in the evaluation of concepts and prototypes.

The participatory design zone spreads across both 
research-led and design-led perspectives on the 
eastern side of the map. Participatory design is an 
approach to design that attempts to actively 
involve the people who are being served through 
design in the process to help ensure that the 
designed product/service meets their needs. Its 
origins are generally traced back to work done 
with trade unions in several Scandinavian 
countries in the 1960s and 1970s. Participatory 
design attempts to involve those who will become 
the “users” throughout the design development 
process to the extent that this is possible. The 
participatory mindset reflects the Scandinavian 
way of thinking-—that it is obvious that those who 
will be affected by design be included in the 
design process.

The design and emotion zone is newer, coming 
onto existence in 1999 with the first Design and 
Emotion Conference in Delft. It a global 
phenomenon, with practitioners from all over the 
world contributing to its development.  It is 
design-led and sits on the east-west line of the 
map in that some design researchers practice it 
with an expert mindset and others with a 
participatory mindset. The design and emotion 
zone represents a response to the over-reliance 
on cognitive approaches by the user-centered 
practitioners.

The critical design territory has emerged recently 
in the top left corner. It is design-led, with the 
designer in the role of the expert. The emergence 
of this territory can be interpreted as a reaction 
against the large user-centered zone with its 
overwhelming focus on usability and utility.
Critical design is best understood in the words of 
its originators.

The generative design research territory has been 
growing recently in the top right corner. It is 
design-led and fueled by a participatory mindset. 
Generative design research has been used and 
been found useful across all the design domains, 
although its rate of adoption varies greatly across 
the domains. Generative design research is the 
third broad category of design in addition to 
affirmative design and critical design. Unlike 
affirmative design, generative design does not 
“reinforce how things are now” or “conform to 
cultural, social, technical and economic 
expectation”.  Both critical design and generative 
design aim to generate and promote alternatives 
to the current situation. Critical design evaluates 
the status quo and relies on design experts to 
make things that provoke our understanding of 
the current values people hold. Critical design 
“makes us think”. 

Generative design research, on the other hand, 
focuses on the creation of tools that non-
designers can use to express their dreams (or 
fears) for the future. These expressions inform 
and inspire designers to make things that people 
really need (and at many levels of need). Some 
designers become inspired to make tools that the 
people can use to make their own things. 
Generative design makes us see how things could 
be. It empowers everyday people to generate and 
promote alternatives to the current situation.

The three large areas of activity in the 
user-centered zone come from the applied social 
and behavioral sciences and/or from engineering.
~ Human factors/ergonomics, the study of how 

humans behave physically and psychologically 
in relation to particular environments, 
products, or services (and which borrows from 
physiology, psychology and engineering)

~ Applied ethnography, the qualitative description 
of cultures and cultural practices, which is 
based on observational research (and borrows 
from anthropology) 

~ Usability testing, i.e., measuring how well 
people can use something for its intended 
purpose (and which borrows from cognitive 
psychology and cognitive engineering).

The areas are large because they represent a lot 
of activity. There is some overlap (of people, 
methods, tools, etc.) between the human 
factors/ergonomics zone and the usability testing 
zone, but the applied ethnographers see 
themselves as being quite different from the 
others. There is a lot of disagreement between 
these clusters of “experts”. 

A key characteristic of the participatory design 
territory is the use of physical artifacts as 
thinking tools throughout the participatory
design process, a practice emanating from the 
research-led "Scandinavian" tradition.

Generative tools is the primary bubble in the 
generative design research zone. The name 
“generative tools” refers to the creation of a 
shared design language that designers/
researchers and the stakeholders use to 
communicate visually and directly with each 
other. The design language is generative in the 
sense that with it, people can express an infinite 
number of ideas through a limited set of stimulus 
items. Thus, the generative tools approach is a 
way to fill the fuzzy front end with the ideas, 
dreams and insights of the people who are to be 
served through design. 

There are also two smaller zones within the 
user-centered territory: contextual inquiry and 
lead-user innovation. They are smaller because 
they are not yet supported by professional 
organizations. 

Contextual inquiry is most often used in software 
development. It is interesting to note that the 
contextual inquiry zone has been migrating 
toward the participatory, design-led corner of the 
design research space in the last few years as 
design-led methods such as visioning and 
storyboarding have been added to the 
contextual design repertoire.

Lead-user innovation is a zone that sits on the 
very small overlap between the user-centered 
design and the participatory design zones. This 
approach, introduced by von Hippel, is 
participatory in principle, but it is based upon the 
assumption that only a specific type of user is 
capable of participating. von Hippel’s “lead-
users” are those few who are already innovating 
in the domain. Lead-user innovation is very 
effective for highly specialized domains of 
expertise, but it is not able to address the needs 
and dreams of the large number of “everyday” 
people. 

Probes is a small bubble in the critical design 
zone. Probes are ambiguous stimuli that 
designers send to people who then respond to 
them, providing insights for the design process. 
No attempt is made to understand or to 
empathize with the people probed; the objective 
is design inspiration. 

changes over time in the landscape of design research 
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Elizabeth Sanders identifies two different mindsets in how design 

researchers interact with the intended audience during the design 

process. In the Expert Mindset, design researchers consider 

the intended audience to be the “consumersˮ or “subjectsˮ and 

they are the experts. In the Participatory Mindset, the design 

researchers view the intended audience as experts and allow them 

to participate in the design process as a creator. The Participatory 

Mindset has a team approach with the audience and the designer 

(Sanders and Chan). In the 1960’s and 1970’s Europeans, 

(Scandinavians in particular) began designing computer systems 

with the potential users involved while in the United States they 

had more of an expert mindset. It was not until recently that the 

Americans started to follow the Europeans in involving the users in 

the design process or participatory design. Today the gap in design 

research between the United States and Europe is closing.

What are some methodologies used to conduct design research?

Elizabeth Sanders describes five types of design research. The 

most widely practiced is User-Centered Design and Participatory 

Design. User-Centered Design is the most developed area of design 

research and it uses an Expert Mindset to collect and analyze data. 

Participatory Design uses the Participatory Mindset and attempts to 

involve those who will become the “usersˮ throughout the design 

development process. Smaller areas of design research include 

Design and Emotion, Critical Design, and Generative Design 

research. Design and Emotion has emerged over the past ten 

years. It uses a design-led perspective, meaning it does not strive 

to conform to scientific ways of assessing value or relevance. The 

designer is in the role of the expert. It was developed in response 

to an over reliance on scientific methods. Critical Design is also 

design-led. It emerged as a reaction against a focus on usability 

and utility as in User-Centered Design. Generative Design research 

is design-led with a participatory mindset. Generative Design aims 

to promote alternatives to a current situation rather than reinforce 

how things are now (Sanders and Chan).

There are many methodologies for gathering data for design 

research. Researchers can engage in competitor analysis, 

ethnographic research, marketing research, user testing and/or 

visual exploration. Competitor analysis is the process of evaluating 
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the strengths and weaknesses of organizations’ competitors. 

Competitor analysis requires an in depth understanding of the 

business or organization being evaluated. Profiles are often 

assembled and may include information about the company’s 

history, finances, products markets, facilities, personnel, brand 

position, and marketing strategies (Visocky O’Grady and Visocky 

O’Grady  22). Ethnographic research focuses on the link between 

human behaviors and culture. Focus groups, surveys, literature 

reviews and observational research are all part of ethnographic 

research. Photo ethnography is becoming more common, wherein 

subjects are asked to record their daily experiences with still 

or video cameras (Visocky O’Grady and Visocky O’Grady  26-

34). Marketing research uses basics of sociology that focus 

on the understanding of human behavior and apply it to a 

market-based economy. It is often used to gather information 

such as new product launches, brand equity, effectiveness of 

advertising, leveraging against competitors and consumer decision-

making processes. Further techniques include focus groups, 

psychographics5, survey research, web analytics, demographics6, 

and literature reviews. User testing employs many techniques to 

measure a product’s ability to satisfy the needs of the targeted 

user. Usability labs are often set up with researchers in the control 

room and the subject in the observation room. Included techniques 

are product evaluations, usability testing, user interviews, 

personas, focus groups, observational research, surveys, and 

web analytics (Visocky O’Grady and Visocky O’Grady  36-50). 

Visual exploration is the primary research used by designers for 

solving problems of communication and form. Visual exploration is 

graphic testing of type and image in varying structural forms either 

through traditional paper and pencil sketches, computer rendering, 

models, storyboards, or graphic organizers such as mind maps. 

It includes the techniques of visualization7, color theory, and 

predictions (Visocky O’Grady and Visocky O’Grady  58-62).  

Visocky and Jennifer O’Grady state in their A Designer’s Research 

Manual that the “goal of all design research is to empower the 

designer to make informed decisions and then to provide support 

for their aesthetic rationale.ˮ (Visocky O’Grady and Visocky 

O’Grady  95)

5. Pyschographics:  

creates qualitative data 

on a person’s interests 

and beliefs 

6. Demographicss:  

statistical data used to  

describe a group of 

people. Usually includes: 

age, race, sex, and 

income. 

7. Visualization: 

technique that allows 

designers to create rapid 

prototypes and analyze 

form, concepts, and  

usability. 
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Where is the current state of design research and what will it be in 

the future?

The state of design research varies widely between the 

professional field and the academic field. Research in the 

professional practice is always related to a specific project and 

within a limited time frame. Information gained during design 

research in the professional arena is proprietary and normally is 

not shared outside the client-provider relationship. It employs 

many methods from the social and behavioral sciences as well as 

strategic analyses adapted from business and marketing (Roth 18).

While most other professional disciplines have traditionally 

participated in research in academia, this phenomenon is still 

relatively new to practitioners of design research. There are no 

established universal standards related to process, presentation, 

and evaluation. There are few graduate programs with a focus 

on comprehensive theses rather than design production. Most 

faculties with expertise in research are found in large universities. 

These faculty and their graduate students are employing innovative 

research techniques and generating a growing body of knowledge 

in design and technology. Sadly most of this knowledge is 

not published in journals or distributed beyond the academic 

institutions (Roth 18).  In Sharon Poggenpohl’s speech at the 

2007 AIGA Design Conference in Denver, Colorado, she states, 

“The traditional view of the designer as creative genius or (worse) 

stylist is evolving to a perception of the designer as team member, 

interpreter of complex systems, communicator, and problem-

solver. To some degree, this is due to an increased expectation that 

is necessary to understand characteristics of the “userˮ and the 

broader situated context of use.ˮ (Poggenpohl, Sanders and Davis)

At the 2007 AIGA Design Conference in Denver, Colorado Meredith 

Davis named several trends that argue for more research in design 

during her talk How Does Design Research Impact Design Practice.  

Davis said, “We have a history of designing for the object. We 

have moved to the concept of design for the user in many cases 

but we don’t have a lot of attention in designing for systems. I’m 

not talking about systems in a traditional sense in terms of an 

identity system. We need to respond for the shift of an information 

economy to attention economy. We need to conceive the people 
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we design for as active contributors rather than as customers. We 

need to reconcile the trend towards globalization and the need to 

preserve cultural identity in production. All of these are areas in 

demand for new knowledge and new information.ˮ (Poggenpohl, 

Sanders and Davis).  Davis’s call for involving the intended user 

into the design process falls under the Participatory Mindset 

outlined previously. 

In North America there is little infrastructure to support publication 

of design research. There are few design research conferences in 

North America and no organization to provide easy networking. 

The Design Research Society is one tool available but it is multi-

disciplinary and includes psychology, computer science, industrial 

design, engineering, architecture, and the expressive arts. Very 

little research from the expressive arts area is accepted into the 

published peer-reviewed journals. Poggenpohl believes that multi-

disciplinary approach is necessary but graphic designers and 

communication designers should be included (Poggenpohl, Sanders 

and Davis).

A cross-over of skills required for designers is emerging in design 

research. Magazine designs now require thinking in terms of 

a product. Corporate identity crosses over to systems design. 

Software design is becoming more of a strategy idea than system. 

A new area of design research is in service design, involving 

strategy for how goods and services are used by people. Davis 

encouraged her audience at the AIGA Design Conference to “think 

about things in a broader way.ˮ (Poggenpohl, Sanders and Davis)

There has been a growing acceptance of design as design terms 

rather than as science research or art over the last decade. Design 

research has shown signs of its own culture independent of other 

disciplines (Cross  7). Nigel Cross, Professor of Design Studies and 

Head of the Department of Design and Innovation at the Faculty of 

Technology, The Open University, United Kingdom, feels that the 

challenge for design research is to find a way of conversing about 

design that is both interdisciplinary and disciplined (Cross  8). Cross 

feels that one of the dangers for design research is that researchers 

from other non-design disciplines will force methods that are 

inappropriate to developing an understanding of design (Cross  9-10).
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Elizabeth Sanders stated in her talk at the 2007 AIGA Design 

Conference that “in the future design with be synonymous with 

design research.ˮ The professional and academic world will need a 

hybrid of designers and design researchers. Design education will 

begin focusing more on the purpose and less on the product. “We 

are in a transition from the old disciples – visual communication, 

interior space, product information, information architecture to the 

new disciplines will be based on purpose. They could be design for 

experience, emotion design, interaction design, sustainability, and 

service design.ˮ (Poggenpohl, Sanders and Davis)

Figure 2. Design Research Matrix. See End Of Paper For  

Large Version

Design Research
What is Design Research? Design research is an activity in search of a definition. The range of research methods and applications employed in design education and practice is broad, from the simple process of surveying existing products in the marketplace to the much more complex process of analyzing cultural and cog-

nitive factors associated with new product development and use. Some consider chosing color swatches for a project or a simple case study to be design research while others consider design research to be more scientific in methodologies and user testing. Jennifer Visocky is very liberal in defining 
design research in her book, A Designer’s Research Manual. She would consider collecting a scrapbook about something such as contemporary images of African - Americans to be design research. Susan Roth said in her article, The State of Design Research that “design research is tied to practice 

and is driven by its needs.” Ezio Manzini (professor of industrial design at the Milan Polytechnic) defined design research at the Changing the Change conference in Turin, Italy, July 10-12, 2008 as “an activity that produces knowledge useful for those who design”. 

Metropolis Magazine, Sept. 2005
Survey on Design Research

Anaylzed By Meredith Davis

81% of practicing designers say they engage in research on a regular basis
65% of department chairs in universities say it is a required part of the curriculum.

43% of graphic designers say they and their students would benefit from a unified theory in design but architects in general were 
opposed to this unified theory of design.

81% of the practicing designers that do research fund their own research
70% don’t corroborate with students that is important to their business.

35% of academic researchers are funded by University grants
29% through conferences

19% through online journals
17% through books

There is very little tie between practice based research and 
academic research. We have no consensus on what constitutes 

research and theory in our field. We have little engagement with 
schools with research and practice. More than a 1/3 of the fund-
ing comes from within the institution. We don’t have broadly a 

lot of interest from the outside in the work we do. About half the 
work is never disseminated in an archival form that you can find 

in a library.

Design Research Perspectives Research Led Perspective Design Led Perspective
The research-led perspective has the  longest history and has been driven by applied  psychologists, anthropologists, sociologists and  engineers. It aspires to being more like 

science and less like art. 
The design-led perspective has only recently  come into view. It does not aspire to conform to  scientific ways of 

assessing value or relevance. 

Mindsets Expert Mindset Participatory Mindset
Design researchers are involved with designing FOR people. These design researchers consider themselves to be the experts and they see and refer to the people as “subject”, 

users”, “consumers”, etc.
Design researchers are designing WITH people. They see the people as the true experts in domains of experience 

such as living, learning, working, etc. Design researchers having having a participatory mindset respect the expertise 
of the people and see them as co creators in the design process.

Types of Design Research User Centered Design Participatory Design Design & Emotion Critical Design Generative Design
 The largest and most developed of the 

areas of design research is the user-centered 
design.

Thousands of people in this zone do design 
research to help make new product and 

services  better meet the needs of “users”. 
They use  research-led approaches with an 

expert mindset  to collect, analyze and inter-
pret data in order to  develop specifications 
or principles to guide or  inform the design 
development of product and services. They 
also apply their tools and methods  in the 

evaluation of concepts and prototypes. 

The participatory design zone spreads across both research-led and 
design-led perspectives on the eastern side of the map. Participatory 

design is an approach to design that attempts to actively involve 
the people who are being served through design in the process to 

help ensure that the designed product/service meets their needs. Its 
origins are generally traced back to work done with trade unions in 
serveral Scandinavian countries in the 1960s and 1970s. Participa-
tory design attempts to involve those who will become the “users” 
throughout the design development process to the extent that this 

possible. The participatory mindset refects the Scandinavian way of 
thinking - that it is obvious that those who will be affected by design 

be included in the design process.

The design and emotion area of research is newer, coming onto existence 
in 1999 with the first Design and Emotion Conference in Delft. Its a global 
phenomenon, with practitioners from all over the world contributing to its 

development. It is design-led and sits on the east-west line of the map in that 
some design researchers practice it with an expert mindset and others with a 
participatory mindset. The design and emotion zone represents a response to 
the over-reliance on cognitive approaches by the user-centered practitioners.

The critical design territory has 
emerged recently. It is design-led, 
with the designer in the role of the 
expert. The emergence of this terri-
tory can be interpreted as a reaction 
against the large user-centered zone 

with its overwhelming focus on 
usability and utility. 

Generative design research has been growing recently. 
It is design-led and fueled by a participatory mindset. 
Generative design reserach has been used and been 

found useful across all the design domains, althought 
its rate of adoption varies greatly across the domains. 
Generative design research is the third broad category 
of design in addition to affirmative design and critical 
design. Unlike affirmative design, generative design 
does not “reinforce how things are now” or “confrom 

to cultural, social, technical and economic expecta-
tion”. Both critical design and generative design aim 
to generative and promote alternatives to the current 
situation. Critical design evaluates the status quo and 

relies on design experts to make things that provoke our 
understanding of the current values people hold. Critical 

design “makes us think”.

Lead User Innovation: overlaps between the user-centered design 
and the participatory design zone. The approach, introduced by von 
Hippel, is participatory in principle, but it is based upon the assump-
tion that only a specific type of user is capable of participating. Von 

Hippel’s “lead-user” are those few who are already innovating in the 
domain. Lead-user innovation is very effective for highly specialized 

domains of expertise, but it is not able to address the needs and 
dreams of the large number of “everyday” people.

Probes: is a small bubble in the 
critical design zone. Probes are 

ambiguous stimuli the designers 
send to people who then respond 
to them, providing insights for the 
design process. No attempt is made 
to understand or to empathize with 
the people probed; the objective is 

design inspiration.

Human Factors: study of how humans 
behave physically and psychologically in re-
lation to particular environments, products, 

or services 

Applied Ethnography: the qualitative 
description of cultures and cultural practices, 

which is based on observation research

Usability Testing: measuring how well 
people can use something for its intended 

purpose

3 Modes of Design Research

Sir Christopher Frayling, 1990s
Royal College of Arts’

Research-into-design Research-for-design Research-by-design
includes the traditional historical and aesthetic studies of art and design

How can we study the activity of designing?
What are the methodological conclusions and caveats? What are the

characteristics of designing that have an impact on the choice of
research methods?

the hardest to characterize, as its purpose is to create objects and systems that display 
the results of the research and prove its worth.

What is design ability and how can it be
developed? How can the development of design ability be facilitated by
knowledge contributions from research? What does validation mean in

relation to such knowledge contributions? What are the criteria for
judging the quality of research results? How can we conduct research

that leads to knowledge for design?

project-based, and includes materials research and development.
How can we conduct research by design? Can we

construct knowledge about a phenomenon by designing for it? What is the
nature of that knowledge? What is the role of the artifact in such

knowledge construction processes? What does validation mean in relation
to knowledge constructed by designing? What are the criteria for judging
goodness of research results? What are the epistemological foundations

of exploring possible futures?

What is dialogue?

Webster defines dialogue as an exchange of ideas and opinions 

(Merriam Webster). This is a very surface level definition for 

dialogue. Dialogue researchers and practitioners David Bohm, 

William Isaacs, Martin Buber, and David Yankelovich describe 

dialogue in more detail. The word “dialogueˮ derives from two 

Greek words: dia, meaning “to show throughˮ and logos, signifying 

“wordˮ or “meaningˮ. David Bohm, one of dialogue’s most 

original practitioners, interprets its roots as suggesting words 

and meanings flowing through from one participant to another 

(Yankelovich  41). David Bohm states that the purpose of dialogue 

is not to work towards a goal but rather to simply explore. He 
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encourages subjects to meet without an objective or agenda 

(Bohm  3-7). By meeting without an objective or agenda there is 

an opportunity for something new to happen. William Isaac also 

agrees with Bohm’s description of dialogue. Isaac states “Dialogue 

is a conversation in which people think together in relationship.ˮ 
Dialogue dissolves problems (Isaacs  19).

The intent of dialogue is to reach a new understanding. (Isaacs 19) 

Martin Buber studied dialogue in terms of philosophy and religion. 

Buber’s research describes dialogue as something that happens in 

open, direct, mutual, present communication between at least two 

people who speak spontaneously without withholding or promoting 

an agenda. The purpose of dialogue is not to reach an agreement 

but to reach an understanding. David Yankelovich believes that in a 

true dialogue session you may come to understand someone better 

but not necessarily achieve anymore harmony (Yankelovich 14-15). 

Genuine dialogue moves beyond simply exchanging information to 

a point which attentive listening and overall responding flow back 

and forth (Kramer 33-34).

What are the types of dialogue?

Isaacs breaks dialogue into two sections, reflective and generative. 

Reflective dialogue explores underlying assumptions to get to 

deeper questions. In reflective dialogue people become willing to 

think about the reasons for one’s thoughts and actions. Reflective 

dialogue can turn into generative dialogue. Generative dialogue 

emerges once people let go of their positions and views. Once 

people let go of their position they begin to attend to the flow of 

the conversation (Isaacs 38-41). The idea of collective flow is the 

most desired stage of dialogue. In this stage synchronicities arise. 

People will begin to complete each other’s sentences. Participants 

become more aware in “primacy of the undivided whole that links 

us all.ˮ(Isaacs 279)

Martin Buber discusses two types of relationships, which can 

almost be referred to as two types of consciousness. Ich-Du 

(I-Thou) and Ich-Es (I-It). An I-Thou relationship has the ability 

to produce dialogue with multiple people. It stresses the mutual 

holistic existence of two beings. Buber uses examples of this type 

of dialogue as that being two lovers or two strangers on a train. He 
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also states that the only way to interact with God is through the 

I-Thou relationship (Buber 120). An I-Thou interaction implies that 

people are genuinely open to the concerns of another (Yankelovich 

14-15) . The I-It relationship contains only a regard for one’s 

self. Buber claims that a dialogue cannot occur in this type of 

relationship. An individual treats other people as objects to be 

used and experienced (Buber 120). Kenneth Kramer explains it as 

“In I-It relations, for example, the other (whether a person, text, 

nature, or spirit) is objectified and reduced to the context of the 

observer’s own experience. In I-Thou relationships, on the other 

hand, the other (friend, family, stranger) is invited to meet me 

where I stand, in open, mutual reciprocity.ˮ (Kramer 16) In our 

culture, it is common to distance ourselves from one another, to 

fall easily into the I-It mode (Yankelovich 149).

How does one create dialogue?

Often one has gone through many steps before a conversation 

turns into a dialogue. The process begins by talking to someone 

in a conversation. As he or she participates in a conversation he 

or she processes the information and decides if he or she likes 

it. This is the deliberation step. Now the person has a choice to 

suspend what he thinks by remaining open to new ideas or defend 

his idea with the assumption he is right (Isaacs 37). If he chooses 

to suspend judgment he can then begin to engage in a dialogue. 

If he defends his idea, by Bohm, Isaacs, Buber, and Yankelovich’s 

definitions this would not be a dialogue but a discussion.  

According to Yankelovich the following strategies help 

facilitate a dialogue: 1. Keep dialogue and decision making 

compartmentalized. 2. Clarify assumptions that lead to subculture 

distortions. 3. Bring forth your own assumptions before speculating 

on those of others. 4. Focus on conflicts between value systems, 

not people. 5. Initiate dialogue through a gesture of empathy. 6. 

Minimize the level of mistrust before pursuing practical objectives 

(Yankelovich  57-113).

Three of the four researchers analyzed had opinions on the optimal 

size for a dialogue to take place. David Bohm felt that a group of 

twenty to forty participants is the best for dialogue because it is 

enough people to create a microcosm of the whole society. Twenty 
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to forty people will have many different opinions and assumptions. 

Bohm feels that collective thought is best reached at this number 

of participants (Bohm 13). Martin Buber believes that dialogue 

circles of six to twelve people are the best size (Kramer 37). David 

Yankelovich felt that twelve to thirty people are the best size for 

dialogue (Yankelovich 159). 

What can inhibit dialogue?

There are many behaviors that will inhibit a dialogue from taking 

place. The first is absolute necessity. Absolute necessity refers to a 

topic that an individual believes his solution is the only answer or 

“absolutely necessaryˮ. Once an issue has been given this status 

dialogue cannot take place (Bohm 22). The act of conviction and 

persuasion also inhibits “free flowˮ in dialogue. People often try 

to persuade by sweet talk or to convince by strong talk (Bohm 

27). This permits others from speaking their ideas and limits 

the dialogue. Another habit people have that inhibits dialogue is 

unconscious defending of assumptions or opinions. Many times 

people unconsciously defend their assumptions and opinions 

against evidence that they are not right (Bohm 11). Dialogue is 

not a negotiation device (Yankelovich 14). Sometimes people listen 

from an emotional memory rather than a present moment, which 

greatly inhibits dialogue. This is called listening from disturbance 

(Isaacs 98-99). Isaacs describes a crisis as a “gateway or turning 

pointˮ. Sometimes groups can move past this and revert to a stage 

of politeness but not to dialogue. When the conversation heats up, 

people try negotiating or compromising but often they fail to return 

to a proper dialogue (Isaacs 266).  According to Martin Buber, 

dialogue can be spoken or silent as long as there is no withholding 

or agenda (Kramer 202). Often when two people oppose each 

other in a conversation, others “head for cover and go silentˮ. 
Ideally other people will make counterbalancing moves that are 

respected. This will move the group back into a stage of balance 

and listening (Isaacs 195). 

One of the most common problems in dialogue is an unwillingness 

to make the effort to truly understand what others are trying to 

say. This is called listening without hearing. One useful technique 

for avoiding this problem is for participants to paraphrase what 

they think they heard the other person say (Yankelovich 135-136). 
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Showboating is also very common. Some people’s personality 

places a high value on self- expression. In dialogue one should 

subordinate one’s personality to a certain extent in order to 

empathize with someone else’s point of view. Many people have 

trouble doing this, thus inhibiting the dialogue taking place 

(Yankelovich 139).

How does dialogue differ from other forms of conversation?

In Banathy and Jenlink’s book, Dialogue as a Means of Collective 

Communication, Raymond A. Horn, Jr. discusses four types of 

conversation, which were identified by Patrick M. Jenlink and Alison 

Carr (Jenlink and Carr 31-38). The four types of conversation 

include: discussion, dialectical, dialogue, and design. The most 

common type of conversation is discussion and dialectical. They 

are similar and are characterized by disciplined, logical, and 

emotional, arguments that promote people’s beliefs. This type of 

conversation usually results in alienation of some people (Banathy 

et al.  310-311). Dialectical conversation often makes people feel 

“threatened by anyone who thinks differently from them, and so 

regard it as their responsibility to convert others to their view.ˮ 
(Avers et al. 32)

Dialogue and Design facilitate the development of a shared culture 

(Banathy et al. 310-311). In dialogue, people examine their 

personal assumptions and then suspend them (Bohm 101).  In 

dialogue people are able to be honest and straight with each other. 

They can share content freely and generate a shared consciousness 

(Banathy). The difference between dialogue and design is that 

when engaged in design conversation, the focus is on creating 

something new (Banathy et al. 310-311). Dialogue and Design 

are “generative in that through critique newness and difference 

are welcome. Discussion and dialectical conversation purposefully 

promote one position in opposition to other positions.ˮ(Banathy 

et al. 310-311) Discussion has the root world “concussionˮ which 

means, “to break things up.ˮ (Bohm  7)

William Isaacs’s diagram below (figure 3) further explains how 

dialogue is not the same as other forms of conversation such as 

discussion. As shown in the diagram, all conversations start at the 

same point. It is at the deliberation point that one must choose 
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to suspend or defend their opinions or beliefs. If they chose to 

suspend then the conversation can become a dialogue. If they 

chose to defend their beliefs then the conversation turns into a 

dialectic or debate. Discussion and debate are much different 

from a dialogue. A discussion tends to force people into either/or 

thinking. Debate has no chance of “free flowˮ to develop. Debate 

focuses on trying to overcome others with their views rather than 

to suspend judgment as in dialogue. The roots of the word debate 

literally mean to “beat downˮ (Isaacs 42).

Figure 3. William Isaacs’s Conversation Diagram
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Figure 4. Dialogue Matrix. See End Of Paper For Large Version

David Bohm William Isaacs Martin Buber David Yankelovich
Author Background Information Emeritus Professor of Physics at Birbeck College, University of London 

and Philosopher
Director of the Dialogue Project at MIT and a consultant to major 

corporations, including AT&T and Intel. He claims to be building directly 
on Bohm’s work.

Austrian-Israeli-Jewish philosopher, translator, and educator, whose work 
centered on theistic ideals of religious consciousness, interpersonal rela-
tions, and community. Throughout his career his was a Jewish history 

and eithics professor at Frankfurth University and  the chair of Sociology  
at Hebrew University as well a professor in social philosophy there.

an advisor to large corporations, government agencies, university, and 
communities for over 40 years. His new firm, Viewpoint Learning, Inc., 
teaches organizations how to foster new forms of leadership through 

dialogue. Yankelovich has received many honorary degrees and awards 
including the Helen Dinerman Award from the World Association of 

Publich Research.

Definition of Dialogue a form of free association conducted in groups, with no predefined pur-
pose in mind besides mutual understanding and exploration of human 
thought. The purpose of dialogue should not be to work towards a goal 
but rather to simply explore. Meeting without an objective or agenda is 

done to create a “free space” for something new to happen.

Follows Bohm’s philosophy 
“Dialogue, is about a shared inquiry, a way of thinking and reflecting 
together. It is not something you do to another person. It is something 

you do with people.” - Isaacs
“Dialogue is a conversation in which people think together in relation-

ship.” - Isaacs

happens in open, direct, mutual, present communication (spoken or 
silent) between persons who speak spontaneously without withholding 

or promoting an agenda.

Webster defines the purpose of dialogue as “seeking mutual understand-
ing and harmony. “ In this book, I hew closely to the dictionary definition, 
straying from it in only one respect’ I put less emphasis on harmony than 
the dictionary does because the outcome of dialogue is not always har-

mony. In fact, as a consequence of dialogue you may come to understand 
why you disagree so vehemently with someone else; there will be better 

understanding but not necessarily more harmony. 

Discusses “Free Flow” in Def. yes yes no no

Characteristics of Dialogue Principles of “Bohm Dialogue”  
1.The group agrees that no group-level decisions will be made in the 

conversation. “

2. Each individual agrees to suspend judgement in the conversation. 
(Specifically, if the individual hears an idea he doesn’t like, he does not 

attack that idea.) “

3. As these individuals “suspend judgement” they also simultaneously 
are as honest and transparent as possible. (Specifically, if the individual 
has a “good idea” that he might otherwise hold back from the group be-
cause it is too controversial, he will share that idea in this conversation.)

4. Individuals in the conversation try to build on other individuals’ ideas 
in the conversation. (The group often comes up with ideas that are far 

beyond what any of the individuals thought possible before the conversa-
tion began.)

Four Capacities That Dialogue Requires : 
Voicing -- speaking the truth of one’s perspective

Listening -- without resistance
Respecting -- awareness of the impossibility of fully understanding 

others’ positions
Suspending -- suspension of assumptions, judgment, and certainty

“The intention of dialogue is to reach new understanding and, in doing 
so, to form a totally new basis from which to think and act. We do not 
merely try to reach agreement, we try to create a context from which 

many new agreements might come. “

“Dialogue not only solves problems  it dissolves them. “

After discussing the central I-Thou axis of relationship, Buber delineates 
three behavioral characteristics of participants in genuine dialogue, 
that is directness and wholeness, will and grace, and the presence of 

mutuality.

Directness : immediacy   Wholeness: “choosing” to enter relationship, 
and “being chosen” by one who also chooses to enter relationship. 
Dialogical wholeness, then, involves both “surrender and action.”

Will:  can not will dialogue to take place    Grace:  only through grace 
will dialogue occur, but not grace as in a theological term but grace the 

spontaneously undermined presence of mutuality

Presence of Mutuality:  cannot be activated by will alone

It is a practical, everyday tool accessible to all.

1. Equality and absence of coercive influences.
Practitioners agree that in dialogue all participants must be treated as 
equals. Outside the context of the dialogue, there may be large status 

differences. But in the dialogue itself, equality must reign.

2. Listening with empathy
“Practitioners also agree that a second essential feature of dialogue is 
the ability of participants to respond with unreserved empathy to the 

views of others.”

3. Bringing assumptions into the open
In dialogue, participants are encouraged to examine their own assump-
tions and those of other participants. And once these assumptions are 
in the open, they are not to be dismissed out of hand but considered 

with respect even when participants disagree with them.

Dialogue is Different From Discussion, Lecture, Discourse or Debate Discussion, Lecture, Discourse or Debate
Discussion: tends to force people into either/or thinking. It focuses on 

closure and completion.
Debate: People do not simple raise different views, they try to overcome 

others with their views.

Debate, Discussion, and Deliberation
When any one of three features are absent, it is some other form of talk

1. Equality and absence of coercive influences  
2. Listening with empathy   

3. Bringing assumptions into the open

Minimal Size For Dialogue one person two people

Size Recommendations 20 - 40 people  
“A group of 20-40 people is almost a microcosm of the whole society, 
it has a lot of different opinions and assumptions. In a smaller group 

people place politeness over dialogue and often avoid issues. At around 
40 people the politeness falls away... when you raise the number in the 
group to 20 people you begin to get a “mircroculture. You have enough 

people coming in from different sub-cultures that they are sort of a 
microcosm of the whole culture.  This begins collective thought which is 

more powerful than individual thought.” - Bohm

6 - 12 people
Dialogue circles (of six to twelve persons) in and outisde of class 

settings promote personal conversations about putting dialogue into 
practice and are themselves practice dialogues.

12 - 30
Dialogue is easiest to pull off with small groups of, say, twelve to thirty 

people.

Dialogue Steps Beginning: In the beginning people are generally not ready to go into 
deeper issues in dialogue - they negotiate. “Negotiation is trading off, 

adjusting each other.”  - Bohm

End: “When the meeting is over someone may or may not change his 
opinion. This is part of what I consider dialogue - for people to realize 
what is on each other’s minds without coming to any conclusions or 

judgments. “ - Bohm

“When you begin to talk with someone, you often begin with a 
conversation. You take turns speaking. As you listen and participate, 
some things will strike you as relevant and others as irrelevant. You 
may like some parts of what is being said and not others. You select 

and process information. You deliberate. You weight out what you like 
and do not like. At this point that you face a choice: to suspend what 

you think, relaxing your grip and remaining open, or to defend it with 
the assumption that you are right. Typically it is not a choice you make 

consciously. “ - Isaacs

Strategies for Facilitating Dialogue: 

1.  Keep dialogue and decision making compartmentalized
2. Clarify assumptions that lead to subculture distortions

3. Bring forth your own assumptions before speculating on those of others
4. Focus on conflicts between value systems, not people

5. Initiate dialogue through a gesture of empathy
6. Minimize the level of mistrust before pursuing practical objectives

What is the difference between speech, writing, and netspeak?

This matrix was partially derived from David Crystal’s Language 

and the Internet diagram (Crystal 28). The netspeak section was 

added based on research from his other material. The matrix 

compares writing, speech, and netspeak in terms of time lag, 

deictic expression, grammar and use of vocabulary, for what this 

form of communication is best suited, and opportunity for errors 

and interruptions. 

There are more differences between speech and writing than 

between speech and netspeak or writing and netspeak.  To begin 

with, speech is time-bound, dynamic, and transient and writing is 

space-bound, static, and permanent (Crystal 28). Netspeak is a 

hybrid of the two. With speech the speaker has a specific receiver 

or receivers in mind. In writing, the author is typically distant from 

the reader. He often does not know who the reader will be. Speech 

also has no time lag between production and reception. Speech 

is more spontaneous and speech exchanges happen more rapidly 

than in writing. Writing allows repeated reading and analysis of 

the material before it is delivered to the receiver (Crystal 28). There 

is some time lag in netspeak, usually only a few seconds for chat 
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rooms and instant messaging, but lags can be much longer for blogs 

or social networking sites such as Facebook (www.facebook.com).  

Deictic expressions8 are very common in speech and occasionally 

used in netspeak. Netspeak would utilize deictic expressions if all 

participants were viewing the same visual information. Writing 

seldom uses deictic expressions because of a lack of visual contact 

(Crystal 28).

The grammatical style of communication is much different in 

speech and writing. Grammar is much more informal in speech 

with contractions, slang, and lengthy coordinated sentences being 

common. Writing is generally very formal with certain items of 

vocabulary used in writing that are never spoken, such as the 

longer names of chemical compounds. Written communication also 

uses multiple instances of subordination in the same sentence, 

well-balanced syntactic patterns, and sometimes long multi-page 

sentences as such found in some legal documents (Crystal  28). 

As seen in many chat groups, members develop a shared linguistic 

character in the same chat group similar to a spoken dialect or 

accent. Members will begin to use the same slang, jargon, and 

abbreviations (Crystal 152).

Speech is best suited for situations where casual and unplanned 

discourse is desirable. It is also good at expressing personal 

opinions and social relationships or other settings where non-

verbal cues are needed. Writing is best suited when recording of 

facts or communicating one’s ideas is necessary. Written records 

are also useful in assisting memory or learning (Crystal 28). 

Netspeak is best suited for communication on the World Wide Web 

in particular in emails, chat rooms, blogs, instant messaging, and 

virtual worlds. Netspeak generates records of conversations and 

creates an avenue for unedited writing much like speech. 

Errors cannot be withdrawn once spoken. The speaker must live 

with consequences. Errors are uncommon in writing because they 

can be eliminated in later drafts prior to the reader seeing them. 

Errors can be also be edited and removed in netspeak. In instant 

messaging and chat room environments, errors are more common 

since the communication flows more quickly between participants. 

8. Deictic expressions: 

reference to something 

that is shared in a group 

such as the speaker, the 

time, or a gesture.
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Interruptions and overlapping of audible speech among 

participants are normal in speech while interruptions in writing are 

invisible in the final product (Crystal 28). In instant messaging and 

chat room environments, overlapping of visible speech occasionally 

occur when people begin typing a new thought at the same time 

some else is responding. 

Figure 5. See End Of Paper For Large Version

Speech Writing Netspeak
Definition Speech is time-bound, dynamic, transient. It is part of an interaction in which both participants 

are usually present, and the speaker has a particular addressee (or several addressees) in 
mind.

Writing is space-bound, static, permanent. It is the result of a situation in which the writer 
is usually distant from the reader, and often does not know who the reader is going to be 

(except in a very vague sense, as in poetry).

Netspeak is a hybrid of Speech and Writing. The authors of a detailed study of an asynchro-
nous chatgroup, Davis and Brewer, say that ‘electronic discourse is writing that very often 

reads as if it were being spoken - that is, as if the sender were writing talking’.

Time Lag There is no time-lag between production and reception, unless one is deliberately introduced 
by the recipient (and, thus, is available for further reaction on the part of the speaker).

The spontaneity and speed of most speech exchanges make it difficult to engage in complex 
advance planning. The pressure to think while talking promotes looser construction, repetition 
,rephrasing, and comment clauses (e.g. you know, you see, mind you). Intonation and pause 
divide long utterances into manageable chunks, but sentence boundaries are often unclear.

There is always a time-lag between production and reception. Writers must anticipate its 
effects, as well as the problems posed by having their language read and interpreted by many 

recipients in diverse settings. Writing allows repeated reading and close analysis, and pro-
motes the development of careful organization and compact expression, with often intricate 

sentence through punctuation and layout .

There is some time-lag in Netspeak but can be much less than traditional writing especially 
in chatrooms, virtual worlds, and instant messaging. All lags cause problems, but some are 
much worse than others. A low lag is of the order of 2 - 3 seconds is generally tolerated but 
anything over 10 seconds will certainly generate frustration. The frustration is on both sides 

of the communication chain. From the sender’s point of view ,the right moment to speak may 
be missed, as the point to which the intended contribution related may have scrolled off the 
screen and be fast receding from the group’s command memory. And from the recipient’s 

point of view, the lack of an expected reaction is ambiguous, as there is no way of knowing 
whether the delay is due to transmission problems or to some ‘attitude’ on the sender’s part.

Deictic Expression Because participants are typically in face-to-face interaction, they can rely on such extra lin-
guistic cues as facial expression and gesture to aid meaning (feedback). The lexicon of speech 

is often characteristically vague, using words which refer directly to the situation (deictic 
expressions, such as that one, in here, right now).

Lack of visual contact means that participants cannot rely on context to make their meaning
clear; nor is there any immediate feedback. Most writing therefore avoids the use of deictic

expressions, which are likely to be ambiguous.

There is not any visual contact in Netspeak and users often rely on emoticons or smileys to 
help convey deictic expressions. Users are not able to receive simultaneous feedback since 

the receiver of the message cannot view the message until it appears on his screen. Messages 
cannot overlap. Vocal variations in pitch (intonation), loudness (stress), speed, rhythm, pause, 

and tone of voice also cannot be translated through Netspeak. As with traditional writing, 
there have been somewhat desperate efforts to replace it in the form of an exaggerated 
use of spelling and punctuation, and the use of capitals, spacing, and special symbols for 

emphasis. Examples include repeated letters (aaaaahhh) and repeated punctuation marks (no 
more!!!!, and hey!!!,). 

Grammar / Use of Vocab Many words and constructions are characteristic of (especially informal ) speech, such as 
contracted forms (isn’t, he’s). Lengthy coordinated sentences are normal, and are often of 
considerable complexity. There is nonsense vocabulary (e.g. thingamajig), obscenity, and 

slang, some of which does not appear in writing, or occurs only as graphic euphemism  
(e.g. f ***).

Some words and constructions are characteristic of writing, such as multiple instances of 
subordination in the same sentence, elaborately balanced syntactic patterns, and the long 

(often multi -page) sentences found in some legal documents. Certain items of vocabulary are 
never spoken, such as the longer names of chemical compounds.

Similar to face-to-face conversations members accommodate to each other in chatgroups and  
develop a shared linguistic character - the equivalent of a local dialect or accent. Everyone 
comes to use certain types of grammatical construction, slang, jargon, or abbreviations.

Best Suited For Speech is very suited to social or ‘phatic’ functions, such as passing the time of day, or any 
situation where casual and unplanned discourse is desirable. It is also good at expressing 
social relationships, and personal opinions and attitudes, due to the vast range of nuances 

which can be expressed by the prosody and accompanying non-verbal features.

Writing is very suited to the recording of facts and the communication of ideas, and to tasks 
of memory and learning. Written records are easier to keep and scan, tables demonstrate rela-
tionships between things, notes and lists provide mnemonics, and text can be read at speeds 

which suit a person’s ability to learn .

Netspeak is best suited for communication on the World Wide Web in particular in emails, 
chatrooms, blogs, instant messaging, and virtual worlds. Netspeak generates records of 

conversations and creates an avenue for unedited writing much like speech. 

Errors / Interruptions There is an opportunity to rethink an utterance while the other person is listening (starting 
again, adding a qualification). However, errors, once spoken, cannot be withdrawn; the 

speaker must live with the consequences. Interruptions and overlapping speech are normal 
and highly audible.

Errors and other perceived inadequacies in our writing can be eliminated in later drafts 
without the reader ever knowing they were there. Interruptions, if they have occurred while 

writing, are also invisible in the final product. 

Errors can be edited as the writer sees fit in most World Wide Web applications examples 
being emails, blogs, and general internet pages. Some chatrooms and instant messaging 

services show the receiver the letters as they are typed so like speech they are not able to be 
removed and interruptions are much more present in these applications. 

What is the opinion of dialogue experts on online  

text-based communication?

The Internet is the greatest transformation of human 

communication since the telephone. Online communication is very 

valuable in that it spans space-time boundaries8 and provides 

individuals and groups with opportunities to inquire into and 

develop shared meaning about important issues (Ellinor and 

Gerard 291). The Internet is still largely a text-based affair. Spoken 

language only has a limited presence on the Internet through the 

use of sound clips, songs, films, and video. David Crystal, linguist, 

lecturer, and author/editor of over a hundred books, hypothesizes 

that the “routine use of interactive voice and video dialogues, 

speech synthesis to provide a spoken representation of what is on 

a screen or to give vocal support to a graphic presentation, and 

automatic speech recognition to enable users to interact verbally 

with sitesˮ will become more popular as technology develops 

(Crystal 9).

There are many online conversations that claim they are 

“dialoguesˮ (Ellinor and Gerard  282-283) but most fall short of a 

true dialogue according to dialogue experts. There are significant 

challenges to the manner in which participants “listenˮ in an 

8. Space-time  

Boundaries: boundaries 

which generally restrict 

communication between 

people in different loca-

tions and speaking at 

different times.
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online text-based communication. Participants are accustomed to 

listening in a linear fashion, one speaker at a time. Participants are 

accustomed to cues such as body language, voice tonal changes, 

and facial expression. The human face also represents one of the 

most sophisticated communicative devices. Its ability to provide 

nonverbal visual information is highly important to dialogue (Ellinor 

and Gerard 365). With online text-based communication it is easy 

for the participant to focus on the words on the screen and lose the 

subtle meaning (Ellinor and Gerard 287). Typographic messages 

sent through the computer are unidirectional. When a user sends a 

message to someone, he types it one keystroke at a time but the 

message does not arrive on the receiver’s screen one keystroke at 

a time. The message does not leave the computer to be viewed by 

the other participant until the first participant “sendsˮ it. There is 

no way a recipient can react to the message as it is being typed. 

Messages cannot overlap so recipients are forced to experience a 

waiting period (lag time) before the text appears on their screen 

(Crystal 32). A lag over ten seconds will generate frustrations 

and interrupt the potential for dialogue.  From the sender’s point 

of view, the right moment to speak may be missed and from 

the recipient’s point of view, the lack of an expected reaction is 

ambiguous as there is no way of knowing whether the delayed 

response is due to a transmission problem or the sender’s attitude 

or emotional response (Crystal 34). 

Online text-based communication requires even higher levels of 

intention, especially in attention and reflection, than face-to-face 

conversation (Ellinor and Gerard 291). Listening for collective 

meaning online can be really difficult. Participants tend to get 

too focused on individual contributions. Linda Ellinor, co-founder 

of The Dialogue Group, dialogue workshop facilitator, and author 

recommends taking deep breaths, relaxing your body, and asking 

oneself what themes are within the “river of words” on the screen 

(Ellinor and Gerard 291).  

Online text-based communication can have many benefits. 

Developer of the World Wide Web, Tim Berners-Lee stated, “The 

web is more a social creation than a technical one.ˮ (Crystal ix) It 

can be accessed at anytime and people can say what they want 

without the fear of being silenced through interruption. People can 
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reflect on the conversation without feeling pressured to respond. 

Online text-based communication filters out much of the “noiseˮ of 

face-to-face conversation and people can dispose of rough drafts of 

their comments (Isaacs 390). 

What are the characteristics of dialogue?

Dialogue is a multi-faceted process. Characteristics of dialogue are 

listed below.  

1. The recommended size varies from 6 – 40. Dialogue requires 1 or more   

 people (according to Bohm). Dialogue requires two or more people (according  

 to Buber and Webster).

2. Participants should exchange ideas and opinions.

3. Participants should listen without resistance.

4. Participants should respect others positions.

5. Participants should suspend judgment.

6. The goal should not be to reach a conclusion at the end of dialogue.

7. Participants are encouraged to build on other’s ideas.

8. There is no leader required for dialogue to occur.

9. The ultimate form of dialogue is Generative dialogue. Generative Dialogue leads  

 to collective flow.

10. One cannot will dialogue to take place. One can only provide the elements to   

 facilitate dialogue.

11. In spoken dialogue all participants are usually present.

12. In spoken dialogue there is no time lag between production and reception.

13. In spoken dialogue linguistic cues i.e. facial expression and gesture give feedback.

14. In spoken dialogue the grammar and use of vocabulary is often informal.

15. In spoken dialogue verbal tonalities, pace of speech and pauses are cues for   

 deeper understanding.

16. Participants in face-to-face dialogues do not always speak when they are moved.  

 They may be more likely to participate in a written dialogue. 

17. In written dialogue the writer is usually distant from the reader and often does  

 not know who the reader is going to be.

18. In written dialogue there is always a time lag between production and reception.

19. In written dialogue there is no visual contact so there is no immediate feedback.

20. In written dialogue grammar and use of vocabulary is often formal.

Why is it important to create design research dialogue?

Currently there are very few outlets for design research 

dissemination. There are few academic design research journals 

and even fewer design research conferences worldwide. While 
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some of the knowledge is published in journals and distributed 

beyond academic institution, most is not (Roth 18). Each day 

designers are faced with complicated issues both professionally and 

academically. Dialogue can open doors and spread the knowledge 

gained from design research for the benefit of all. With design 

researchers living all over the world there is little opportunity 

to meet face to face to experience a dialogue as William Isaacs 

described. A dialogue where “people think together in relationshipˮ 
(Isaacs 9) and where “free flow of meaningˮ occurs (Isaacs 395). 

If people were able to engage each other on this level online the 

possibilities it could lead to are endless.  

What are some examples of websites that attempt to create a 

typographic dialogue on the web?

This research explores the benefits of a typographic dialogue 

and what tools are currently available for creating an online type 

dialogue. Live Journal’s (www.livejournal.com) entry posting 

(figure 6) offers basic formatting options: bold, italics, underline, 

color, a few fonts, pictures, and alignment. Kerning or leading 

cannot be adjusted. 

Live Journal’s forums are very similar to others across the web. 

There are no formatting options other than the links changing 

colors. When there are not any formatting options the user often 

uses capitalization, excessive punctuation, and duplication of 

letters to draw out words for emphasizes (example figure 7). The 

post about Michael Jackson shows a good example of this. This 

example is not exhibiting any real emotional clues to the viewer. 
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Figure 6. Live Journal Format Options

Figure 7. Blog posting showing example of feeling expressed 

through typography without formating options  

(www.bestweekever.com)

Chat rooms, continuous discussion on a particular topic in 

organized “roomsˮ on Internet sites (Crystal 11-12), such as 

Talk City (www.talkcity.com) (figure 8) do allow the user to 

show some level of emotion by adding emoticons. Emoticons9 

are “textual configurations that are included in a message to 

lend certain pragmatic or interpersonal effects to what is being 

conveyedˮ. Emoticons generally represent a facial expression 

and are best understood when the viewer tilts his or her head 

9. Emoticon Examples: 

:)    Smile

;)    Wink

:(    Sad

<3  Love

:0   Shocked

:-/  Bored
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to the left (Hutchby 175). Creators of emoticons must rely on 

logical signs instead of drawing on expressive signs that represent 

emotion in humans. As a result, emoticons hold a very limited 

ability to function as substitute for nonverbal cues and show a 

heavy reliance on context, metaphor, and visual language of 

the contemporary Western society. Emoticons should only be 

considered a playful element and not a serious representation 

of the user’s feelings during computer-mediated interactions 

(Anthonijevic). Also emoticons vary widely depending on the 

culture as shown below. 

:)

Western Smile

(*^_^*)

Japanese Smile

Some chat rooms also let the user chose the font color, typeface, 

and bold, or italics attributes. These opinions allow for some user 

expression but do little in advancing the dialogue. 

Figure 8. 
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Twitter (www.twitter.com) (figure 9) is another popular site 

for online communication. It not only greatly limits the level of 

typographic expression but also limits the number of characters to 

140 in a single “tweetˮ. A tweet is a thought published on Twitter. 

In many cases one cannot complete an entire thought in 140 

characters or less. 

Figure 9. Twitter

Chat websites are one of the first online tools that attempt to 

facilitate a dialogue. Chat rooms allow the participants to type 

in real time similar to instant messaging but with potentially 

larger groups of people. The term “real timeˮ in the context of 

this research refers to events simulated by a computer at the 

same speed that they would occur in actual life. The online chat 

website, Meebo (www.meebo.com) (figure 10), allows the user 

enter a Uniform Resource Locator (URL) from your favorite media 

site to add to the chat room. Once the URL is entered either as a 

webpage, video, or image all members of the chat room can view 

the same media on the designated space. With chat groups and 

instant messaging services participants often partake in multiple 

conversations at once. A true dialogue is not possible while 

engaging in multiple conversations at the same time because one’s 

full listening attention is required. 
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Figure 10. Color Choices

Figure 10. Enter URL



    Sub Questions  33

Figure 10. Emoticon Choices

 

What are some examples websites that attempt to create a video 

dialogue on the web?

NBC (www.nbs.com/Heroes/video/viewingparty/) (figure 11) allows 

the user to join or create a viewing partly for a NBC episode. 

There are a limited number of “seatsˮ. According to Martin Buber’s 

research, smaller numbers of participants (six to twelve people) 

is a good setting for dialogue. Too many participants will inhibit 

the collective flow. The viewing party can begin immediately once 

scheduled or at a future time selected. NBC allows the creator 

of the viewing party to limit the number of seats and require a 

password for entrance. 
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Figure 11. Join A Viewing Party or Create A Viewing Party

 

Figure 11. Selecting Other Viewer Parties
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Figure 11. Viewing Party Options

CBS (www.cbs.com/socialroom/) (figure 12) offers a similar service 

called Watch and Chat. The user must first choose a viewing 

room. Once the user joins a viewing room the user can comment 

in real time to the other viewers. Viewers can create a profile so 

the participants can get to know other participants in the viewing 

room. Users can interact with the viewing content by throwing 

digital tomatoes at the screen, shooting a digital love arrow, or 

placing a digital kiss on the screen. The real time dialogue is not 

recorded on either NBC.com or CBS.com. 
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Figure 12. Comments Can Be Made During The Film

An interesting feature found on YouTube10 (www.youtube.com) 

(figure 13) is the method of categorization. YouTube makes 

recommended videos based on other videos the user has chosen 

to view. If the user likes one artist he or she will be recommended 

other videos by the same artist or with the same subject matter. 

Users can also make comments about the video. While comments 

do not create a dialogue in real time they do allow for a discussion 

to take place about the video. 

10. YouTube: website 

where users can upload 

and share their own 

videos.
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Figure 13. Recommends Videos

Figure 13. Displays Related Videos To The One Being Viewed

QVC(www.qvc.com) (figure 14) allows the user to watch a current 

episode on the Internet in real time, as it is being broadcast live on 
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the television. The QVC11 Internet user can type in a question and 

the question may be chosen on live television to be answered. This 

form of exchange is in real time. 

Figure 14. Viewer Can Type A Question To Be Answered On Air

What are some examples of dialogue on the web that combine 

type and video? What tools do they use?

St. Jude’s Cure4Kids website (www.cure4kids.org) (figure 15) has 

many tools that influenced the creation of the designer dialogue 

prototype. Their live conference room allows the user to watch 

with others and participate in live chat. The Seminar section allows 

the user to download a PowerPoint presentation that was recorded 

from a previous lecture. On this site the user does not have to 

own the appropriate software or download any files, he or she 

is viewing the presentation on the main server. Cure4Kids also 

has a live classroom setting where a presenter can speak into a 

microphone and give a PowerPoint presentation in real time. The 

viewers can reply to the presenter by using the microphone or 

11. QVC: traditionally a 

television shopping show 

where viewers could call 

in and order a product 

displayed. Today it also 

includes an online  

shopping website. 
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typing in a question. The presenter also has access to basic tools 

such as text, draw, paint, line, erase etc. This is one of the few 

examples of live dialogue found on the web.

Figure 15. Conference Lobby

Figure 15. Brazil Conference Room And Tools
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Figure 15. Live Classroom. Participants Can Hear Speaker’s Voice 

And See His Screen. Participants Can Type Or Use The Microphone 

To Ask A Question. 

Figure 15. Users Can Download Presentations
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Flickr (www.flickr.com) (figure 16) and Facebook (www.facebook.

com) allow the user to create tags on various parts of the image. 

This is helpful from a design research perspective in that it allows 

the design researcher to make extra notes viewable only when the 

user rolls over the tag. Scribd (www.scribd.com) (figure 17) allows 

the user to view a portable document format (pdf) document 

inside the main website without bringing the user to a separate 

window with Adobe Reader. 

Figure 16. Extra Information Appears When Rolled Over
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Figure 17. PDF Inside Website

PBS’s show Antique Road Show’s website (www.pbs.org/wgbh/

roadshow/archive/200403A33.html) had several tools that 

encourage dialogue and understanding of the information. The 

website (figure 18) allows the viewer to see an item that was 

appraised, watch the previously recorded video of the appraisal 

process and read a transcription of the appraiser’s comments made 

during the video. This website incorporates written, verbal, and 

visual learning for the viewer. PBSengage.com has a PBS Chat 

Series that allows the user to schedule online chats with an expert. 

This website encourages a dialogue in real time. 
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Figure 18. PBS Anique Road Show Website

Figure 18. PBS Achieved Chat
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Typical Instant Messaging devices allow the participants to see 

each unit of text as soon as it is sent and are alerted if the receiver 

is typing a response (Crystal 304). Recently, Instant Messaging 

devices such as iChat (figure 19) and or inside of Gmail’s email 

home page have gone beyond simple type tools for creating a 

discussion. There are also videos and microphones which allow 

face-to-face communication in real time. In both programs only 

four or less videos are allowed to converse at the same time in  

real time. 

Figure 19. iChat Video Chat

Figure 19. iChat Text Chat
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What tools do current text based conversation software 

programs offer? 

WordPress (figure 20) is an open source blog publishing 

application. Movable Type (figure 21) is a weblog publishing 

system that is not open source. Blogger (figure 22) is owned by 

Google and is also a blog publishing application. Both WordPress 

and Blogger are free to use. 

In terms of categorizing past articles all three applications offer 

similar features. The user can search for past articles by clicking on 

a date or month in the Archives section or by choosing one of the 

categories. The look of the website varies in each of the pictures 

below because they utilize different Cascading Style Sheets (CSS) 

which were used to describe the presentation of the blog. Only the 

features of the blog application were analyzed not the look since 

the owner of any of the three blog applications can attach a CSS 

style to change the presentation of the webpage. 

All three programs have comment filtering features. Comment 

filtering is helpful for removing unwanted spam in the comment 

section. All three programs also offer features allowing the blogs 

to be password protected. Movable Type and WordPress also allow 

certain links to be private. Sticky Posts, entries that remain on the 

top of the post while other entries change around it, are available 

with Movable Type and WordPress. 

Figure 20.WordPress Example #1
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Figure 20.WordPress Example #2

Figure 21.Moveable Type Example #1
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Figure 21.Moveable Type Example #2

Figure 22.Blogger Example #1

What tools do current video based conversation software  

programs offer?

Macromedia Breeze is the original version of Acrobat Connect 

Pro. Connect Pro (figure 23) was created for web conferencing 

and eLearning. All parties must have the software in order to 

participate in the web conferencing12. Connect Pro allows the 

participants to speak with a microphone, use screen sharing 

12. Web Conferencing 

Software: used to conduct 

meetings or presentations 

over the Internet
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technology, make notes on a white board, instant messaging, 

create breakout rooms, record the meeting, or create a podcast 

from the recording. While this program offers many great tools 

for a business meeting it does not offer tools that will facilitate 

a dialogue in the academic terms that Isaac and Buber, have 

described. This program only shows the video of the presenter so 

there is not an exchange in visual cues between the participants. If 

the user wants to show approvable he or she can press the cheer 

or applause button. The button does not offer the same effect from 

a dialogue perspective as seeing the person actually applauding. 

Figure 23.Acrobat Connect Pro

Figure 23.Acrobat Connect Pro
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GoToMeeting (figure 24) also requires all of the users to own the 

program in order to participate in the meeting. GoToMeeting does 

not have the classroom training software that Adobe Connect Pro 

has. In order to use voice conferencing all users dial a provided 

phone number and then are charged a long-distance rate 

throughout the meeting. Some features are not available for Mac 

users such as meeting recording. It allows a user to transfer the 

control of the presenter’s keyboard and mouse. Live video is not 

possible with this program. The participants can view the presenter 

or each other. 

Figure 24.GoToMeeting
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Figure 25.Software Matrix See End Of Paper For  

Large Version

Macromedia Breeze - changed 
to Adobe Acrobat Connect Pro

Featuring a simple and intuitive user interface, Breeze 5 provides 
online communications that are easy to access with the ubiquitous 
Flash Player and rival the effectiveness of in-person meetings. Even 

first-time users can instantly realize the incredible value of web commu-
nications by avoiding the expense of travel and communicating more 
effectively. Breeze 5 now takes the lead with market-leading features 
that include Voice over IP, on-demand video, and real-time, multipoint 

video conferencing.

Training professionals can deliver richer, more engaging live and 
self-paced training through a variety of Breeze 5 innovations, including 

multi-course curriculum management, full-screen video, enhanced 
tracking and reporting, and expanded question and quiz types. 

Breeze 5 enables enterprises to extend and integrate web communica-
tions and conferencing, even inside a firewall. IT departments can 
deploy Breeze 5 enterprise-wide without changing existing client 

infrastructure because Flash Player is already deployed on multiple 
platforms, including Windows, Macintosh, and Linux.

With the introduction of a telephone gateway in Breeze 5, organiza-
tions can leverage their existing telephony bridges and realize the 

benefit of choice when considering bridge integration and in-meeting 
call controls. Macromedia and Premiere Global Services have also part-
nered (announced today; see separate release) to provide high-quality, 
integrated telephone audio conferencing in Breeze 5. Users can now ac-
cess flexible conference calling directly within the Breeze meeting room 
and individually control the volume of each caller or mute as needed.

Adobe Acrobat Connect Pro    1.  Instant access — No downloads are required to join meetings.
   2. High impact — A rich interface captures participants’ attention and 

provides an intuitive way to interact.
   3. Live and on-demand — Acrobat Connect Pro is a complete solution 

for both live and on-demand presentations.

Live and on-demand
Sometimes you need to gather people from around the world in a live, 

working session or virtual classroom. Other times, you can let users 
access critical content on their own terms — when and where it’s most 
convenient. Adobe built Acrobat Connect Pro from the ground up to be 
a complete solution, offering you flexibility to deliver rich, engaging 

content in a live or on-demand format. 

Address a variety of Learning Styles
Deploy custom training programs that mix and reuse a variety of train-
ing activities. Create self-paced courses right from Microsoft PowerPoint 

using Adobe® Presenter software. You can also capture screen 
recordings or create interactive simulations using Adobe Captivate® 

software. You can also record an Adobe Acrobat® Connect™ Pro Virtual 
Classroom session and download and edit it for reuse as a self-paced 

course. Curriculums can also include external events, such as manage-
ment assessments.

Edit recordings to streamline content
As the Meeting Manager, you can use intuitive, online tools to create an 
edited version of an archived meeting or Virtual Classroom session. Re-
move unwanted sections of the recording using mark-in and mark-out 
points. The original version remains untouched and can be retrieved in 

its unedited state.

With the Optimize Screen Sharing feature in the Meeting menu, learn-
ers can select “Fast Images” to enable very low bandwidth consumption 
when screen sharing fast-moving multimedia and video. This feature is 

also known as Turbo Screen Sharing.

Annotate over content and blank whiteboards using standard tools 
or your own custom annotation shapes. Save whiteboard overlays in 
persistent Acrobat Connect Pro meeting rooms and add to them in 

future classes.

As the trainer in the virtual classroom, you can hover and click on a 
participant to enable and disable VoIP access. Users can control their 

own individual volume and speaking mode with an easy-to-use menu.

Multiple presenters can conduct behind-the-scenes content preparation, 
whiteboarding, private chat, and layout customization while the class is 
in progress. Participants cannot see any of the windows shared in the 

presenter-only area.

Use standard USB or FireWire webcams for high-quality videoconferenc-
ing, with support for multiple simultaneous video attendees.

Record meeting audio, including integrated teleconferencing and VoIP. 
Capture participant interactions via chat, polling, whiteboarding, and 
rich media. A built-in streaming server can optimize bandwidth for 

individual viewers. Viewers can use the meeting index to navigate to 
the most relevant content quickly, and all content remains interactive 

during playback. 

While online viewing is the most common way to watch a recording, 
you can also provide the option for offline viewing. Simply save your 

recording in the FLV format and then anyone can download the file and 
watch it using any media player that supports FLV, such as Adobe Media 

Player software.

Other Programs Associated With Adobe Connect Pro:
    * Acrobat Connect Pro Server - integrates real-time and on-demand 
communications and provides user administration, tracking, reporting, 

and integrated content management across all Acrobat Connect Pro 
applications through a fully searchable content library.

    * Acrobat Connect Pro Meeting - delivers real-time meetings and 
seminars that participants can access via a web browser with the Adobe 

Flash® Player, enables multiperson video conferencing
  * Adobe Connect Pro Training - Comprehensive curriculum manage-

ment capabilities enable integration of both live and self-paced courses, 
Track user completion and course results

  Other Programs Associated With Adobe Connect Pro Cont.:
    * Adobe Connect Events - manages user registration, qualification, 

notification, automatic e-mail reminders, and tracking for large online 
seminars and presentations

    * Adobe Presenter - Microsoft PowerPoint authoring of narrated, 
self-paced eLearning courses and on-demand presentations. Trainers and 
nontechnical subject-matter experts can use their PowerPoint skills to de-
velop professional-quality eLearning courses complete with voice-overs, 

prerecorded video, interactive simulations, and formal assessments.
    * Adobe Captivate® - enables anyone to rapidly create powerful and 

engaging simulations, software demonstrations, robust quizzes, and 
scenario-based training without programming knowledge or multimedia 

skills. Based on industry-leading Adobe Flash technology,   Using the 
software’s simple point-and-click interface and automated features, 

learning professionals, educators, and business and enterprise users can 
easily record onscreen actions, add eLearning interactions, create com-

plex branching scenarios with feedback options, and include rich media.

What components should the website have to encourage design 

research dialogue and to showcase design educators research? 

After analyzing the matrix developed on design research it was 

necessary to create a list of components needed in order for a 

design researcher to present his or her research. The components 

needed to encompass any design research perspective and mindset 

and any of the design research methodologies. The prototype 

needed to be able to accommodate the following components: 

text, static images, motion images, audio recordings, links, digital 

presentations, video, and charts/graphs. According to the design 

research matrix, tools that allow for these eight components to be 

offered will encompass any design research presented. 
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Conclusion

Created Prototype 

The numbers in parenthesis refer to the numbered characteristics 

in the list on page 27.  

A prototype was needed to understand how design research 

dialogue could be facilitated on the web. Presented here are three 

videos created that demonstrate how the prototype would function 

in facilitating a dialogue for design researchers. The first two 

videos (Tutorial 1 and Tutorial 2) highlight several of the tools and 

explain how they can be used. The third video (Example Dialogue) 

shows an example of how a design research dialogue could interact 

with the tools on the Designer Dialogue website.

The characteristics of dialogue were used as influence in creating 

a prototype that facilitated dialogue. Participants are shown on 

screen in their own live video. This can allow for nonverbal visual 

cues such as body language and facial expression to help aid in 

the communication. Active listening (# 3) is essential for a true 

dialogue to take place. By having nonverbal visual cues available, 

all participants can feel more closely connected and be more able 

to gage if someone is having difficultly understanding the topic. 

In the Designer Dialogue website the videos will be placed in 

the order the participant touches the Talk button. Therefore the 

first to touch the Talk button will be first in line after the current 

speaker. Once a participant has finished speaking he or she is 

moved to the top left position next to the large “speaker videoˮ 
position. This positioning allows participants to view the last 

speaker’s visual response to the current speaker’s words. When 

the person responding is done speaking then the previous speaker 

is moved to the bottom of the video set. Using Martin Buber’s 

size recommendation for dialogues only a maximum of twelve 

participants (# 1) is allowed for a dialogue session and minimum 

number of two participants. 

Even though the prototype is online, the language style chosen 

more closely resembles speech than writing or netspeak. Much 

like passing a “talking stickˮ only one person is allowed to speak 

at a time. This helps facilitate respect (# 4) for others positions 
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by allowing each participant to be heard without interruption and 

also encourages listening without resistance (# 3). Each participant 

can use his or her microphone to speak. When speaking verbal 

communication cues (# 15) such as verbal tonalities, pace of 

speech and pauses generate deeper understanding. Since all 

participants are seeing and hearing each other in real time there is 

no time lag between production and reception (# 12). 

In the Designer Dialogue prototype the speaker’s words are 

transcribed in real time similar to subtitles on a live television 

broadcast. This allows other dialogue participants to hear and 

see what the speaker is saying. By transcribing the speaker’s 

words any confusion caused by the speaker’s accent or dialect 

is avoided and a better dialogue can result. This transcription is 

also achieved below the main stage. The main stage is the area to 

the right of the videos where the group can share images, video, 

text, websites etc. Below this area is an achieved transcription of 

the entire dialogue. Viewers can scroll down at any time to review 

what has been said earlier to eliminate confusion or to elaborate on 

a topic from earlier. 

Two important characteristic of dialogue is to exchange ideas and 

opinions (# 2) and building on other participants ideas (# 7). Both 

of these characteristics are approached in the image gallery and 

main stage area on the right of the videos. Images can be dragged 

from the image gallery onto the main stage to be altered or shared 

with the group. Images can also be dragged from one’s desktop to 

the main stage and then saved in one’s “Your Imagesˮ section. The 

person who is currently speaking is given screen sharing privileges so 

all participants can view the same image or text in the main stage. 

This promotes exchanging or ideas and opinions (# 2 ). A participant 

can alter another participant’s image by selecting the image from 

the “Others’ Imagesˮ section and dragging it onto the main stage. By 

using the tools from the toolbar on the far right to alter the image 

participants are able to build on other participants ideas (# 7). 

Participants who are not currently talking can chose to edit images 

or drag new images to the stage area to view and the image the 

current speaker has on the stage will temporarily disappear for the 

individual’s screen while he or she is editing or viewing a different 

image. Other participants will only view the speaker’s image. 
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One dialogue characteristic that will be difficult to facilitate among 

design researchers is the ability to suspend judgment (# 5). Due 

to the nature of the design business, designers are accustomed 

to the element of critique when presenting. In many cases one 

could argue that designers expect and want to receive criticism on 

their work. Since this element of critique is difficult to be removed 

from a designer’s culture a true dialogue in the academic sense 

will never be achieved. With all other characteristics of dialogue 

accounted for in the development of the prototype, design 

researchers can expect to communicate on a deeper level than 

traditional online communication facilitates. 

Another characteristic of dialogue that is troublesome in the goal 

of dialogue is to reach a conclusion at the end of the dialogue (# 

6). Since one characteristic of a dialogue group is that it is not 

required to have a leader (# 8) then there is no one to direct the 

group into not pursuing a conclusion. A dialogue can take place 

with or without a conclusion at the end but a conclusion should not 

be the intent of the dialogue. 

A final characteristic of dialogue that is problematic is that one 

cannot will dialogue to take place (# 10). One can only provide the 

elements necessary to facilitate dialogue. Dialogue has to happen 

on its own. The ultimate form of dialogue, Generative Dialogue 

where collective flow is experience, is the most difficult to achieve 

and often requires dialogue experts. So in summary, the Designer 

Dialogue prototype (figure 26) could provide all of the elements for 

a design researcher dialogue but it does not guaranteed that a true 

dialogue will take place. 
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Figure 26.Designer Dialogue Prototype

Additional Tools in the Prototype

The research gathered from viewing websites and software that 

facilitate online communication was used in developing the tools 

for the prototype. Two tools the user can employ to add further 

information about an image or section of text. Like popular 

applications such as Facebook (www.facebook.com) or Flickr (www.

flickr.com) this prototype will allow the user to create tags. The 

example below (figure 27) shows a tag that has been previously 

created by the design researcher and it only appears when it is 

rolled over. Similar to track changes in Microsoft Word, the user 

may want to suggest a change to a written piece. 
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Figure 27.Tag Example 

By clicking the bubble button (figure 28) on the toolbar the 

user can make a note to be discussed during the dialogue. This 

button is only available for documents identified as text such as 

a Microsoft Word document (.doc or .docx) or a Rich Text Format 

(.rtf). The example below shows a bubble note pointing to the text 

that mentions cooperative learning. 
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Figure 28.Bubble Example 

There are many other tools available in the toolbar for the user 

to utilize for editing or creating a document to share during a 

dialogue. Many of the tools are used across multiple common 

Image Creating/Editing programs such as Adobe Photoshop, Adobe 

Illustrator, and Microsoft Paint. Using the Selection Tool (black 

arrow) users can make a color change to an image in real time 

(figure 29). The user selects the areas to be changed and selects 

the desired color from the color palette. 
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Figure 29.Select Areas To Be Changed

Figure 29.Color Changed

The user could also type in the red, green, blue (R G B) code of the 

color desired rather than selecting it on the bar or they could use 
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the Eye Dropper Tool to pick up a sample of a color in the image 

and apply it elsewhere in the image. The Selection Tool can also 

be used to adjust the size, shape, or placement of elements within 

the image.  

Using the Type Tool (T) the user can select an area of text to be 

edited with the document in real time. Once the user selects the 

text the Character Palette will appear. The user can employ font 

style, typeface, or point size changes (figure 30). When another 

tool from the toolbar is selected the Character Palette disappears. 

Figure 30.Select Font
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Figure 30. Select Type Size

There are many tools that allow the user to mark on the image. 

The Shape Tool (rectangle) allows the user to draw a rectangle, 

eclipse, oval, and polygon on the image or text etc (figure 31). The 

Paint Brush and Pencil Tool also can be used to make appropriate 

stylized markings on the image. The Eraser Tool appears when the 

Pencil Tool is extended to the right. 
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Figure 31.Draw Rectangle

If an image, paper, video, website, etc. is longer than the standard 

screen length, than the user can use two tools to aid in viewing 

this figure. The Hand Tool operates similarly to the Hand Tool in 

Adobe products such as Adobe Illustrator. The Hand Tool allows the 

user to navigate the potion of the image to be viewed in the top 

portion of the website screen. This tool is especially useful when 

the Magnify Tool (magnifying glass) has zoomed the image in close 

and the user only needs to view a portion of image. 

What is the next step?

The next step towards placing the prototype online is assembling a 

team of experts. The team should include a designer, programmer, 

usability expert, and possibly a psychologist with experience in 

Human Computer Interaction. This team will need to organize 

a series of user tests. Now that a prototype has been created it 

is necessary to pull together example users, preferably those in 

the design research field, to give feedback on the design of the 

prototype. Conducting a Think Aloud Protocol is one of the first 

methods of user testing necessary. A Think Aloud Protocol has 
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potential users speaking aloud their thoughts as they use various 

features on a device. The prototype does not need to be working at 

this point. It can be as simple as a series of screenshots along with 

the videos. This method would provide feedback on the layout of 

the website, tools offered, design style, and overall function of the 

site. Incorporating the user vantage point into the design process 

as early as possible will help catch potential usability mistakes 

before a lot of time and money is invested into the finished product. 

Once the core features of the prototype have been perfected 

additional features can be added to the site. The prototype 

currently has these links: View Calendar, Schedule a Dialogue, and 

View Archived Dialogue. There are no prototype pages for these 

links. A study of information architecture will be necessary in order 

to design the deeper levels within the Designer Dialogue website. 

Wireframing would be a good initial step. Wireframing for the web 

is a basic visual guide that suggests the structure of the website 

and how it relates to its pages. 

Along with conducting usability testing, analyzing the data and 

reworking the prototype, general market research is necessary. 

Market research could facilitate an understanding of how this tool 

could fit into the target market’s day. Will design researchers be 

willing to set aside time in their day for dialogue? What is the best 

method of reaching the target market? Where should advertising 

be placed? Market research will aid in answering these questions. 

The design research field is in need of an online tool that allows 

researcher’s to dialogue. Facilitating dialogue online will create 

a more educated and socially connected design community. The 

Designer Dialogue prototype is the initial phase in a lengthy 

process towards achieving this goal. 

Figures Included At The End Of The Paper

Elizabeth Sander’s poster1. 
Design Research Matrix2. 
Dialogue Matrix3. 
Speech and Writing4. 
Blogs: WordPress, Moveable Type, Blogger5. 
Software: Breeze, Adobe Connect Pro, GotoMeeting6. 
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On Dialogue, David Bohm

Lee Nichol, edited the late David Bohm’s dialogical world view. 

Bohm was one of the greatest physicist and foremost thinkers of 

this century. He was a Fellow of the Royal Society and Emeritus 

Professor of Physics at Birkbeck College, University of London. Lee 

Nichol is a freelance writer and editor, and part of David Bohm’s 

Seminar group. Bohm uses his dialogue mode of communication 

to let people face their thought reflexes and stay with them i.e. 

staying aware while their mind and body undergoes its automatic 

reactions. This book lets the viewer explore ideas on thinking about 

thinking. It does not offer a step-by-step process for developing 

dialogue. 

Dialogue And The Art Of Thinking Together, William Isaacs

William Isaacs is Director of the Dialogue Project at MIT and a 

consultant to major corporations including AT&T and Intel. Isaacs 

applies David Bohm and Peter Senge’s theories to the field of 

organization dialogue. He argues that organizational learning 

cannot take place without successful dialogue. This book has 

practical examples of what to do to create dialogue and what 

happens in high stakes business settings, like labor-management 

negotiations when dialogue is applied. 

A Designer’s Research Manual: Succeed in Design By Knowing 

Your Client and What They Really Need, Visocky O’Grady, Jennifer; 

Visocky O’Grady, Ken

Associate Professor Jennifer Visocky O’Grady is a graduate of 

the Kent State University Visual Communication Design program 

(B.S., & M.F.A.), and has been teaching at Cleveland State since 

the spring of 1999. She is also co-founder and principal of Enspac. 

This book provides a comprehensive manual for designers on what 

design research is, why it is necessary, how to do research, and 

how to apply it to design work. This book is aimed at designers 

and not business strategists, or marketing researchers. It offers a 

clear explanation for those new to design research including helpful 

graphics and relevant international case studies.
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How Does Design Research Impact Design Practice? Sharon 

Poggenpohl and Liz Sanders, moderated by Meredith Davis

Sharon Poggenpohl, professor of design at Hong Kong Polytechnic 

University, Liz Sanders, president of MakeTools LLC, and Meredith 

Davis, director of graduate and PhD programs at North Carolina 

State University, bring their knowledge and design research 

expertise together to attempt to clarify what design research is and 

where it should be heading. They also ask questions such as what 

is the role of design research in university design programs in the 

21st century and how is research different from creative practice? 

They make some interesting points regarding North America’s 

current participation level in design research in comparison to 

Europe, Asia, and Australia. 

http://www.maketools.com/, Emerging Trends In Design Research 

poster, Elizabeth Sanders, Peter Kwok Chan 

Elizabeth B. - N. Sanders, PhD and Peter Kwok Chan, PhD present 

a poster on the Emerging Trends In Design Research. Sanders and 

Chan are from the Department of Industrial, Interior and Visual 

Communication Design at Ohio State University in Columbus Ohio. 

The poster shares in greater detail the changes in the landscape 

of design research over time than the talk, How Does Design 

Research Impact Design Practice, Dr. Sanders gave on October 

12th, 2007 at the AIGA Design Conference in Denver Colorado. The 

map attempts to position all design research approaches into one 

visual framework to create dialogue about what type to use during 

the design development process.

Language and the Internet, David Crystal

David Crystal has written Cambridge Encyclopedia of Language 

and over 40 other books establishing him as a leading authority 

on language. In this book he discusses the idea that the Internet 

is not just a technological revolution but a social one as well. In 

Language and the Internet, Crystal surveys the language used 

in different branches of the Internet including blogging, instant 

messaging and chat groups. He also discusses in depth a new kind 

of communication, which he calls netspeak. 
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Conversation and Technology,  Ian Hutchby

Ian Hutchby is the Chair of Sociology at the University of Leicester. 

His research is on the relationship between language and social 

interaction. This book looks at how structures of discourse function 

in relation to the communicative affordances of a variety of 

technological communications devices.  This book conversation 

analysis with a development of the concept of affordances, 

and applying it to multiple modes of communication including 

telephones, computer screens, video links, text-based expert help 

systems and real-time internet message exchange. It discusses 

how ordinary people actually interact with communication 

technology the telephone and email in particular. 

Dialogue as a Means of Collective Communication, Banathy Bela, 

Patrick Jenlink - editors

This book offers a cross-disciplinary approach to examining 

dialogue as a communicative medium. Lee Nichol and Mario Cayer 

each have written sections of the book that help explain David 

Bohm’s methodologies. Nichol writes about the Three Types of 

Wholeness and Cayer writes about the Five Dimensions of Bohm’s 

Dialogue. Other articles of interest were Patrick M. Jenlink and Bela 

H. Banathy explanation of dialogue and Kathia Castro Laszlo  and 

Alexander Laszio’s The Conditions for a Thriving Conversation.

Design Research: Methods and Perspectives, Brenda Laurel - editor

This book introduces designers to the many research tools that 

can be used to inform design as well as to ideas about how and 

when to use the tools. The chapter authors come from diverse 

institutions and enterprises, including Stanford University, MIT, 

Intel, Maxis, Studio Anybody, Sweden’s HUMlab, and Big Blue Dot. 

The authors give real world examples of some of the tools in use. 

This book organizes its methods and perspectives into four major 

sections: “People,ˮ “formˮ, “Process,ˮ and “Actionsˮ.

Design Research: A Disciplined Conversation, Nigel Cross

Nigel Cross is Professor of Design Studies and head of the 

Department of Design and Innovation at the Faculty of Technology, 

The Open University in United Kingdom. He is also the editor of 

the journal, Design Studies. In this article Cross discusses his 

taxonomy for the field of design research. He states that design 
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research should be divided into three main categories based on 

people, process, and products. This article was written in 1999 and 

states the status of design research or progress of design research 

over the past decade, which would during the 90’s. 

The State of Design Research, Susan Roth

As of 2008, Susan K. Roth is the Dean of Faculty of Design 

at Ontario Art and Design College. This article was written in 

1999 when she was Roth was Associate Dean and Chair of the 

Department of Industrial, Interior and Visual Communication 

Design at Ohio State University in Columbus, Ohio, where she 

co-founded and co-directed the Center for Interdisciplinary 

Studies in Art and Design. In this article Roth, discusses progress 

made in design research in both the professional and academic 

environment. She also attempts to define the difference between 

the terms “design research“ and “design studiesˮ.

Researching Design and Designing Research, Ranulph Glanville

Glanville is a British freelance researcher and theoretician in both 

architecture and cybernetics. He completed a PhD in cybernetics 

at Brunel University in 1975, and obtained a second PhD in Human 

Learning from Brunel in 1988. In this paper, Glanville looks at 

experimental and theoretical research and compares that with 

what is central to the act of design. Glanville states that “the 

purpose of this paper is to construct an argument that gives 

design back its rightful place in research: that is shows research 

to be (restricted) design act, rather than design being inadequate 

research.”

http://www.generativedialogue.org/about/more.html - Generative 

Dialogue Project - More About Generative Dialogic Change

The Generative Dialogue Project began in 2003 with a dual 

purpose: to better understand the role of dialogue in multi-

stakeholder, global social change initiatives; and to build a 

community of dialogue practitioners who would work to develop 

the potential of dialogue for addressing global challenges. This 

particular section of the website explains generative dialogic 

change. It also discusses what is Four Fields of Conversation 

and shows an informative diagram about the Four Fields of 

Conversation.
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I and Thou, Martin Buber

This is the original translation of Martin Buber’s work to English. 

Translated by Ronald Gregor Smith, the book discusses Buber’s 

thesis on dialogical existence. He explains this philosophy using the 

word pairs I - Thou and I - It to categorize modes of being which 

people engaged other people. This translation was very difficult to 

read.

Martin Buber’s I and Thou, Kenneth Paul Kramer

This book acts as a scholarly guide to Martin Buber’s philosophy 

to dialogue. This book has a useful section on Buber’s two 

fundamental dialogues: the I-Thou, and the I-IT. Kramer also 

explains what Martin Buber meant with the term “genuine 

dialogue”. Kenneth Paul Kramer holds a doctorate in religion 

and culture from Temple University and is professor emeritus of 

comparative religious studies at San Jose State University.  

The Magic of Dialogue, Daniel Yankelovich

Yankelovich is an advisor to large corporations, government 

agencies, universities, and communities for over forty years. His 

new firm, Viewpoint Learning Inc, teaches organizations how to 

foster of leadership through dialogue. Yankelovich has received 

many honorary degrees and awards, including the Helen Dinerman 

Award from the World Association of Public Opinion Research. This 

book gives many real life examples on successful and unsuccessful 

attempts at dialogue. The Magic of Dialogue outlines specific 

strategies for creating a dialogue among many players and being 

prepared for the decision making process when the dialogue is 

complete.

Dialogue: Rediscover the Transforming Power Conversation,  

Linda Ellinor and Glenna Gerard

Linda Ellinor and Glenna Gerard are cofounders of The 

Dialogue Group, a consulting firm specializing in interpersonal 

communications, collaborative work processes, community 

building, and leadership. Ellinor is on the adjunct faculty of the 

Center for Creative Leadership and has over 20 years experience 

in consulting, corporate planning, and organization work. Gerard 

is on the affiliate staff of Interaction Associates and has 20 years’ 

experience in business and education, devoting the last 7 years 
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to working with dialogue in a variety of organizational settings. In 

this book Ellinor and Gerard explain why they believe dialogue can 

work and show how it might be integrated into today’s workplace. 

The section on On-Line Conversations discusses some challenges 

of conversation on the Internet versus in a conventional face-to-

face manner.
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This sequence of diagrams 

presents a map of the design 

research landscape in 2007. 

This space has been the focus of 

a tremendous amount of 

exploration and rapid growth over 

the last 5 years. It is currently a 

confusing mess of competing and 

complementary approaches that 

share common or related 

goals—to drive, inspire or inform 

the new product and/or service 

development process. 

The map is an attempt to position 

all these approaches into one 

unifying, visual framework so that 

we can stop arguing over which is 

the best approach and begin a 

dialogue about where to play 

during all points along the design 

development process.

A more complete description of the map can be found in -
Sanders, E.B.-N.  (2006) Design Research in 2006. 
Design Research Quarterly, V.1:1, Design Research Society,  
September 2006.

Approaches to design research have come from 
a research-led perspective and from a design-led 
perspective. The research-led perspective has the 
longest history and has been driven by applied 
psychologists, anthropologists, sociologists and 
engineers. It aspires to being more like science 
and less like art.
 
The design-led perspective has only recently 
come into view. It does not aspire to conform to 
scientific ways of assessing value or relevance.

The map of design research is also characterized 
by an east/west dimension. The eastern and 
western parts of the landscape are vastly 
different cultures that are built upon radically 
different mindsets. In fact, many people are not 
able to cross from one culture to the other. 

The west side of the map describes a culture 
characterized by an expert mindset. Design 
researchers here are involved with designing 
FOR people. These design researchers consider 
themselves to be the experts and they see and 
refer to the  people as “subjects”, users”, 
“consumers”, etc. 

The east side of the map describes a culture 
characterized by a participatory mindset. Design 
researchers on this side are designing WITH 
people. They see the people as the true experts 
in domains of experience such as living, learning, 
working, etc. Design researchers having a 
participatory mindset respect the expertise of 
the people and see them as co-creators in the 
design process.

The largest and most developed of the areas on 
the map is the user-centered design zone. 
Thousands of people in this zone do design 
research to help make new product and services 
better meet the needs of “users”. They use 
research-led approaches with an expert mindset 
to collect, analyze and interpret data in order to 
develop specifications or principles to guide or 
inform the design development of product and 
services. They also apply their tools and methods 
in the evaluation of concepts and prototypes.

The participatory design zone spreads across both 
research-led and design-led perspectives on the 
eastern side of the map. Participatory design is an 
approach to design that attempts to actively 
involve the people who are being served through 
design in the process to help ensure that the 
designed product/service meets their needs. Its 
origins are generally traced back to work done 
with trade unions in several Scandinavian 
countries in the 1960s and 1970s. Participatory 
design attempts to involve those who will become 
the “users” throughout the design development 
process to the extent that this is possible. The 
participatory mindset reflects the Scandinavian 
way of thinking-—that it is obvious that those who 
will be affected by design be included in the 
design process.

The design and emotion zone is newer, coming 
onto existence in 1999 with the first Design and 
Emotion Conference in Delft. It a global 
phenomenon, with practitioners from all over the 
world contributing to its development.  It is 
design-led and sits on the east-west line of the 
map in that some design researchers practice it 
with an expert mindset and others with a 
participatory mindset. The design and emotion 
zone represents a response to the over-reliance 
on cognitive approaches by the user-centered 
practitioners.

The critical design territory has emerged recently 
in the top left corner. It is design-led, with the 
designer in the role of the expert. The emergence 
of this territory can be interpreted as a reaction 
against the large user-centered zone with its 
overwhelming focus on usability and utility.
Critical design is best understood in the words of 
its originators.

Design can be described as falling into two very broad 
categories: affirmative design and critical design. The former 
reinforces how things are now; it conforms to the cultural, social, 
technical and economic expectation. Most design falls into this 
category. The latter rejects how things are now as being the only 
possibility, it provides a critique of the prevailing situation 
through designs that embody alternative social, cultural, 
technical or economic values.... Critical design, or design that 
asks carefully crafted questions and makes us think, is just as 
difficult and just as important as design that solves problems or 
find answers. (Dunne and Raby, 2001, p. 58).

The generative design research territory has been 
growing recently in the top right corner. It is 
design-led and fueled by a participatory mindset. 
Generative design research has been used and 
been found useful across all the design domains, 
although its rate of adoption varies greatly across 
the domains. Generative design research is the 
third broad category of design in addition to 
affirmative design and critical design. Unlike 
affirmative design, generative design does not 
“reinforce how things are now” or “conform to 
cultural, social, technical and economic 
expectation”.  Both critical design and generative 
design aim to generate and promote alternatives 
to the current situation. Critical design evaluates 
the status quo and relies on design experts to 
make things that provoke our understanding of 
the current values people hold. Critical design 
“makes us think”. 

Generative design research, on the other hand, 
focuses on the creation of tools that non-
designers can use to express their dreams (or 
fears) for the future. These expressions inform 
and inspire designers to make things that people 
really need (and at many levels of need). Some 
designers become inspired to make tools that the 
people can use to make their own things. 
Generative design makes us see how things could 
be. It empowers everyday people to generate and 
promote alternatives to the current situation.

The three large areas of activity in the 
user-centered zone come from the applied social 
and behavioral sciences and/or from engineering.
~ Human factors/ergonomics, the study of how 

humans behave physically and psychologically 
in relation to particular environments, 
products, or services (and which borrows from 
physiology, psychology and engineering)

~ Applied ethnography, the qualitative description 
of cultures and cultural practices, which is 
based on observational research (and borrows 
from anthropology) 

~ Usability testing, i.e., measuring how well 
people can use something for its intended 
purpose (and which borrows from cognitive 
psychology and cognitive engineering).

The areas are large because they represent a lot 
of activity. There is some overlap (of people, 
methods, tools, etc.) between the human 
factors/ergonomics zone and the usability testing 
zone, but the applied ethnographers see 
themselves as being quite different from the 
others. There is a lot of disagreement between 
these clusters of “experts”. 

A key characteristic of the participatory design 
territory is the use of physical artifacts as 
thinking tools throughout the participatory
design process, a practice emanating from the 
research-led "Scandinavian" tradition.

Generative tools is the primary bubble in the 
generative design research zone. The name 
“generative tools” refers to the creation of a 
shared design language that designers/
researchers and the stakeholders use to 
communicate visually and directly with each 
other. The design language is generative in the 
sense that with it, people can express an infinite 
number of ideas through a limited set of stimulus 
items. Thus, the generative tools approach is a 
way to fill the fuzzy front end with the ideas, 
dreams and insights of the people who are to be 
served through design. 

There are also two smaller zones within the 
user-centered territory: contextual inquiry and 
lead-user innovation. They are smaller because 
they are not yet supported by professional 
organizations. 

Contextual inquiry is most often used in software 
development. It is interesting to note that the 
contextual inquiry zone has been migrating 
toward the participatory, design-led corner of the 
design research space in the last few years as 
design-led methods such as visioning and 
storyboarding have been added to the 
contextual design repertoire.

Lead-user innovation is a zone that sits on the 
very small overlap between the user-centered 
design and the participatory design zones. This 
approach, introduced by von Hippel, is 
participatory in principle, but it is based upon the 
assumption that only a specific type of user is 
capable of participating. von Hippel’s “lead-
users” are those few who are already innovating 
in the domain. Lead-user innovation is very 
effective for highly specialized domains of 
expertise, but it is not able to address the needs 
and dreams of the large number of “everyday” 
people. 

Probes is a small bubble in the critical design 
zone. Probes are ambiguous stimuli that 
designers send to people who then respond to 
them, providing insights for the design process. 
No attempt is made to understand or to 
empathize with the people probed; the objective 
is design inspiration. 

changes over time in the landscape of design research 
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Design Research
What is Design Research? Design research is an activity in search of a definition. The range of research methods and applications employed in design education and practice is broad, from the simple process of surveying existing products in the marketplace to the much more complex process of analyzing cultural and cog-

nitive factors associated with new product development and use. Some consider chosing color swatches for a project or a simple case study to be design research while others consider design research to be more scientific in methodologies and user testing. Jennifer Visocky is very liberal in defining 
design research in her book, A Designer’s Research Manual. She would consider collecting a scrapbook about something such as contemporary images of African - Americans to be design research. Susan Roth said in her article, The State of Design Research that “design research is tied to practice 

and is driven by its needs.” Ezio Manzini (professor of industrial design at the Milan Polytechnic) defined design research at the Changing the Change conference in Turin, Italy, July 10-12, 2008 as “an activity that produces knowledge useful for those who design”. 

Metropolis Magazine, Sept. 2005
Survey on Design Research

Anaylzed By Meredith Davis

81% of practicing designers say they engage in research on a regular basis
65% of department chairs in universities say it is a required part of the curriculum.

43% of graphic designers say they and their students would benefit from a unified theory in design but architects in general were 
opposed to this unified theory of design.

81% of the practicing designers that do research fund their own research
70% don’t corroborate with students that is important to their business.

35% of academic researchers are funded by University grants
29% through conferences

19% through online journals
17% through books

There is very little tie between practice based research and 
academic research. We have no consensus on what constitutes 

research and theory in our field. We have little engagement with 
schools with research and practice. More than a 1/3 of the fund-
ing comes from within the institution. We don’t have broadly a 

lot of interest from the outside in the work we do. About half the 
work is never disseminated in an archival form that you can find 

in a library.

Design Research Perspectives Research Led Perspective Design Led Perspective
The research-led perspective has the  longest history and has been driven by applied  psychologists, anthropologists, sociologists and  engineers. It aspires to being more like 

science and less like art. 
The design-led perspective has only recently  come into view. It does not aspire to conform to  scientific ways of 

assessing value or relevance. 

Mindsets Expert Mindset Participatory Mindset
Design researchers are involved with designing FOR people. These design researchers consider themselves to be the experts and they see and refer to the people as “subject”, 

users”, “consumers”, etc.
Design researchers are designing WITH people. They see the people as the true experts in domains of experience 

such as living, learning, working, etc. Design researchers having having a participatory mindset respect the expertise 
of the people and see them as co creators in the design process.

Types of Design Research User Centered Design Participatory Design Design & Emotion Critical Design Generative Design
 The largest and most developed of the 

areas of design research is the user-centered 
design.

Thousands of people in this zone do design 
research to help make new product and 

services  better meet the needs of “users”. 
They use  research-led approaches with an 

expert mindset  to collect, analyze and inter-
pret data in order to  develop specifications 
or principles to guide or  inform the design 
development of product and services. They 
also apply their tools and methods  in the 

evaluation of concepts and prototypes. 

The participatory design zone spreads across both research-led and 
design-led perspectives on the eastern side of the map. Participatory 

design is an approach to design that attempts to actively involve 
the people who are being served through design in the process to 

help ensure that the designed product/service meets their needs. Its 
origins are generally traced back to work done with trade unions in 
serveral Scandinavian countries in the 1960s and 1970s. Participa-
tory design attempts to involve those who will become the “users” 
throughout the design development process to the extent that this 

possible. The participatory mindset refects the Scandinavian way of 
thinking - that it is obvious that those who will be affected by design 

be included in the design process.

The design and emotion area of research is newer, coming onto existence 
in 1999 with the first Design and Emotion Conference in Delft. Its a global 
phenomenon, with practitioners from all over the world contributing to its 

development. It is design-led and sits on the east-west line of the map in that 
some design researchers practice it with an expert mindset and others with a 
participatory mindset. The design and emotion zone represents a response to 
the over-reliance on cognitive approaches by the user-centered practitioners.

The critical design territory has 
emerged recently. It is design-led, 
with the designer in the role of the 
expert. The emergence of this terri-
tory can be interpreted as a reaction 
against the large user-centered zone 

with its overwhelming focus on 
usability and utility. 

Generative design research has been growing recently. 
It is design-led and fueled by a participatory mindset. 
Generative design reserach has been used and been 

found useful across all the design domains, althought 
its rate of adoption varies greatly across the domains. 
Generative design research is the third broad category 
of design in addition to affirmative design and critical 
design. Unlike affirmative design, generative design 
does not “reinforce how things are now” or “confrom 

to cultural, social, technical and economic expecta-
tion”. Both critical design and generative design aim 
to generative and promote alternatives to the current 
situation. Critical design evaluates the status quo and 

relies on design experts to make things that provoke our 
understanding of the current values people hold. Critical 

design “makes us think”.

Lead User Innovation: overlaps between the user-centered design 
and the participatory design zone. The approach, introduced by von 
Hippel, is participatory in principle, but it is based upon the assump-
tion that only a specific type of user is capable of participating. Von 

Hippel’s “lead-user” are those few who are already innovating in the 
domain. Lead-user innovation is very effective for highly specialized 

domains of expertise, but it is not able to address the needs and 
dreams of the large number of “everyday” people.

Probes: is a small bubble in the 
critical design zone. Probes are 

ambiguous stimuli the designers 
send to people who then respond 
to them, providing insights for the 
design process. No attempt is made 
to understand or to empathize with 
the people probed; the objective is 

design inspiration.

Human Factors: study of how humans 
behave physically and psychologically in re-
lation to particular environments, products, 

or services 

Applied Ethnography: the qualitative 
description of cultures and cultural practices, 

which is based on observation research

Usability Testing: measuring how well 
people can use something for its intended 

purpose

3 Modes of Design Research

Sir Christopher Frayling, 1990s
Royal College of Arts’

Research-into-design Research-for-design Research-by-design
includes the traditional historical and aesthetic studies of art and design

How can we study the activity of designing?
What are the methodological conclusions and caveats? What are the

characteristics of designing that have an impact on the choice of
research methods?

the hardest to characterize, as its purpose is to create objects and systems that display 
the results of the research and prove its worth.

What is design ability and how can it be
developed? How can the development of design ability be facilitated by
knowledge contributions from research? What does validation mean in

relation to such knowledge contributions? What are the criteria for
judging the quality of research results? How can we conduct research

that leads to knowledge for design?

project-based, and includes materials research and development.
How can we conduct research by design? Can we

construct knowledge about a phenomenon by designing for it? What is the
nature of that knowledge? What is the role of the artifact in such

knowledge construction processes? What does validation mean in relation
to knowledge constructed by designing? What are the criteria for judging
goodness of research results? What are the epistemological foundations

of exploring possible futures?



Areas of Design Research

Nigel Cross

People (Investigation of the Human Ability) Process Product
How People Design

It also relates strongly to considerations of how people learn to design, to studies of 
the development of design ability in individuals and how that development might 

best be nurtured in design education.

Tatctis and Strategies of Designing
A major area of design research is methodology: the study of the processes of design, 

and the development and application of techniques which aid the designer. Much of this 
research revolves around the study of modeling for design purposes.

Design knowledge resides in products themselves: in the forms and materials and finishes which embody design 
attributes. This is certainly true in craft-based design: traditional crafs are based on the knowledge implicit within the 
object itself of how best to shape, make and use it. This is why craft-made products are usually copied very literally 

from one example to the next, from one generation to the next.

Methodologies of Design Research Competitor 
Analysis

Ethnographic  
Research

Marketing Research User  Testing Visual Exploration

the process of evaluating the 
strengths and weaknesses of 

an organization’s com-
petitors. It uses open-source 

intelligence-information 
published in the public 

domain (secondary sources) 
- to determine competitive 

advantages.

Inculded Techniques: lit-
erature review, surveys  and 
questionaires, focus groups

focuses on the link between human behaviors and culture

Considered Subjective: “The researcher’s own cultural background 
and personal history may skew the data.”

Inculded Techniques: photo ethnography, field ethnography, digital 
ethnography, observational research, visual anthroplogy, literature 

review, focus groups, surveys and questionaires

a form of sociology that focuses on the understanding of human behavior 
as it applies to a market-based economy

can be used to gather information such as new product launches, brand 
equity, consumer decision-making processes, the effectiveness of advertis-

ing, and even leveraging against competitors

Inculded Techniques: focus groups, psychographics, survey research, web 
analytics, demographics, literature review

employs a broad range or techniques designed 
to measure a product’s ability to satisfy the 
needs of the end user (accessibility, func-
tionality, ease of use) while also meeting 

project requirements (budget, size, technical 
requirements).

Often usability labs are set up with the user 
in an observation room and researchers in a 

control room.

Inculded Techniques: Product evaluations, 
usability testing, shakeholder interviews, user 

interviews / contextual inquiry, personas, focus 
groups, obervational research, surveys, web 

analytics

Graphic testing of type and image in varying structural forms 
either through traditional paper and pencil sketches or computer 
roughs. It is the primary research used by designers for solving 

problems of form and communication.

Inculded Techniques: visualization, color theory and predictions

Origin of Design Research As early as the 1920s design research was beginning to be praticed.“In his book The New Vision: Fundamentals of Bauhaus Design, Painting, Sculpture, and Architecture, Laszio Moholy-Nagy describes a tactile design problem assigned to second-semester students at the Bauhaus (Germany, 1919-
33_ and the New Bauhaus (Chicago, 1937), where completed projects were user tested on the blind. “  - Jennifer and Ken Visocky O’Grady

Design Research emerged as a recognisable field of study in the 1960s, initially marked by a conference on Design methods at Imperial College, London, in 1962. It led to the founding of the Design Research Society (DRS) in 1966. John Christopher Jones (who initiated the 1962 conference) 
founded a postgraduate Design Research Laboratory at the University of Manchester Institute of Science and Technology, and L. Bruce Archer founded the postgraduate Department of Design Research at the Royal College of Art, London, becoming the first Professor of Design Research. 

Some of the origins of design methods and design research lay in the emergence after the 2nd World War of operational research methods and management decision-making techniques, the development of creativity techniques in the 1950s, and the beginnings of computer programs for problem 
solving in the 1960s. A statement by Bruce Archer (1965) encapsulated what was going on: ‘The most fundamental challenge to conventional ideas on design has been the growing advocacy of systematic methods of problem solving, borrowed from computer techniques and management theory, 

for the assessment of design problems and the development of design solutions.’ Herbert Simon (1969) established the foundations for ‘a science of design’, which would be ‘a body of intellectually tough, analytic, partly formalizable, partly empirical, teachable doctrine about the design process.’

Advancements over the past 20 yrs There has been a growing awareness of the intrinsic strengths and appropriateness of design thinking within its own context. There has been a growing acceptance of design on its own terms, a growing acknowledgment and articulation of design as a discipline in its own right. We have come to 
realize that we do not have to turn design into an imitation of science, nor do we have to treat design as a mysterious ineffable art. We recognize that design has its own distinct intellectual culture; its own designerly “things to know, ways of knowing them, and ways of finding out about them.”

The State of Design Research Professional Academic
Research in professional practice employs multiple methods and approaches including those derived from the social and behav-
ioral sciences, as well as strategic analyses adapted from business and marketing. The degree to which research plays a role in 
the design process depends on the size and scope of the design organization and its capabilities, it is always related to a specific 

project and conducted within a limited time frame. Information derived from this research is proprietary, and normally is not 
circulated outside the client-provider relationship

In the academic environment, design research is becoming more common, but the number of graduate programs with a focus on structured methods and com-
prehensive theses rather than design production remains relatively small. While other professional disciplines have a tradition of advanced research in academia, 

design research is a more recent phenomenon. It has yet to establish universal standards related to process, presentation, and evaluation. Faculty with expertise in 
research are found primarily at large universities and together with graduate students, they are generating a growing body of knowledge, employing innovative 

research techniques and focusing on current issues, especially those related to technology and design. Based on this virtual network of research studies taking place 
in design programs around the world, new knowledge is being produced. Unfortunately, while some of this knowledge is published in journals and distributed 

beyond academic institutions, most is not.”

Trends For More Design Research We have a history of designing for the object. We have moved to the concept of design for the user in many cases but we don’t have a lot of attention in designing for systems. I’m not talking about systems in a traditional sense in terms of an identity system. We need to respond for the shift of an 
information economy to attention economy. We need to reconceive the people we design for as active contributors rather than as customers. We need to reconcile the trend towards globalization and the need to preserve cultural identity in production. - Meredith Davis

Future of Design Research In the future design will be synonymous with design research. You will need a hybrid of designers and design researchers. Codesign teams will expand even further to include all of the relative stakeholders. We’ll need to understand collective forms of creativity. We’ll need tools, methods for 
researchers designing at the collective level.  The design research landscape will continue to grow, shift, move, and be populated and will also change in virtual dimensions. The map will grow in space and in time as well. The thought in design education will shift from a focus on the product of 
design to a focus of the purpose. We are in a transition from the old disciples - visual communication, interior space, product information, information architecture to the new disciples will be based on the purpose. They could be design for experience, emotion design, interaction design, sustain-

ability, service design. - Liz Sanders
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Definition of Dialogue a form of free association conducted in groups, with no predefined pur-
pose in mind besides mutual understanding and exploration of human 
thought. The purpose of dialogue should not be to work towards a goal 
but rather to simply explore. Meeting without an objective or agenda is 

done to create a “free space” for something new to happen.

Follows Bohm’s philosophy 
“Dialogue, is about a shared inquiry, a way of thinking and reflecting 
together. It is not something you do to another person. It is something 

you do with people.” - Isaacs
“Dialogue is a conversation in which people think together in relation-

ship.” - Isaacs

happens in open, direct, mutual, present communication (spoken or 
silent) between persons who speak spontaneously without withholding 

or promoting an agenda.

Webster defines the purpose of dialogue as “seeking mutual understand-
ing and harmony. “ In this book, I hew closely to the dictionary definition, 
straying from it in only one respect’ I put less emphasis on harmony than 
the dictionary does because the outcome of dialogue is not always har-

mony. In fact, as a consequence of dialogue you may come to understand 
why you disagree so vehemently with someone else; there will be better 

understanding but not necessarily more harmony. 

Discusses “Free Flow” in Def. yes yes no no

Characteristics of Dialogue Principles of “Bohm Dialogue”  
1.The group agrees that no group-level decisions will be made in the 

conversation. “

2. Each individual agrees to suspend judgement in the conversation. 
(Specifically, if the individual hears an idea he doesn’t like, he does not 

attack that idea.) “

3. As these individuals “suspend judgement” they also simultaneously 
are as honest and transparent as possible. (Specifically, if the individual 
has a “good idea” that he might otherwise hold back from the group be-
cause it is too controversial, he will share that idea in this conversation.)

4. Individuals in the conversation try to build on other individuals’ ideas 
in the conversation. (The group often comes up with ideas that are far 

beyond what any of the individuals thought possible before the conversa-
tion began.)

Four Capacities That Dialogue Requires : 
Voicing -- speaking the truth of one’s perspective

Listening -- without resistance
Respecting -- awareness of the impossibility of fully understanding 

others’ positions
Suspending -- suspension of assumptions, judgment, and certainty

“The intention of dialogue is to reach new understanding and, in doing 
so, to form a totally new basis from which to think and act. We do not 
merely try to reach agreement, we try to create a context from which 

many new agreements might come. “

“Dialogue not only solves problems  it dissolves them. “

After discussing the central I-Thou axis of relationship, Buber delineates 
three behavioral characteristics of participants in genuine dialogue, 
that is directness and wholeness, will and grace, and the presence of 

mutuality.

Directness : immediacy   Wholeness: “choosing” to enter relationship, 
and “being chosen” by one who also chooses to enter relationship. 
Dialogical wholeness, then, involves both “surrender and action.”

Will:  can not will dialogue to take place    Grace:  only through grace 
will dialogue occur, but not grace as in a theological term but grace the 

spontaneously undermined presence of mutuality

Presence of Mutuality:  cannot be activated by will alone

It is a practical, everyday tool accessible to all.

1. Equality and absence of coercive influences.
Practitioners agree that in dialogue all participants must be treated as 
equals. Outside the context of the dialogue, there may be large status 

differences. But in the dialogue itself, equality must reign.

2. Listening with empathy
“Practitioners also agree that a second essential feature of dialogue is 
the ability of participants to respond with unreserved empathy to the 

views of others.”

3. Bringing assumptions into the open
In dialogue, participants are encouraged to examine their own assump-
tions and those of other participants. And once these assumptions are 
in the open, they are not to be dismissed out of hand but considered 

with respect even when participants disagree with them.

Dialogue is Different From Discussion, Lecture, Discourse or Debate Discussion, Lecture, Discourse or Debate
Discussion: tends to force people into either/or thinking. It focuses on 

closure and completion.
Debate: People do not simple raise different views, they try to overcome 

others with their views.

Debate, Discussion, and Deliberation
When any one of three features are absent, it is some other form of talk

1. Equality and absence of coercive influences  
2. Listening with empathy   

3. Bringing assumptions into the open

Minimal Size For Dialogue one person two people

Size Recommendations 20 - 40 people  
“A group of 20-40 people is almost a microcosm of the whole society, 
it has a lot of different opinions and assumptions. In a smaller group 

people place politeness over dialogue and often avoid issues. At around 
40 people the politeness falls away... when you raise the number in the 
group to 20 people you begin to get a “mircroculture. You have enough 

people coming in from different sub-cultures that they are sort of a 
microcosm of the whole culture.  This begins collective thought which is 

more powerful than individual thought.” - Bohm

6 - 12 people
Dialogue circles (of six to twelve persons) in and outisde of class 

settings promote personal conversations about putting dialogue into 
practice and are themselves practice dialogues.

12 - 30
Dialogue is easiest to pull off with small groups of, say, twelve to thirty 

people.

Dialogue Steps Beginning: In the beginning people are generally not ready to go into 
deeper issues in dialogue - they negotiate. “Negotiation is trading off, 

adjusting each other.”  - Bohm

End: “When the meeting is over someone may or may not change his 
opinion. This is part of what I consider dialogue - for people to realize 
what is on each other’s minds without coming to any conclusions or 

judgments. “ - Bohm

“When you begin to talk with someone, you often begin with a 
conversation. You take turns speaking. As you listen and participate, 
some things will strike you as relevant and others as irrelevant. You 
may like some parts of what is being said and not others. You select 

and process information. You deliberate. You weight out what you like 
and do not like. At this point that you face a choice: to suspend what 

you think, relaxing your grip and remaining open, or to defend it with 
the assumption that you are right. Typically it is not a choice you make 

consciously. “ - Isaacs

Strategies for Facilitating Dialogue: 

1.  Keep dialogue and decision making compartmentalized
2. Clarify assumptions that lead to subculture distortions

3. Bring forth your own assumptions before speculating on those of others
4. Focus on conflicts between value systems, not people

5. Initiate dialogue through a gesture of empathy
6. Minimize the level of mistrust before pursuing practical objectives



Dialogue Inhibitors Absolute Necessity: Cannot negotiate the issue or adjust it once it is 
deemed “absolutely  

necessary”. Believing that something is “absolutely necessary overrides 
instincts.

 
Conviction and Persuasion: People sometimes try to persuade by sweet 
talk or to convince by strong talk. This inhibits “free flow” in dialogue.

Unconscious Defending of Assumptions/Opinions: “They may not real-
ize it, but they have some tendency to defend their assumptions and 
opinions reactively against evidence that they are not right, or simply 
a similar tendency to defend them against somebody who has another 
opinion. - this unconscious defending prevents dialogue from taking 

place. “ - Bohm

Listening from Disturbance: listening from an emotional memory 
rather than from the present moment.

Crisis: “Unfortunately, many groups never get beyond this point. Things 
heat up, people try negotiating, compromise or unilateral control, but 

they fail to move collectively into the space of reflection. Eventually, they 
recycle back into politeness, because it is the only other alternative that 

they know.” - Isaacs

Listening Without Hearing - One of the most common potholes is an 
unwillingness to make an extra effort to understand others when they 

are not wholly articulate. Actually hearing what other people are trying 
to say, as opposed to reacting to their literal words, is the the exception 
rather than the rule. Suggestion: One useful technique for avoiding this 
pothole is for participants to paraphrase to paraphrase what they think 

they heard the other person say. 
Showboating -We live in an era that places a high value on self-

expression. Unhappily, doing dialogue can conflict with these urges: 
subordinating one’s personality to a certain extent is needed to 

empathize fully with someone else’s point of view. And this is not 
always easy to do. Suggestion: If one knows in advance that certain 

participants have a tendency to showboat , it is advisable to add extra 
time for the dialogue. 

Difficulties in Dialogue People adopt different roles - dominant or weak. Those “roles” inter-
fere with operation of dialogue. There is a lot of pressure to get your 
point across if you are a “talker” and a lot of pressure to speak up if 

you are not a “talker” - Bohm

“When people have massive differences not only of perspective, but 
also world view and identity, it can be a major task event to define 

what the central problems are in these cases.” - Isaacs

it is important to note that Buber possesses a tremendous respect for 
the dignity of the human person. He believes that truth, meaning, and 
redemption are found in solidarity with other people. For a genuine 

meeting to occur there must be unconditional trust, a willingness to be 
vulnerable to the other. This is often difficult to achieve.

At times, violence, hate, and mistrust can prove stronger than the mo-
tivation to find common ground (as shown by, for example, Serbs and 
Albanians, Turks and Armenians, Arabs and Israelis). Or differences in 
interests can pose massive obstacles to dialogue. But the most frequent 

reason that dialogue fails is simply that it is not done well. Doing 
dialogue takes special skills that most Americans do not yet possess.

Types of Dialogue Reflective Dialogue:  Explores underlying causes, rules, and assump-
tions to get to deeper questions and framing of problems.

“Reflective Dialogue helps people become willing to think about the 
rules underlying what you do - the reasons for your thoughts and 

actions. You learn to see more clearly what you have taken for granted. 
Reflective dialogue can then give rise to generative dialogue.”

Generative Dialogue: Invents unprecedented possibilities and new 
insights; produces a  

collective flow.
“Generative Dialogue emerges as people let go of their positions and 

views. They found themselves attending simply to the flow of conversa-
tion, a flow that enveloped us and lifted us to a new level of shared 

understanding about dialogue.”

Ich-Du (“I-Thou” or “I-You”):  refers to the primacy of the direct or im-
mediate encounter which occurs between a human person and another 

being. This other being might be another person, another living or 
inanimate thing, or even God, which is the Eternal Thou.  It is a highly 
personal form of reaching out to others and opening oneself to them. 

Barriers vanish. Not separated by status, social propriety, self-conscious-
ness, one-upmanship, indifference, aloofness, self-protectiveness, or 

well-meaning good manners. 

Ich-Es (“I-It”): impersonal, more remote, more objectifying. I-It 
knowledge, or subject-object knowing, contains nothing other than 

socially conditioned categories of self-thought. distance people. In our 
culture, we tend to depersonalize people, to distance ourselves from 

one another, to fall all too easily into the I-It mode.

General Notes on Dialogue “Dialogue should work without a leader or agenda. This often causes a 
great deal of anxiety and the group doesn’t know what to do.” - Bohm

“Frequently you find that the dialogue continues and the group 
changes. Some people leave and others join.” - Bohm

“Evidently then, what is crucial is to be aware of the nature of one’s 
own “blocks.” If one is alert and attentive, he can see for example that 
whenever certain questions arise, there are fleeting sensations of fear, 

which push him away from consideration of these questions, and of 
pleasure, which attract his thoughts and cause them to be occupied with 

other questions. So one is able to keep away from whatever it is that 
he thinks may disturb him. And as a result , he can be subtly defending 

his own ideas, when he supposes that he is really listening to what 
other people have to say.” - Bohm

“Instead of good answers, we need good questions. The power of 
dialogue emerges in the cultivation, in ourselves, as well as in others, 

of questions for which we not have answers.”
“Finding good questions is not always easy. What immediately comes 

to mind is not always relevant.” - Isaacs

“Dialogue becomes genuine when each of the participants is fully 
present to the other or others, openly attentive to all voices, and willing 

to be nonjudgmental. Dialogue becomes technical when the need to 
understand something, or gain information, is the focal point of the 

exchange. Dialogue becomes in fact monologue when one participant 
is only interested in imposing his or her point of view to the exclusion 
of all other views. Lacking real otherness, monologue eliminates the 
possibility of being surprised. Practically speaking, these distinction 
significantly affect human behvior. Genuine dialogue moves beyond 

the exchange of information content, beyond simultaneous or dueling 
monologues, to an immediate, direct engaging and being engaged in 

which attentive listening and inclusive responding flow back and forth.”

“Consequently, genuine dialgoue is not possible without mutual engage-
ment. Buber recognized that “mutuality” occurs in “real” conversations in 
brief moments where people, as it wear, “happen” to and for each other. “

Strategy - Keep dialogue and decision making compartmentalized.

Even when the sole purpose of a dialogue is to reach a decision, the 
dialogue part of the process should preceded the decision -making part. 

The line of demarcation between the two may be formal or informal, 
clear or vague, short or long. But the two must be kept separate or 

they will undermine each other. Most decisions do not, in fact , require 
dialogue because a high level of mutual understanding among the 

decision makers is not usually needed. But for truly difficult decision, 
the act of seeking mutual understanding through dialogue should come 
before all of the practical constraints and clash of interests involved in 

practical decision making are brought to bear.

Basic Message If your views are correct, they do not need an aggressive defense; if 
they are incorrect they do not deserve an aggressive defense. Once this 

is realized dialogue can happen. 

Dialogue is conversation that encourages collective observation and 
thought, enabling groups to think beyond their members’ individual 

limitations.

“Reading through I and Thou, it thus becomes clear that Buber’s 
dialogical stand is inseparable from his view that God not only can 

be glimpsed in genuine dialogue, but also reaches out to humans by 
penetrating the realm of the between. Here, we recall that the society 
to which Buber spoke was more homogeneous (and, arguably, hege-
monic)than ours. The religious traditions that inform I and Thou are 
mainly Jewish and Christian, and the primary audience for the book 
practiced those faiths. Nevertheless, in a multicultural society Buber’s 

dialogical life stand can still beneficially be practiced in either religious 
or humanistic contexts.”

“Dialogue turns out to be highly specialized form of discussion that 
imposes a rigorous discipline on the participants. If they fail to observe 
the discipline, they still derive the benefits of ordinary discussion, but 
they lose the benefits of successful dialogue. On the other hand, when 

dialogue is done skillfully, the results can be extraordinary: long-standing 
stereotypes dissolved, mistrust overcome, mutual understanding 

achieved, visions shaped and grounded in shared purpose, people previ-
ously at odds with one another aligned on objectives and strategies, new 

common ground discovered new perspectives and insight gained, new 
levels of creativity stimulated, and bonds of community strengthened.”



Dialogue as Conversation Dialogue as Inquiry Dialogue as Creating Shared 
Meaning

Dialogue as Participatory  
Process

Dialogue as Collective  
Meditation

The Five Dimensions of 
Bohm’s Dialogue  

Mario Cayer

To talk together without agenda;
To listen to the other,

Respect, empathy, care, receptivity and solicitude
To understand the experience of the other

Intentionality
Interpersonal reasoning 

Reciprocity

Collective inquiry into beliefs and feelings;
Inquiry into the content and the process;

Requires openness and courage;
The art of questioning;
Raising consciousness;

Reflexivity
Unlearning in order to learn

Flow of meaning circulating around and through the 
participants;

Diversity in points of view;
Shared content of consciousness;

Meaning is a form of being;
Participation in shaping nature’s evolution

Accepting the risk of being transformed
Suspension of judgment;
A form of socio-therapy

No hierarchy, empowerment;
A way of looking at the world;
A new form of consciousness;

Embeddedness in the wholeness’
Perception of our interconnectedness;

Less attachment to conceptual language;
The very being of each thing arises in participation

Acceptance of present moment reality without attempting to 
change people, behaviors, situations, etc;

The cultivation of attention;
A form of subtle intelligence beyond the duality observer/

observed;
Attention directed toward the thought process individually 

and collectively;
Social creativity and “enlightenment;

Discussion Dialectical Dialogue Design
Four Types of Conversation

Raymond A. Horn, Jr

characterized by disciplined, logical, and emotional,  arguments 
used to promote ideologies and beliefs

results in a polarization or alienation of some people

Discussion and dialectical also known as debate are combative 
and conflictual types of conversation. 

characterized by disciplined, logical, and emotional,  arguments 
used to promote ideologies and beliefs

results in a polarization or alienation of some people

Discussion and dialectical also known as debate are combative 
and conflictual types of conversation. 

People who engage in dialectical conversation “are threatened 
by anyone who thinks differently from them, and so regard it as 

their responsibility to convert others to their view” .

facilitate the development of a “oneness” - a shared culture 
sustained by morally committed people.

In dialogue, people examine their personal assumptions and then 
suspend them; thus opening new spaces where new meanings can 

be constructed

In the dialogue event people are able to be honest and straight 
with each other, they level with each other, and they share 

content freely.

Dialogue requires a respect for other views and recognition that 
the intended outcome is the development of community.

facilitate the development of a “oneness” - a shared culture 
sustained by morally committed people.

The distinction between dialogue and design is that when en-
gaged in design conversation, people focus on creating something 
new. When engaged in creating change through design conversa-

tion, the participants are committed “to change of the system 
rather than change within the system”

Design conversation would lead to something new; not just a 
reshuffling of parts resulting in the same outcomes.

Summary Discussion and dialectical conversation purposefully promote one position in opposition to other positions. Dialogue and design are generative in that through critique newness and difference are welcomed.

Self Image or Ego The Body Meaning
Three Aspects of Wholeness

Lee Nichol
Based on Bohm’s Theory

Ego is not necessarily a chest--beating, get-out-of-my-way-I’m-the-best-in-the-world mentality. 
Rather, basic ego, or self-image, is simple the sense that wherever I do, whatever I think, there 
is a portable “me” that is always there-the very one who goes, does, and thinks. This sense of 
“me” as essential and indispensable interior entity seems to form the basis for our existence 

in the world; all aspects of experience are felt to flow from it, and refer back to it.”

As a complement to the initial emphasis on “thinking through” the nature of the self-world 
view and its assumptive process, Bohm proposes that we use the body as a course of immedi-

ate, concrete feedback for our inquiry. 

Bohm sees the body as indispensable component in deepening our understanding of both ego 
and dialogue.

A change of meaning is a change of being.” Increasingly in his latter years Bohm was fond of 
broaching and contemplating this statement. It is an enigmatic statement, not least because 
of words meaning and being are notoriously difficult to define. If asked to define them, we 

may come up short for a verbal definition, yet still have an intuitive sense that we know what 
they mean, a kind of feeling for what they actually refer to in our experience. At the very 

least, “meaning” seems to suggest something of value or significance-people, places, events, 
or ideas that are in some way important in our lives. And at the very least, “being” seems to 

point to our actual existence, our sense of presence and vitality.



Speech Writing Netspeak
Definition Speech is time-bound, dynamic, transient. It is part of an interaction in which both participants 

are usually present, and the speaker has a particular addressee (or several addressees) in 
mind.

Writing is space-bound, static, permanent. It is the result of a situation in which the writer 
is usually distant from the reader, and often does not know who the reader is going to be 

(except in a very vague sense, as in poetry).

Netspeak is a hybrid of Speech and Writing. The authors of a detailed study of an asynchro-
nous chatgroup, Davis and Brewer, say that ‘electronic discourse is writing that very often 

reads as if it were being spoken - that is, as if the sender were writing talking’.

Time Lag There is no time-lag between production and reception, unless one is deliberately introduced 
by the recipient (and, thus, is available for further reaction on the part of the speaker).

The spontaneity and speed of most speech exchanges make it difficult to engage in complex 
advance planning. The pressure to think while talking promotes looser construction, repetition 
,rephrasing, and comment clauses (e.g. you know, you see, mind you). Intonation and pause 
divide long utterances into manageable chunks, but sentence boundaries are often unclear.

There is always a time-lag between production and reception. Writers must anticipate its 
effects, as well as the problems posed by having their language read and interpreted by many 

recipients in diverse settings. Writing allows repeated reading and close analysis, and pro-
motes the development of careful organization and compact expression, with often intricate 

sentence through punctuation and layout .

There is some time-lag in Netspeak but can be much less than traditional writing especially 
in chatrooms, virtual worlds, and instant messaging. All lags cause problems, but some are 
much worse than others. A low lag is of the order of 2 - 3 seconds is generally tolerated but 
anything over 10 seconds will certainly generate frustration. The frustration is on both sides 

of the communication chain. From the sender’s point of view ,the right moment to speak may 
be missed, as the point to which the intended contribution related may have scrolled off the 
screen and be fast receding from the group’s command memory. And from the recipient’s 

point of view, the lack of an expected reaction is ambiguous, as there is no way of knowing 
whether the delay is due to transmission problems or to some ‘attitude’ on the sender’s part.

Deictic Expression Because participants are typically in face-to-face interaction, they can rely on such extra lin-
guistic cues as facial expression and gesture to aid meaning (feedback). The lexicon of speech 

is often characteristically vague, using words which refer directly to the situation (deictic 
expressions, such as that one, in here, right now).

Lack of visual contact means that participants cannot rely on context to make their meaning
clear; nor is there any immediate feedback. Most writing therefore avoids the use of deictic

expressions, which are likely to be ambiguous.

There is not any visual contact in Netspeak and users often rely on emoticons or smileys to 
help convey deictic expressions. Users are not able to receive simultaneous feedback since 

the receiver of the message cannot view the message until it appears on his screen. Messages 
cannot overlap. Vocal variations in pitch (intonation), loudness (stress), speed, rhythm, pause, 

and tone of voice also cannot be translated through Netspeak. As with traditional writing, 
there have been somewhat desperate efforts to replace it in the form of an exaggerated 
use of spelling and punctuation, and the use of capitals, spacing, and special symbols for 

emphasis. Examples include repeated letters (aaaaahhh) and repeated punctuation marks (no 
more!!!!, and hey!!!,). 

Grammar / Use of Vocab Many words and constructions are characteristic of (especially informal ) speech, such as 
contracted forms (isn’t, he’s). Lengthy coordinated sentences are normal, and are often of 
considerable complexity. There is nonsense vocabulary (e.g. thingamajig), obscenity, and 

slang, some of which does not appear in writing, or occurs only as graphic euphemism  
(e.g. f ***).

Some words and constructions are characteristic of writing, such as multiple instances of 
subordination in the same sentence, elaborately balanced syntactic patterns, and the long 

(often multi -page) sentences found in some legal documents. Certain items of vocabulary are 
never spoken, such as the longer names of chemical compounds.

Similar to face-to-face conversations members accommodate to each other in chatgroups and  
develop a shared linguistic character - the equivalent of a local dialect or accent. Everyone 
comes to use certain types of grammatical construction, slang, jargon, or abbreviations.

Best Suited For Speech is very suited to social or ‘phatic’ functions, such as passing the time of day, or any 
situation where casual and unplanned discourse is desirable. It is also good at expressing 
social relationships, and personal opinions and attitudes, due to the vast range of nuances 

which can be expressed by the prosody and accompanying non-verbal features.

Writing is very suited to the recording of facts and the communication of ideas, and to tasks 
of memory and learning. Written records are easier to keep and scan, tables demonstrate rela-
tionships between things, notes and lists provide mnemonics, and text can be read at speeds 

which suit a person’s ability to learn .

Netspeak is best suited for communication on the World Wide Web in particular in emails, 
chatrooms, blogs, instant messaging, and virtual worlds. Netspeak generates records of 

conversations and creates an avenue for unedited writing much like speech. 

Errors / Interruptions There is an opportunity to rethink an utterance while the other person is listening (starting 
again, adding a qualification). However, errors, once spoken, cannot be withdrawn; the 

speaker must live with the consequences. Interruptions and overlapping speech are normal 
and highly audible.

Errors and other perceived inadequacies in our writing can be eliminated in later drafts 
without the reader ever knowing they were there. Interruptions, if they have occurred while 

writing, are also invisible in the final product. 

Errors can be edited as the writer sees fit in most World Wide Web applications examples 
being emails, blogs, and general internet pages. Some chatrooms and instant messaging 

services show the receiver the letters as they are typed so like speech they are not able to be 
removed and interruptions are much more present in these applications. 



Movable Type Pros & Cons: 
http://www.learningmovabletype.com/a/001112pros_cons_dynamic_publishing/

Pros: 
• With MT’s dynamic publishing, you still maintain proper permalinks that make sense (in fact 
with dynamic publishing, you permalinks could remain the same). The only difference when 
switching to dynamic publishing is that the files don’t physically exist on the server, Google 
won’t know the difference! Google doesn’t like dynamic pages that typically have long urls 
with question marks and ampersands (for example mt.cgi?__mode=view&_type=entry). This 
doesn’t happen with Movable Type.

•Rebuild times are much faster with dynamic publishing. A blog with thousands of entries now 
rebuilds under a minute -- this is with all archives set to dynamic. One must also realize that the 
dynamic publication is useful when one is tweaking templates and you don’t have to rebuild at 
all, you just make the change, hit save and the change is live!

•All MT tags are PHP, hence you can use PHP within the tags (you couldn’t do this before).

Cons: 
• With dynamic publishing, each request accesses the database to pull the post and comments 
and depending on your server this could create a load, that’s why 6A recommends not using it 
for the high traffic pages like your main index, but using it instead on lower traffic pages like 
individual and category archives. For the average Joe blogger however, the load this creates is 
negligible.

• The dynamic system is also very young, there are several features lacking (e.g. a PHP port 
of Storable for plugins that store some information). Also currently dynamic publishing is 
restricted to MySQL.

• In the case of a database failure, you will lose everything unless you have a backup. With 
static publishing, you would have physical files that you could run through some scripts to get 
your posts back but with dynamic publishing, you’ll lose everything, hence the importance of 
backups

http://www.devlounge.net/publishing/things-to-consider-when-using-movable-type-as-a-cms

Pros:
•  Templating – MT’s templating system really does let you publish your data in any way you 
want. Depending on the needs of your website, you can setup MT to generate anything from a 
simple web page to a complex CSV file to a proprietary feed format. For many things you don’t 
need a plugin, you just need to know the structure of the final output. One practical example 
is creating an email newsletter from your recent blog posts. I once created a template that 
included excerpts from recent blog posts in a format that could be fed directly to sendmail (or 
some other mail transfer agent) to send to my subscribers. Worked great, and made it easy to 
reuse my blog content.

• Custom Fields – Custom fields in MT are very powerful, and easy to create. “Blog entries” 
can have fields appropriate to the actual content, such as an address field for an event or a 
rating field for a movie review.

• Multiple blogs – It’s easy to setup multiple blogs so that each can maintain a different 
section of a site. You might want one blog for your photo gallery and another for your product 
catalog, for example. And, both can make use of global templates, so you don’t have to dupli-
cate work.

• Roles – MT gives you fine-grained access control over what users can do. This allows you to 
setup a hierarchy of authors, editors, designers, and admins that control different aspects of the 
site.

•  Custom App – The application itself is built using the same templating system used for blog 
templates, so you can customize the interface. You could do anything from replacing the header 
with your client’s logo to completely reskinning the admin to match their site.

Cons:
• Publishing – Movable Type’s concept of publishing — and republishing everything when you 
make a design change — can be difficult for users. Static publishing does not give you quite the 
same instant gratification that dynamic publishing does.

• Plugins – There are a lot of great MT plugins, but the development community is small when 
compared to Drupal or WordPress. There’s also very few “big feature” plugins. If you’re looking 
for ecommerce or event calendar plugins, you’re not going to find them.

    • Themes – As with plugins, the variety of MT themes is rather limited.
    • Image uploads – Tying images or other files to a page or post is still complicated. Plugins 
help, but it could be easier.

Quirks:
•Templating – At this point, the templating system is almost its own programming language, 
which may put off some designers. And if you do something wrong, the error message can be 
difficult to interpret.

•Organizing – Organizing an MT-based site takes some advanced planning. Can you arrange a 
single blog the way you want with categories and tags, or do you need to use multiple blogs to 
control the site? If you change your mind later on, it’s not going to be an easy switch.

•Multiple Domains – It is possible for MT to power multiple domains from a single install, but 
setting it up properly takes some work.



WordPress Pros & Cons: 
http://www.webpronews.com/blogtalk/2007/02/23/wordpress-pros-and-cons

Pros: 
• New post editor. Now switching between code and WYSIWYG editor is simple. Very very 
handy.

• Categories are now at the top of the left hand column on the post screen. Minor details, but 
they should be at the top as they are most important.

• Better image management. I kind of liked the pre WP 2.1 way of managing and adding 
images but they’ve updated it to make it a bit easier to understand.
Much nicer URL and Image properties window. When adding a link or an image to a post, now 
you get a nice little Ajax window instead of a pop-up. You also get more image properties 
including things like h & v space.

• No Firefox spell check. I know, I complained about this one above, but it’s nice to have 
distraction free typing. If I stop every few seconds to fix a mis-spelling, it’ll take me longer to 
finish my post. Plus Wordpress 2.1 has a built in spell checker which is pretty handy too.

Cons: 
• No ‘Previwe Post’ link when writing a post. This really gets me as I preview my post quite 
often. Granted the functionality is still there, you just have to scroll down to see it.

• No Firefox spell check. Seeing as my spelling isn’t the best, I rely on Firefox’s spell check 
quite often. However, the new WYSIWYG editor doesn’t work with Firefox’s spell check and no 
red-underlined words makes me think I spelt everything correctly. Now I have to make a point 
to hitting the spell check button.

• No defeat categories are selected, yet they are. When you first load the post screen, no 
categories are selected. This made me think that the idea of a default category was gone. 
However, it still posted in the default category. Since updating to Wordpress 2.1.1 moments ago, 
it seems that this issue may be fixed.

• Still can’t minimize the ‘Upload Image’ area. This is really something that’s bugged me for 
a while. I hate the fact that you can’t minimize the upload area. Come on, you can minimize 
every other area!

WordPress.org    http://trex.vx99.com/?p=10
Pros: 
• You can select your own domain name.
• You can leverage a huge amount of plugins that will add functionality to your site. 
• You can run Adsense,other advertising services, affiliate links etc and thus monetize your 
blog
• You have a myriad of blog themes to choose from.

Cons: 
• Hosting and the domain name can cost you money (Hosting: normally up to $10/month for 
a new blog and Domain: up to 10$/year) .
•You’ll need some technical knowledge to install the software and its plugins.
• You are responsible for backing up your blog.
• You are responsible for upgrading to new Wordpress.org versions .
•You might encounter a quality of service issue (your blog might even be unavailable) during 
spikes.

WordPress.com   http://trex.vx99.com/?p=10
Pros: 
• It’s free
• They take care of blog setup, backup, security and upgrades, so you don’t need any technical 
knowledge.

Cons: 
• They won’t let you monetize your blog.
• The number of themes to choose from for your blog are limited.
• Your blog url contains the *.wordpress.com suffix.

ifacethoughts.com



Blogger Pros & Cons: 
http://www.mlvwrites.com/2008/03/googles-blogger-pros-cons-freelancers.html

Setting Up Blogger
• Easy to set up, especially if you don’t have a lot of technical or programming skills. 
You can easily rearrange the on-page elements to get the look you want, with a variety of 
themes that don’t take a lot of time to customize. I’d say truthfully, that you could get started 
blogging through Blogger within a half an hour.

Google Analytics and Webmaster Central
• If you were going for something a bit more technical (i.e. adding in Google Webmaster 
Central coding or Google Analytics) it wasn’t automatically built in as a component of Blogger. 
 • You had to verify both Google features, even though it was Google’s own software. 
• AdSense was part of the setup and it was easy to customize.

Layouts and Themes
• While the themes aren’t as creative as some other blogging platforms out there, I felt that 
they were really functional and easy-to-read. I didn’t like the fact that there wasn’t a way to in-
stall tag clouds (I last checked about 6 months ago so this may have changed) which are great 
from a usability standpoint. I asked about this through their Help forums, and the comment I 
received was that perhaps Google doesn’t want to index duplicate content. In other words, a tag 
page would create another URL on your blog with the same content that’s appearing some-
where else. Whether or not Google thinks that’s true is something I can’t speak to, but I think 
that Google is missing the boat not offering this feature which is becoming more and more 
commonplace for users.

Blog Navigation, Indexation and RSS Feed Issues
Here’s something I didn’t know about Blogger - so I set up some pretty hefty keyword-rich 
categories (aka labels) applying what I had learned about keywords at the time. The keywords 
I implemented didn’t matter because my posts weren’t getting indexed through the “labels.” I 
didn’t know this when I set it up so I ended up shooting myself in the foot.

To save space on the blog, I didn’t fully expose the “archive by date” area on the navigation. 
My indexation (i.e. the number of pages the search engines list in their index) was incredibly 
crappy. By crappy I mean, maybe 10 or 20 posts at the max. Digging in further, I did a test to 
see how exposing the archive would affect indexation and I was pretty surprised to see results 
after a day. One day! To see an example visually of what I’m talking about, take a look at the 
archive People Reading Blog.

I also checked a bunch of blogs to see if any “label” pages were indexed, and I found a 
sprinkling of label pages indexed, but not many. It appears that on the techie side, search label 
pages are “disallowed” through the “robots.txt” file. Phew! Wasn’t that a mouthful? A robots.
txt file basically says what the search engines can visit to index in their listings and what they 
can’t. You’ll see this technique a lot on some fiction webzines and forums, as an intentional way 
of stifling plagiarism.

I’ve been hearing some chatter about how the RSS feeds through Blogger have issues, but I 
haven’t had the chance to dig into this further. Thought I’d mention that point regardless; be 
sure to check your RSS feed — no matter which platform you’re on!

Google Breathes?
After installing Google Analytics, I noticed that there seemed to be a temporary “breath” in the 
search listings whenever I posted something. I’d be getting traffic for crazy popular terms like 
“freelancing” or “freelancing writing” when my blog was only a month or two old. Could it be 
that Google places a lot of value on their properties?

I touched base with a few other friends of mine and the answer anecdotally appears to be 
“yes.” No, I haven’t conducted a major test in a pristine, controlled environment but honestly? 
Who cares? Even if it’s the least bit true that Google’s indexes “breathe” when new content is 
added, that should be a sign for you to blog more — not less.

Blogger for the Freelancer
As a freelancer, the thing to keep in mind with Blogger is that the time required to set up the 
basics is virtually nothing. Intermediate-level customization is a little wonky if you don’t know 
what you’re doing, but Google does have a rapid response time and a built in Help network 
(which is more than most corporations can claim). You are limited to some customizable 
features; the tag cloud is just one example, but there are others. The built-in blog network that 
Google provides could be a major benefit for freelancers as well.

As the premier search engine on the web, respectfully I feel like Google’s Blogger can be 
improved on the back end so bloggers don’t have to think about the “right” way to set it up. 
Maybe a fully-integrated service replete with blog optimization and services like Google Analyt-
ics is on Google’s radar; maybe it’s not. Either way, I think going through Blogger is a good 
choice for “beginner” bloggers to learn about the basics and test some things out. After that, it 
may be a matter of personal preference.



WordPress vs Blogger Pros & Cons: 
http://somuchtodealwith.wordpress.com/2008/09/14/blogger-vs-wordpress/

Pros: 
•Stats are included in the service and you don’t have to rely on a third-party stats system
Tags are submitted to the WordPress Main page, and your blog is instantly visible.

• Editing is a breeze! It’s less confusing for me.

• 3 GB of media storage

• Media storage is available at the touch of a button, instead of browsing through Picasa.

• You can paste from Word, and the formatting will not change.

• Imports posts and their comments directly from Blogger, Livejournal, Typepad, and Movable 
Type.

• When you import Blogger entries, the labels import as categories.

• Categories can be converted to tags.

• Themes are reviewable before you convert.

• Your Widgets are converted with the theme instead of losing them.

• Deleting posts can be done in multiples instead of one by one with confirmation screen.

• Unlimited blogs (addresses).

• Links have the option to open in a new window.

• You can create pages instead of posts (i.e. - See the “About” link at top for example)

• Linking is easy, you manage all links from the WordPress Dashboard.

• You can password protect your posts.

• You can make certain links private.

• Sticky Posts can allow certain posts to remain on the main page until you un-sticky it.

• You can add videos easily through VodPod.

Cons: 
• You can add videos easily through VodPod.

• Blogger labels import as categories. 

• The “Category vs. Tags” idea was confusing at first.

• Limited Widgets.

• Java Scripting isn’t allowed on WordPress due to securitiy concerns.

• When importing some posts from Blogger, the posts lose their formatting.

WordPress vs Movable Type Pros & Cons: 
http://ithemes.com/wordpress-versus-movable-type-the-smackdown-comparison/

Cost
One of the primary considerations is always cost. And here WordPress wins, hands down. I mean, 
come on—it’s free. You can’t compete with that. Well, I guess Movable Type tries with their MT open 
source version. If you’re using Movable Type for personal use, it’s free. But for anything else—com-
mercial, nonprofit, educational—you need to buy a license that ranges from $50-$1,000, depending 
on how many people will be using the software. That’s a hefty investment.
Winner: WordPressType.

Installation
Getting started is always the hardest part. WordPress brags about its super-easy “five minute 
installation,” and if you get everything right it will only take five minutes. But that assumes you can 
create a MySQL database and can find your database name, username and password. Getting hung 
up on those can stretch the installation time, but it’s still fairly straightforward. (There’s also a super 
quick and easy way to install it Using cPanel and the Fantastico script, which is offered by most web 
hosts.) Movable Type doesn’t make the same five minute claim, but it’s still a fairly easy process, if 
everything goes smoothly. The biggest potential hang-ups for installing either system are not enter-
ing the correct info and not meeting the system requirements. So read those directions.
In my experience it’s always been easier on WordPress, but it’s not a drastic advantage.
Winner: WordPress, barely

Ease of Use - Daily Blogging
Let’s get down to the nitty-gritty. Actually using the thing. And here there are two categories to 
consider: daily blogging and site maintenance. For daily blogging, I think it’s a draw. Both systems 
offer basically the same features, with a few pros and cons here and there. I think Movable Type is 
better designed and easier to use. But some of WordPress’s features work better (scheduling posts 
works great in WordPress though I could never get it to work in Movable Type—not to say it doesn’t 
work, but it never worked with my set up). WordPress offers a superior WYSIWYG editor, but it can 
also be a little flaky at times.
Winner: Tie

Ease of Use - Site Maintenance
For site maintenance—and by this I mean anything that’s not blog posts, so sidebars, extra pages, 
the basic design of the site, etc.—I think Movable Type has some clear advantages. Finding and edit-
ing templates is easier. The module functionality makes it pretty straightforward to put a chunk of 
code on every page of your site and update it in only one spot. Plus using HTML instead of PHP was 
a huge plus for me (but that’s going to depend on what you know—and if you don’t know either, 
then there’s no difference).
But for all the customization advantages Movable Type has when it comes to site maintenance, I 
think WordPress does a better job with out of the box, basic customization. WordPress has a much 
better system of themes (swapping themes never worked well for me on Movable Type) and the 
sidebar widget is pretty incredible (if it works—some themes aren’t always widget ready, even if they 
say they are). The page functionality on WordPress is also great, if only because it’s simpler. You can 
do the same thing on Movable Type, but it’s not as easy. If you’re doing some basic customization I 
think WordPress is the way to go. But if you’re going to do more complicated stuff I think Movable 
Type is better suited for the task.
WordPress has a much better system of themes (swapping themes never worked well for me on 
Movable Type) and the sidebar widget is pretty incredible (if it works—some themes aren’t always 
widget ready, even if they say they are).
Winner: Tie

Multiple Blogs
This isn’t an issue everyone will deal with, but it is a major difference between Movable Type and 
WordPress. With the default packages, a single installation of Movable Type can control multiple 
blogs. With WordPress you need a new installation of the software for every blog you want to con-
trol. Which means anything with multiple blogs is much easier on Movable Type, whether it’s simple 
upgrades or sharing information between blogs. There is a multiple user version of WordPress, but 
it’s a bit more complicated (you can kiss your five minute installation goodbye).
Winner: Movable Type

Comment Filtering
If you’ve had any experience blogging then you know comments can be the greatest thing ever 
and the most frustrating thing ever. Getting feedback is awesome, but wasting your time dealing 
with comment spam is a nightmare. Out of the box WordPress comes with the Akisimet spam filter 
plug-in. It’s the greatest thing since sliced bread, assuming you activate it. Movable Type has had a 
revolving door of similar plug-ins and functionalities. While I haven’t tried the latest and greatest 
version, I’ve yet to see one work perfectly. I did add a simple plug-in to my Movable Type that 
required commenters to type a word to prove they weren’t spammers which eliminated the problem, 
but it’s still an extra step.
Winner: WordPress

Support
What to do when something goes wrong is always a big question. In this case you get what you 
pay for. Movable Type has a robust, ticketed support system and as long as you still have a support 
contract you’ll get excellent help. Since WordPress is an open source project there’s no support staff 
to answer your questions at all hours, although there is a very active and searchable support forum. 
There is an enormous community willing to answer your questions, but it’s not quite the same.
Winner: Movable Type

WordPress
In the end I think WordPress wins the smackdown, but it’s awfully close. Both systems offer a power-
ful set of features and will continue to be upgraded and (hopefully) improved. At some point you 
just need to pick one and run with it.
Now, what do you think?
Winner: Movable Type



Macromedia Breeze - changed 
to Adobe Acrobat Connect Pro

Featuring a simple and intuitive user interface, Breeze 5 provides 
online communications that are easy to access with the ubiquitous 

Flash Player and rival the effectiveness of in-person meetings. Even 
first-time users can instantly realize the incredible value of web commu-

nications by avoiding the expense of travel and communicating more 
effectively. Breeze 5 now takes the lead with market-leading features 
that include Voice over IP, on-demand video, and real-time, multipoint 

video conferencing.

Training professionals can deliver richer, more engaging live and 
self-paced training through a variety of Breeze 5 innovations, including 

multi-course curriculum management, full-screen video, enhanced 
tracking and reporting, and expanded question and quiz types. 

Breeze 5 enables enterprises to extend and integrate web communica-
tions and conferencing, even inside a firewall. IT departments can 
deploy Breeze 5 enterprise-wide without changing existing client 

infrastructure because Flash Player is already deployed on multiple 
platforms, including Windows, Macintosh, and Linux.

With the introduction of a telephone gateway in Breeze 5, organiza-
tions can leverage their existing telephony bridges and realize the 

benefit of choice when considering bridge integration and in-meeting 
call controls. Macromedia and Premiere Global Services have also part-
nered (announced today; see separate release) to provide high-quality, 
integrated telephone audio conferencing in Breeze 5. Users can now ac-
cess flexible conference calling directly within the Breeze meeting room 
and individually control the volume of each caller or mute as needed.

Adobe Acrobat Connect Pro    1.  Instant access — No downloads are required to join meetings.
   2. High impact — A rich interface captures participants’ attention and 

provides an intuitive way to interact.
   3. Live and on-demand — Acrobat Connect Pro is a complete solution 

for both live and on-demand presentations.

Live and on-demand
Sometimes you need to gather people from around the world in a live, 

working session or virtual classroom. Other times, you can let users 
access critical content on their own terms — when and where it’s most 
convenient. Adobe built Acrobat Connect Pro from the ground up to be 
a complete solution, offering you flexibility to deliver rich, engaging 

content in a live or on-demand format. 

Address a variety of Learning Styles
Deploy custom training programs that mix and reuse a variety of train-
ing activities. Create self-paced courses right from Microsoft PowerPoint 

using Adobe® Presenter software. You can also capture screen 
recordings or create interactive simulations using Adobe Captivate® 

software. You can also record an Adobe Acrobat® Connect™ Pro Virtual 
Classroom session and download and edit it for reuse as a self-paced 

course. Curriculums can also include external events, such as manage-
ment assessments.

Edit recordings to streamline content
As the Meeting Manager, you can use intuitive, online tools to create an 
edited version of an archived meeting or Virtual Classroom session. Re-
move unwanted sections of the recording using mark-in and mark-out 
points. The original version remains untouched and can be retrieved in 

its unedited state.

With the Optimize Screen Sharing feature in the Meeting menu, learn-
ers can select “Fast Images” to enable very low bandwidth consumption 
when screen sharing fast-moving multimedia and video. This feature is 

also known as Turbo Screen Sharing.

Annotate over content and blank whiteboards using standard tools 
or your own custom annotation shapes. Save whiteboard overlays in 
persistent Acrobat Connect Pro meeting rooms and add to them in 

future classes.

As the trainer in the virtual classroom, you can hover and click on a 
participant to enable and disable VoIP access. Users can control their 

own individual volume and speaking mode with an easy-to-use menu.

Multiple presenters can conduct behind-the-scenes content preparation, 
whiteboarding, private chat, and layout customization while the class is 
in progress. Participants cannot see any of the windows shared in the 

presenter-only area.

Use standard USB or FireWire webcams for high-quality videoconferenc-
ing, with support for multiple simultaneous video attendees.

Record meeting audio, including integrated teleconferencing and VoIP. 
Capture participant interactions via chat, polling, whiteboarding, and 
rich media. A built-in streaming server can optimize bandwidth for 

individual viewers. Viewers can use the meeting index to navigate to 
the most relevant content quickly, and all content remains interactive 

during playback. 

While online viewing is the most common way to watch a recording, 
you can also provide the option for offline viewing. Simply save your 

recording in the FLV format and then anyone can download the file and 
watch it using any media player that supports FLV, such as Adobe Media 

Player software.

Other Programs Associated With Adobe Connect Pro:
    * Acrobat Connect Pro Server - integrates real-time and on-demand 
communications and provides user administration, tracking, reporting, 

and integrated content management across all Acrobat Connect Pro 
applications through a fully searchable content library.

    * Acrobat Connect Pro Meeting - delivers real-time meetings and 
seminars that participants can access via a web browser with the Adobe 

Flash® Player, enables multiperson video conferencing
  * Adobe Connect Pro Training - Comprehensive curriculum manage-

ment capabilities enable integration of both live and self-paced courses, 
Track user completion and course results

  Other Programs Associated With Adobe Connect Pro Cont.:
    * Adobe Connect Events - manages user registration, qualification, 

notification, automatic e-mail reminders, and tracking for large online 
seminars and presentations

    * Adobe Presenter - Microsoft PowerPoint authoring of narrated, 
self-paced eLearning courses and on-demand presentations. Trainers and 
nontechnical subject-matter experts can use their PowerPoint skills to de-
velop professional-quality eLearning courses complete with voice-overs, 

prerecorded video, interactive simulations, and formal assessments.
    * Adobe Captivate® - enables anyone to rapidly create powerful and 

engaging simulations, software demonstrations, robust quizzes, and 
scenario-based training without programming knowledge or multimedia 

skills. Based on industry-leading Adobe Flash technology,   Using the 
software’s simple point-and-click interface and automated features, 

learning professionals, educators, and business and enterprise users can 
easily record onscreen actions, add eLearning interactions, create com-

plex branching scenarios with feedback options, and include rich media.



Go to Meeting GoToMeeting is an easy-to-use Web conferencing tool that allows you to 
host online meetings with up to 15 people. Your co-workers, customers 
and prospects can view any application running on your PC or Mac® 

computer in real time.

• Qualify more prospects by conducting online presentations.
• Turn sales calls into instant demos.
• Review sales agreements online.

Securely share documents and designs with remote team
members.

• Get second opinions from colleagues in other locations.
• Work together as if you were gathered around the same

computer.

 • Train more people in less time – without traveling.
• Provide hands-on experience by sharing keyboard and

mouse control.
• Update remote customers and employees faster.

Q: What can I do with GoToMeeting?
A: 

With GoToMeeting, you can deliver presentations, perform product dem-
onstrations, collaborate on documents and securely share confidential 
information online from anywhere at any time. Your meetings can be 

one-to-one or you can meet with multiple people at once.

    * Presentations: Give a slideshow to your online audience and 
reduce travel costs.

    * Demonstrations: Show prospects how your product works by invit-
ing them to view a demo in real time, whether they are across town or 

a thousand miles away.
    * Collaboration: Meet with others online to share, discuss and edit 

any document. Transfer presentation controls to other attendees.

Q: How do I record a meeting?
A: 

On your organizer control panel, click the View menu and select 
Recording to open the Recording pane. Click the Settings button in the 
Recording pane and confirm that your Audio and Video options are set 
appropriately. Click OK to save any new settings. Then, click the Start 

Recording button to begin recording.

Click Stop Recording to pause or stop recording completely. Clicking 
Start Recording again will continue recording to the same file.

Note: Audio recording begins from the time the organizer clicks 
Start Recording; however, the screen recording will not start until the 

presenter begins showing his or her screen.

Q: How do I save a recorded meeting?
A: 

Recordings are automatically saved to the path indicated under the 
recording tab in your GoToMeeting preferences when you end or leave 
a meeting. Meet Now meetings will be named with the date and time 
plus the words “Meet Now,” while Scheduled Meetings will include the 
meeting subject in the file name. Note that you cannot change the loca-
tion where you would like to save a recording once you have clicked the 

record button. If you cannot find your recording, check the path 
listed in the “Save in:” pane of the recording preferences.

Q: Can I view presentations in full-screen format?
A: Yes. On the top of the Attendee Control Panel, click the View 

Menu button and select the Full Screen option. Or, on the Attendee 
Grab Tab on the side of the control panel you can click the View button 
to toggle between Full Screen and Window viewing. For an illustrated 

explanation, consult User Help.

Attendees join the meeting by navigating to a URL that you give them 
through email , IM, or over the phone. 

Citrix Online provides voice conferencing at no additional cost, but the 
meeting organizier can choose to provide a third-party call-in number. 

The presenter control panel in version 3 remains unchanged from that 
of its predecessor. Screen sharing, the attendee lists, a chat window, 
invitation optioins, meeting infomation, and the recording capability 
reside in separate panes of the control panel. Users can use drag-and-

drop to rearrange panes and can hide them or the entire panel.

Bottom line:
Still a great tool for scheduled and ad hoc Web-based meetings, and it 

lets users easily share applications and information.

Pros: Easily managed interface. Allows private and group chat, screen 
and application-sharing, and changing of presenters. 

Cons: Macintosh users can’t initate meetings. Drawing feature needs 
improvement. 
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