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Designer-User Interaction without Actual Users:

A Lesson from Two Field Studies

I really thank my friends who always believe/
support me and criticize my works without any
hesitations, and I hope to collaborate with Japanese
researchers that I met during the JASMIN conference
(RS 2) in Okinawa Nov. 28-29.

1. Jaehyun Park’s Research Interest

My research highlights exploring new interpreta-
tions of products, systems, and services, especially as
they relate to the issue of human enterprise in design,
innovation, and technology in Information Systems
(IS) research. For successful business-design solu-
tions, I believe that the most critical issue is to iden-
tify emerging relationships among these three com-
ponents, and the user-centered approach is the core
of identifying relationships for synthesizing successful
Business—design innovations over time. Thus, my re-
search interest and contributions are condensed into
four genres—(1) Design & IT Innovation: ICT-ena-
bled Products, Systems, and Services, (2) The Impact
of Designer—User Interaction, (3) Design Analysis
and Design Application Development and (4) IT

value, smart cities, and smart tourism—in the broader
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areas of innovation, information systems, design-sys-

tem thinking, new product development research.

2. Designer-User Interaction Research
Project

Based on my research interest, the designer-user
interaction research project explores interaction pat-
terns and protocols between designers and users in
the design process and synthesize an expanded design
vocabulary, which identifies two latent learning loops
based on Bourdieu’s theory of practice.

To address this, as Table 1 presents, this study
conducted three stages of progressively deeper quali-
tative research on designer-user interaction: (Stage 1)
field studies of seven user centered design projects;
(Stage 2) interviews with 40 designers collecting 59
project narratives of direct user interaction during
a design project; and (Stage 3) interviews with 35
additional designers collecting 40 additional project
narratives of co-creation with users in the design
process. My findings include proposing a theoreti-
cal framework to understand users’ roles in existing

design methods, and this model demonstrates how
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Table 1

In Search of Designer-User Interaction: Overview of the Research Process

Focus What are the user—-designer interactions in user-centered design?
Observation of two leading design firms over five months, documenting seven user-centered
Method ) .
STAGE 1 design projects.
Findinas No interaction with users during design project, but several different practices are used to “bring
9 | the user into the project”.
Focus Collect designer narratives of projects during which they did interact with users in their design
innovation or refinement projects
Interviewed thirty-five designers about projects during which they interacted with users, obtaining
Method . ) .
STAGE 2 fifty-nine project narratives.
Fifteen designer-user interaction patterns
Findings | (Nine innovation and six refinement patterns). User is a passive resource, not an active participant
in design.
Focus Collect designer narratives of projects during which they did co-create with users in their design
projects
STAGE 3 Method Interviewed the thirty-five designers about projects during which they co-created with users, ob-
taining forty project narratives.
Findings | Five co-creation patterns of designer—user interaction

designers could explicitly communicate with users at
three learning levels: bringing users into design, in-
teracting with users, and co-creating with users in the

design process.

3. PACIS 2015 Research

As the first stage of the designer-user interaction
project, this paper explores the actual user-designer
interactions in the design process. To address this, I
conducted two field studies, in which I observed de-
signers in two leading user-centered design firms over
five months, documenting seven user-centered design
projects. The observations revealed how designers
bring ideas about users into design without physical-
ly interacting with users during the design process.
Based on this, this study introduces the concept of
‘design attitude’, by which designers incorporate user
ideas into the design process without actual involve-
ment of users in the process. I contribute to the body
of knowledge by introducing the concept of “design

attitude” as a bridge between theoretical and actual
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designer-user interactions in the IS design process.

4. Future Research

As future research, I set up the following projects:
(1) Empirical studies on designer-user interaction in
the design process; @) Business-Design Application
Development and Prototypes; and (3) Smart Cities,
Smart Tourism, and Smart Work & Systems. These
ongoing and new research projects exemplify my
methodologies and my interests in design, innovation,
and technology and I would generate interdisciplinary
studies for identifying the new meanings of design
in IS research. These specific projects continue to in-
form design and IT innovation, social computing &
technology, and service design & qualitative research
projects as interdisciplinary studies. Also, this strategic
research direction allows me to synthesize generative
research areas and disciplinary study areas by inter-dis-
ciplinary approaches among design, management, and

technology.
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