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It is our pleasure to warmly welcome you to PhD Seminar Winter Ses-

sion 2016. PhD students of the School of Design will present their cur-

rent thesis research, for critique and discussion with invited critics and 

fellow students. We hope you will enjoy an academically three days in 

School of Design, The Hong Kong Polytechnic University!

Seminars have many purposes

One purpose is to present your work to the audience so that it an give 

you feedback about what works, what does not work, and where to go 

next to improve your work. It also helps you to situate your work into a 

VFLHQWL¿F�DUJXPHQW�RU�UHVHDUFK�WUDGLWLRQ��

Seminar presentations also give you an opportunity to rehearse some 

RI� WKH� NH\� VFLHQWL¿F� SURFHVVHV�� SODQQLQJ�� HYDOXDWLQJ�� H[DPLQLQJ�� SUH-

senting, and writing research. In most conferences, you get about 15-20 

minutes for presenting your work.

You want to use that time to make sure the audience can help you for-

ward. The main hallmark of a good presentation is that it is so clear that 

people can disagree with it.

Presentation format

(DFK�VWXGHQW�JHWV�D����PLQXWH�WLPH�VORW�IRU�WKHLU�SUHVHQWDWLRQ��,WV�ÀRZ�
LV�WKH�IROORZLQJ�

• 20 min for presentation

• 10 minutes for the opponent

• 5 minutes for questions and answers

• 5 minutes for the supervisor

• 5 minutes for guests, including other professors

Welcome About Seminar Presentation

Ilpo Koskinen 11 Jan 2016
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Mr Patrick Healy

Senior researcher

Faulty of Architecture and the Built 

Evironment, Delft University of 

Technology

Patrick Healy (patrick-healy.com) is a philosopher, writer and educator, 

currently based in Amsterdam. He has published widely in the area 

of aesthetics, artist’s biographies, philosophy and contemporary art. 

Since completing studies in Philosophy, Sociology and Near Eastern 

/DQJXDJHV��DW� WKH�3RQWL¿FDO�8QLYHUVLW\�0D\QRRWK��8QLYHUVLW\�&ROOHJH�
'XEOLQ��0U�+HDO\�KDV�SDUWLFLSDWHG� LQ�H[KLELWLRQV�ZLWK�SDLQWLQJV�DQG�
performance works (Venice Biennale), whilst lecturing extensively 

WKURXJKRXW� WKH�ZRUOG� �(XURSH��$XVWUDOLD��0LGGOH�(DVW�DQG�$VLD��� ,Q�
addition to his appointment as Professor of Interdisciplinary Research 

DW�WKH�)UHH�,QWHUQDWLRQDO�8QLYHUVLW\���������0U�+HDO\�KROGV�D�IXOO� WLPH�
Senior Research position at the Faculty of Architecture, Delft University 

of Technology. As author he has amongst others - in recent years alone 

- published works under the titles; Images of Knowledge (2005, Sun), 

%HDXW\�DQG�WKH�6XEOLPH��������6XQ��� WKH�0RGHO�DQG� LWV�$UFKLWHFWXUH�
�����������3XEOLVKHUV��ZLWK�IRUWKFRPLQJ�WLWOHV�XQGHU�0D[�5DSKDH�DQG�
The Invention of Expressionism (2016, November Editions) and Karl 

.UDXV��7KH�/DVW�'D\V�RI�0DQNLQG���$�7UDJHG\�LQ���$FWV��WUDQVODWHG�E\�
Patrick Healy (2016, November editions). 

Keynote speaker

Science, technological imperatives and design as 
responsibility.

A general lecture on the relation between technology and 
epistemology in early European modernism, and on the question 
of the 'speed' of technological accumulation and its relation to the 
demands of the collective and individual in social ensembles, drawing 
from thinkers as Leroi-Gouhran, Stiegler and Delouse. In addition, 
the keynote lecture will directly address with  doctoral research work 
and its processes of conducting scientific research within highly 
competitive design environments. 

Keynote speech



10 11

Prof. TANG Mingxi

Professor

School of Design, 

The Hong Kong Polytechnic University

3URIHVVRU�0LQJ�;L�7DQJ�JUDGXDWHG� LQ������ZLWK�D�%6F�DQG� LQ������
ZLWK�DQ�06F� IURP�+XD]KRQJ�8QLYHUVLW\�RI�6FLHQFH�DQG�7HFKQRORJ\�
LQ�WKH�3HRSOH¶V�5HSXEOLF�RI�&KLQD�� ,Q������KH�REWDLQHG�KLV�3K'�IURP�
WKH�'HSDUWPHQW�RI�$UWL¿FLDO� ,QWHOOLJHQFH�DW� WKH�8QLYHUVLW\�RI�(GLQEXUJK�
in the UK. He worked at the University of Edinburgh, Department 

RI�$UWLILFLDO� ,QWHOOLJHQFH���������������8QLYHUVLW\�&ROOHJH�RI�/RQGRQ��
'HSDUWPHQW�RI�0HFKDQLFDO�(QJLQHHULQJ��������������DQG�8QLYHUVLW\�RI�
&DPEULGJH��(QJLQHHULQJ�'HVLJQ�&HQWUH�������������DV�D�UHVHDUFKHU�
focusing on the research on design theories and technologies. He 

joined the School of Design of the Hong Kong Polytechnic University 

in 1997 as an Assistant Professor, working on industrial and product 

design, design technologies.

+LV�UHVHDUFK� LQWHUHVWV� LQFOXGH�,QGXVWULDO�DQG�3URGXFW�GHVLJQ��$UWL¿FLDO�
Intelligence in Design, Generative and Evolutionary Design, Product 

0RGHOLQJ�DQG�&RPSOH[�)RUP��&ROODERUDWLYH�'HVLJQ�DQG�7HFKQRORJLHV�
&XOWXUH� DQG�'HVLJQ��+H� LV� D�PHPEHU� RI� HGLWRULDO� FRPPLWWHH� IRU�
International Journal of Design and Engineering. He has been the Vice 

&KDLU�IRU�,QWHUQDWLRQDO�&RQIHUHQFH�RQ�'HVLJQ�&RPSXWLQJ�DQG�&RJQLWLRQ�
since 2003. He is a Guest Professor of Shangdong Normal University 

and Dalian Polytechnic University.

Keynote speaker

Towards an outcome based postgraduate education 
– a perspective for the students

In the last 20 years, our PhD programme has evolved from a single 
research scheme on generative and evolutionary design, to a much 
more comprehensive and structured multidisciplinary programme, 
with design teachers, design researchers, and design leaders as 
the primary intended outcomes for our graduates. Our tradition 
has that the PhD students are given the maximum choices on their 
research topics, ranging from design education, design technology, 
design and business, design and culture. However, important to 
the design research questions and problems to be tackled, is the 
idea of understanding design as an intelligent behavior in the 
highly interactive design process involving complex environments 
and ever demanding user needs.  This understanding helps our 
research students develop the techniques, methods, and strategies 
for designers to solve various ill-structured design problems, while 
embracing the fast evolving design technologies to achieve the 
intended outcomes.  In this talk, I will summarize the successful stories 
or lessons of my past students, who have successfully graduated 
with PhD /MPhil degrees over the last 18 years, in order to highlight 
a student’s perspective on how to become a PhD in design with 
international competitiveness.

Keynote speech
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Academic Critics

Prof. Dr. Kees Dorst

Director

Design Innovation research centre | 

'HVLJQLQJ�2XW�&ULPH�UHVHDUFK�FHQWUH
University of Technology Sydney

Kees Dorst was trained as an Industrial Design Engineer at Delft 

University of Technology, and studied Philosophy at Erasmus 

University Rotterdam. 

&XUUHQWO\��KH� LV�3URIHVVRU�RI�'HVLJQ� ,QQRYDWLRQ�DW� WKH�8QLYHUVLW\�RI�
Technology Sydney and holds a professorship at Eindhoven University 

of Technology in The Netherlands. He is founder and director of the 

876�'HVLJQ�,QQRYDWLRQ�5HVHDUFK�&HQWUH�DQG�WKH�'HVLJQLQJ�2XW�&ULPH�
center. He lectures at universities and design schools throughout the 

world. He has published many articles and several books – including 

‘Understanding Design’ (2006) and ‘Design Expertise’ (2009). His most 

recent publications include 'Frame Innovation - create new thinking by 

GHVLJQ
� IRU�0,7�3UHVV��������DQG� µ'HVLJQLQJ�IRU� WKH�&RPPRQ�*RRG¶�
(BIS Publishers, 2016). 

Mr Thomas Fischer

Associate Professor

Director of the Design Research 

,QVWLWXWH�DW�;L¶DQ�-LDRWRQJ�/LYHUSRRO�
8QLYHUVLW\�LQ�6X]KRX��&KLQD

Thomas Fischer is the Director of the Design Research Institute at 

;L¶DQ�-LDRWRQJ�/LYHUSRRO�8QLYHUVLW\�LQ�6X]KRX��&KLQD��ZKHUH�KH�ZRUNV�
as an Associate Professor, teaching Architecture as well as Industrial 

Design. Thomas is a Fellow of the Design Research Society and 

UHFHLYHG� WKH�$PHULFDQ�6RFLHW\� IRU�&\EHUQHWLFV¶�:DUUHQ�0F&XOORFK�
Award in 2011. Thomas holds a PhD in Education from the University 

RI�.DVVHO�LQ�*HUPDQ\�DQG�RQH�LQ�$UFKLWHFWXUH�DQG�'HVLJQ�IURP�50,7�
University in Australia. Thomas previously researched and taught 

at the School of Design at The Hong Kong Polytechnic University 

as an Assistant Professor and as the Discipline Leader of Product 

and Industrial Design. He was a Visiting Associate Professor at the 

&ROOHJH�RI�3ODQQLQJ�DQG�'HVLJQ�DW�1DWLRQDO�&KHQJ�.XQJ�8QLYHUVLW\�
in Taiwan from early 2010 to mid-2011. Thomas’ research is focused 

on computer-aided architectural design, on cybernetics as well as 

RQ�GHVLJQ�HGXFDWLRQ� LQ�&KLQD�DQG� LQ�6LQR�IRUHLJQ�FRQWH[WV��+LV�ZRUN�
LQ� WKHVH�DUHDV� LV�FRQFHUQHG�ZLWK� WKH�UHODWLRQVKLSV�EHWZHHQ�&KLQHVH�
and Western philosophical traditions as well as with the relationships 

between formal and informal approaches to design.
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Academic Critics

Prof. Jane Prophet

6FKRRO�RI�&UHDWLYH�0HGLD��
&LW\�8QLYHUVLW\�RI�+RQJ�.RQJ

Professor Jane Prophet is a visual artist and writer in the School of 

&UHDWLYH�0HGLD�DW�&LW\�8QLYHUVLW\��+RQJ�.RQJ��+HU�SUDFWLFH�EDVHG�
research and writing emerges through collaborations with life scientists 

such as neuroscientists, stem cell researchers, mathematicians 

and heart surgeons.  She works across media and disciplines to 

produce objects and installations, frequently combining traditional and 

computational media. 

Her research foci include the apparatus of contemporary neuroscience 

H[SHULPHQWV��DQG�EOHQGHG�RQOLQH�RIÀLQH�LGHQWLWLHV�YLD�DXJPHQWHG�UHDOLW\�
and ubiquitous computing. Her research with neuroscientists into 

memento mori was supported by a Humanities and Social Sciences 

Prestigious Fellowship Award from the Hong Kong Research Grants 

&RXQFLO��3URSKHW¶V�SDSHUV�SRVLWLRQ�DUW� LQ� UHODWLRQ� WR�FRQWHPSRUDU\�
debates about new media and mainstream art, feminist technoscience, 

DUWL¿FLDO�OLIH�DQG�XELTXLWRXV�FRPSXWLQJ��

Professor Prophet received a PhD in arts education from Warwick 

University in 1995. She has contributed widely to debates about art 

in higher education, in particular interdisciplinary and practice-based 

PhDs and the role of the academic artist-researcher. She teaches and 

EORJV�DERXW�KHU�FRUH�3K'�FRXUVH��³5HVHDUFK�6NLOOV�DQG�0HWKRGV��7KH�
Doctorate and Beyond”, a practical guide to help students get the PhD 

done and move nto the next stage of their professioal lives. <www.

neuro-memento-mori.com/teaching/>

PhD Researchers
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PhD Researcher (3rd year)

&+(1�;LQ��$OEHH�� LV�D�3K'�FDQGLGDWH� LQ� WKH�6FKRRO�RI�'HVLJQ��7KH�
Hong Kong Polytechnic University. She was a visiting research 

VFKRODU� LQ� WKH�+XPDQ�&RPSXWHU� ,QWHUDFWLRQ� ,QVWLWXWH� LQ� WKH�&DUQHJLH�
0HOORQ�8QLYHUVLW\��8QLWHG�6WDWHV��6KH�ZDV�WKH�DZDUGHH�RI� WKH�+RQJ�
.RQJ�5HVHDUFK�*UDQWV�&RXQFLO¶V�3K'�)HOORZVKLS�6FKHPH��;LQ�KROGV�
a master degree in Interaction Design from Tsinghua University, 

%HLMLQJ��&KLQD�DQG�D�EDFKHORU�GHJUHH�LQ�,QGXVWULDO�'HVLJQ�IURP�:XKDQ�
8QLYHUVLW\�RI�7HFKQRORJ\��+XEHL��&KLQD��;LQ�ZRUNHG�DV� LQWHUQV� LQ�
VRPH� OHDGLQJ�FRPSDQLHV�� LQFOXGLQJ�0LFURVRIW�5HVHDUFK�$VLD��129$�
'HVLJQ�&RPSDQ\��6KHQ]KHQ�$5723�'HVLJQ�&RPSDQ\��6KDQJKDL�
6�SRLQW�'HVLJQ�&RPSDQ\�� WR� SUDFWLFH�ZKDW� VKH� KDG� OHDUQW� IURP�
schools. The working experience developed her abilities of conducting 

GHVLJQ�SURMHFWV�DQG� WHDP�ZRUNLQJ��;LQ¶V� UHVHDUFK� LQWHUHVWV�DUH� LQ�
user behaviour, mobile internet user experience, human-computer 

interaction and industrial design.

Biography: 

4XDOL¿FDWLRQV��

6XSHUYLVRU��

Ms CHEN Xin

BA – Wuhan University of Technology

0'HV�±�7VLQJKXD�8QLYHUVLW\�

(PDLO�� albee.chen@connect.polyu.hk

3URI�GU�.LQ�:DL�0LFKDHO�6,8�
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Smart Communication in Lifestyles under Transformation: 
Exploring Smart Mobile Devices User Experience among Youth 
in Hong Kong

Smart communication, smart mobile device, user behaviour, user 
experience, youth

• Research Abstract: 
The invention of the smart mobile device has brought significant 
transformation in our lifestyles, especially among young people who 
are keen to adopt new technology. Mobile life has changed the way 
we communicate. It has added a freedom of movement that provides 
ease of use and a seamless connection to the social world. Smart 
mobile devices have met the demands that other tools have been 
unable to fulfil. In the context of developing diverse cultures, the 
trend of smart communication leads to a new lifestyle in Hong Kong, 
and it provides opportunities and challenges for the young people. 

RQs: 
£°���Ü�Ì��`iw�i�Ã�>ÀÌ�V���Õ��V>Ì���¶
2. What roles does the smart mobile device especially      smartphone 
«�>Þ����Ì�i�Þ�Õ�}�«i�«�i½Ã�`>��Þ���ÛiÃ¶�
3. How smart mobile device changed communication patterns and 
��Ü�`�iÃ�Ì��Ã�>vviVÌ�Ì�i�ÕÃi��v�iÝ�ÃÌ��}��i`�>¶
4. How are smart mobile devices associated with personal relationship 
>���}�Ì�i�Þ�ÕÌ�¶
x°�7�>Ì� �ÃÃÕiÃ�>À�Ãi� ��� Ì�i�`iÛi��«�i�Ì��v�Ã�>ÀÌ�V���Õ��V>Ì���¶�
��Ü�V>��Üi�v>Vi�Ì��Ì�iÃi��ÃÃÕiÃ¶

Title:

Keywords:

Research Report:

• Research Methodology:
This study follows ethnographic approach. In detail, the methods 
in terms of observation, focus group interview and questionnaire 
have been used to collect data. Observation method provides an 
advantage by drawing first-hand data and information for further 
analysis. Focus group interviews, as a method supplementary to 
�LÃiÀÛ>Ì���]�>Ài�V>«>L�i��v� vÕ�w��Ì�i�Ãii���}��v�`iÌ>��i`���v�À�>Ì����
about usage and perception through round-table discussions. The 
key issues resulted from the observation and focus group interviews 
were used to design a questionnaire survey in order to carry out a 
quantitative study. 

• Results / outcomes: 
1. This study sets up a PSDS (people, society, device and service) 
model with the purpose to better understand the interactive 
Ài�>Ì���Ã��«�LiÌÜii��«i�«�i�>�`�Ã�>ÀÌ���L��i�`iÛ�ViÃ°�/�i�w�`��}Ã�
implicate inspiration and direction for better user experience design in 
smart communication.
2. Summarized a framework of six themes about the characteristics of 
smart communication, which are depicting the smart mobile devices’ 
usage preference and behaviour of Hong Kong youth.
Î°�/�i�w�`��}Ã����ÕÃÌÀ>Ìi�Ì�i�v>VÌ�Ì�>Ì�>�}��`�`iÃ�}��«>ÌÌiÀ���v�Ã�>ÀÌ�
communication can assure the quality of user experience.

• Current stage:
/��Ã�Ì�i�v�ÕÀÌ��Þi>À��v��Þ�*�°�°�ÃÌÕ`Þ]���Ü���>���ÃÌ�w��Ã���Þ�Ì�iÃ�Ã�
writing. The past six months almost working on the thesis writing. 
In August 2015, I participated the Mobile HCI 2015 conference in 
Denmark, for the Doctoral Consortium, the presentation was about my 
research topic as well. I got a lot of helpful feedback and comments 
vÀ���Ì�i�V����ÌÌii]�Ü��V���Ã��i�«��i�ÀiÛ�Ãi��Þ�w�>��`�ÃÃiÀÌ>Ì���°���Ü����
submit my thesis in the following six months.
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PhD Researcher (1st year)

7,$1�<DR��<RODQGD�ZDV�ERUQ�LQ�QRUWKHUQ�&KLQD��$IWHU�JUDGXDWLQJ�IURP�
the Academy of Arts in Nationality University in Beijing, she worked as 

DQ�(�]LQH�GHVLJQHU� LQ�&KLQD�)LOP�3UHVV�EDVHG�RQ�KHU�PDMRU�JUDSKLF�
GHVLJQ�DW� WKH� WLPH�ZKHQ�WKH� LQWHUDFWLYH�PDJD]LQH�KDG� MXVW�EHJDQ�WR�
HPHUJH� LQ�&KLQD��7KHQ�VKH�JRW�KHU�0DVWHU�GHJUHH�RQ�0XOWLPHGLD�
and Entertainment Technology in the School of Design, Hong Kong 

Polytechnic University in 2014. During the time in PolyU, her interest 

and passion for researching design thinking process was ignited 

through several projects on interactive design, user experience, as 

well as business management. After one-year working in Sino United 

Publishing (Holdings) Limited in HK, she came back to PolyU, as a 

PhD student.

Biography: 

4XDOL¿FDWLRQV��

6XSHUYLVRU��

Ms TIAN Yao

%$�±�0LQ]X�8QLYHUVLW\
06F�±�7KH�+RQJ�.RQJ�3RO\WHFKQLF�8QLYHUVLW\�

(PDLO�� yao.tian@connect.polyu.hk

Prof.Ilpo Koskinen
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Inertia and Innovation: 
How masters of branding interpret Chinese Culture

Brand, designers, innovation, culture, inertial thinking

In most people’s minds, brand identity is closely linked to market and 
�Ì��Ã�«>ÀÌ��v�>�«�ÕÌ�VÀ>ÌÃ°�	À>�`�«iÀÃ��>��ÌÞ�V��Ã�ÃÌÃ��v�wÛi�`��i�Ã���Ã\�
sincerity, excitement, competence, sophistication, and ruggedness, 
which can be measured by multi-item scales (Aaker 1997). It means 
that cross-cultural discrepancy in research and measurement could 
not be ignored (Thompson 2000, Aaker, Benet-Martinez et al. 2001). 
However, the market is also the powerful medium to respond to brand 
identity, especially for the visual components in brand identity, which 
is the most direct way to showcase the personality of the brand. For 
instance, Korean Bank used to publish a report on different brand’s 
lifetimes. It is said that the top three of the oldest enterprises, which 
survived longer than a thousand years in the world were all in Japan. 
In terms of the number of enterprises, which survived for more than 
200 years, Japan has 3146, European has only 800, and China has 
no more than 10(Jing 2015). Therefore, while we celebrate the fact 
that China is becoming one of the largest economics in the world, we 
still have a long way to go to strengthen the brand identities of our 
products through better design thinking, design process, and design 
research methods.

This research topic directly addresses the issue of lacking of innovative 
design for brand identity among Chinese designers. This research 

Title:

Keywords:

Research Report:

emphasizes on the importance of cultural factors in the design process 
by the application of a systematic and culture based innovation 
methodology. I assumed that the inertial thinking in the minds of 
Chinese designers is common and it is necessary to find out the 
broken links in their design process, in order to enhance their abilities 
in designing better products, systems, and services.

A hypothesis is that traditional culture can be embedded as a 
component in the design process for brand identity because culture 
can be considered as the intention through design to empower brand 
strength. To prove this hypothesis needs appropriate theories and 
data collections in order to define the design problem spaces. In 
other words, designers’ views and thinking processes are valuable to 
this research, which is a subjective and effective way to test primary 
hypotheses although it can be time-consuming and unstable. Thus, 
exploring how do famous Chinese graphic designers interpret Chinese 
culture and use these in their branding work, and finding out what 
explains their innovativeness would be the point of penetration for 
this research. 

In the past six months, data collection had been the first step to 
start this research and a method called ‘analytic induction (Koskinen, 
Battarbee et al. 2003)’ from social science is being considered to 
make inference and interpretations of culture in this research. An 
initial framework is to be created by a set of data analysis. Meanwhile, 
personal interpretation of culture in brand identity design will be 
worked out with much literature review in order to provide the 
Ì�i�ÀÞ�«iÀÃ«iVÌ�ÛiÃ°�/�i�wi�`��v���ÌiÀ>ÌÕÀi��Ã�Ü�`i]���V�Õ`��}�«À>VÌ�V>��
ethnography and culture anthropological methods for analyzing the 
tension between traditional and innovation(Summatavet 2005).

In culture interpretation, Geertz (1973) said’ It is not against a body 
of uninterpreted data, radically thinned descriptions, that we must 
against measure the cogency of our explications, but against the 
power of the scientific imagination to bring us into touch with the 
lives of strangers.’ Therefore, thick description first mentioned by 
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Ryle (1971) would be utlized in this research. Overviewing the whole 
research process, two round deep interviews will be the imperative 
method, while literature review and pilot study will be auxiliary 
approach to verifying hypothesis repeatedly.

���Ì�i�v����Ü��}��>�v�Þi>À]�Ì�i�wÀÃÌ�À�Õ�`��v���ÌiÀÛ�iÜ�Ü����Li�V��`ÕVÌi`�
to verify culture interpretation in this research and contribute to initial 
framework development. All the experience shared by designers 
can give researcher great inspirations for promoting the model 
of primary hypothesis about the impact factors to innovation in 
design for brand identity. It is more meaningful to this research than 
formalized data. Moreover, cross-project comparison(Glaser and 
Strauss 2009) is available through interviews, which will contribute to 
getting quantitative data in order to make this method effective and 
persuasive. Accompanied with initial analysis, much literature reviewed 
will help to renew the hypotheses in previous researches. 

Aaker, J. L. (1997). "Dimensions of brand personality." Journal of 
marketing research: 347-356.
 
Aaker, J. L., et al. (2001). "Consumption symbols as carriers of culture: 
A study of Japanese and Spanish brand personality constucts." 
Journal of personality and social psychology 81(3): 492.
 
Geertz, C. (1973). "Thick Description; Toward an lnterpretive Theory 
of Culture." The interpretation of cultures: 3-30.
 
Glaser, B. G. and A. L. Strauss (2009). The discovery of grounded 
theory: Strategies for qualitative research, Transaction Publishers.
 
Jing, G. (2015). "Diagnosing Corporate Culture Construction Problems 
in China." International Journal of Business and Management 10(6): 
p234.
 
Koskinen, I., et al. (2003). Empathic design, IT Press.
 
Ryle, G. (1971). Collected Papers: Volume II: Collected Essays (1929-
1968), Hutchinson of London.
 
Summatavet, K. (2005). Folk Tradition and Artistic Inspiration: A 
Woman's Life in Traditional Estonian Jewelry and Crafts as Told by 
Anne and Roosi, University of Art and Design Helsinki.
 
Thompson, P. (2000). Voice of the past: Oral history, Oxford University 
Press on Demand.
 

Reference:
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PhD Researcher (1st year)

Qingchuan LI is a PhD candidate in School of Design at The Hong 

.RQJ�3RO\WHFKQLF�8QLYHUVLW\��%RUQ� LQ�1RUWKHUQ�&KLQD��VKH�JRW�KHU�
Bachelor of Engineering in Industrial Design from Sichuan University, 

&KHQJGX� LQ�������6KH�DOVR�HDUQHG�D�PDVWHU
V�GHJUHH� LQ� ,QGXVWULDO�
Engineering (Distinction) from The University of Hong Kong in 2014, 

VSHFLDOL]HG� LQ�+XPDQ�)DFWRU�DQG�(UJRQRPLFV��6LQFH�KHU�PDVWHU�
studies, she started to explore her interests in visual ergonomics and 

cognitive ergonomics especially for special population. In July 2015, 

she joined the School of Design as a PhD student to continually 

investigate and study how to apply ergonomics and human factors to 

build a bridge between the world of design and special population. 

Biography: 

4XDOL¿FDWLRQV��

6XSHUYLVRUV��

Ms Qingchuan LI

B.Eng. – Sichuan University.

06F�±�7KH�8QLYHUVLW\�RI�+RQJ�.RQJ�

(PDLO�� qingchuan.li@connect.polyu.hk

'U��<DQ�/X[LPRQ��0DLQ�
'U��&OLIIRUG�&KR\��&R��
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Investigating Older Adults’ Perception and Usage of 
Information Technology

Information Technology, older adults, perception, usage behavior, 
usability, cognition

With population aging, Information Technology is emerging as a 
promising solution in the attempt to assure older adults’ continued 
well-being. However, designers should be aware that aging process 
has brought numerous influences on older adults’ perception and 
cognition, which largely constrains the use of technologies among 
older adults. On one hand, these gradual functional losses including 
physical aging, sensory aging, and cognitive aging, have significant 
impacts on how older adults perceive and respond to the use of 
Information Technology (Renaud and Van Biljon 2008; Barnard et 
al. 2013; Chen and Chan 2014). On the other hand, these changes 
directly influence the way in which older adults experience and 
interact with the Information Technology (Wagner et al. 2014; Page 
/���Óä£{®°�����À`iÀ�Ì��vÕ�w���Ì�i��ii`Ã��v�Ì��Ã�iÝ«>�`��}��>À�iÌ]��Ì��Ã�
essential to design and develop Information Technology to facilitate 
older adults’ special capabilities and needs, and further enhance their 
V��w`i�Vi]�ÃiVÕÀ�ÌÞ�>�`���`i«i�`i�Vi°�/��Ã�ÃÌÕ`Þ�>��Ã�Ì����ÛiÃÌ�}>Ìi�
how to improve older adults’ user experience of human-technology 
interactions in the task domain of information searching, with a focus 
on the relationship between task demands and user capabilities, as 
well as their attitude and preferences. A human-performance model 
and design framework will be developed to help the designers to 
iÛ>�Õ>Ìi�Ì�i�V��«�iÝ�ÌÞ�>�`�ivwV�i�VÞ��v�`�}�Ì>��>««��V>Ì���Ã� ���i>À�Þ�
design stages. 
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This project is divided into three main phases. A preliminary 
invest igat ion wi l l  be conducted to gain a comprehensive 
understanding towards the current situation of daily Information 
Technology usage and perception among older adults.  Older adults’ 
special needs will be collected using interviews and their usage 
Li�>Û��À�Ü����Li�>�>�Þâi`�>Ì�Ì�i�wÀÃÌ�ÃÌ>}i°�/�i�ÀiÃi>ÀV��ÃV�«i�Ü����Li�
vÕÀÌ�iÀ��`i�Ì�wi`°����Ì�i�ÃiV��`�ÃÌ>}i]�iÝ«iÀ��i�ÌÃ�Ü����Li�i�«��Þi`�
to quantify the complex relationships between selected variables and 
explore how to improve the user experience for older adults. Lastly, 
a research model and framework will be developed and evaluated. 
For now, this project is at the first stage of literature review and 
preliminary investigation. In the past six months, relevant theoretical 
literature and models were reviewed and discussed in terms of 
��v�À�>Ì����/iV�����}Þ�ÕÃ>}i�>�`�«iÀVi«Ì����v�À���`iÀ�>`Õ�ÌÃ�wÀÃÌ�Þ°�
Related variables were identified to be included in later interviews. 
/�i�]�Ì�i�wÀÃÌ�À�Õ�`��v�>�Ãi���ÃÌÀÕVÌÕÀi`���ÌiÀÛ�iÜ�Ü>Ã�`iÃ�}�i`�>�`�
conducted among 15 older adults recruited from the Hong Kong 
local senior citizen center. Participants were asked to take several 
tasks including mental status assessment and visual perception self-
report. Task performances were used to gain an understanding about 
participants’ cognitive capability and visual perception. Interview 
transcripts were analyzed to identify the present situation of daily 
Information Technology usage and perception. The preliminary results 
showed that older adults tend to show a high enthusiasm and positive 
attitude towards technology using and learning.

���>``�Ì���]� �Ì�Ü>Ã�v�Õ�`�Ì�>Ì�L�Ì���v�Ì�i�À�V��w`i�Vi�>�`�V�}��Ì�Ûi�
capabilities directly influence their daily Information Technology 
adoption and use. It is also important to note that a majority of these 
older users perceived and experienced plenty of problems and 
`�vwVÕ�Ì�iÃ�Ü�i��ÕÃ��}�>�`��i>À���}�ÌiV�����}�iÃ]�Ü��V�� ��«��iÃ�Ì�>Ì�
current technologies are not successfully inclusive and it also appeals 
the designers to make some allowances in Information Technology 
design to facilitate older adults’ unique capabilities and special needs.

Future research will continue the interviews and theoretical literature 
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ÀiÛ�iÜÃ�wÀÃÌ�Þ°�/�i�ÀiÃi>ÀV��ÃV�«i�Ü����Li�vÕÀÌ�iÀ��`i�Ì�wi`�LÞ�`iw���}�
the specific task characteristics which are the most relevant and 
important to be studied, the specific cognitive abilities that matter 
when older adults use and learn Information Technology and the 
most suitable method to conduct the capability measurement in 
future studies. After that, the project will move to the second phase 
to detailed investigate the possible factors that may influence the 
information searching behavior of users, with a focus on the age-
related differences. 

Inclusive design is always a target in product design. However, 
designers usually tend to ignore the user group of older adults. 
Thus, there is an urgent need to give special cares to older adults in 
digital product design and development. This research output will 
`�ÀiVÌ�Þ�Li�iwÌ������«À�Û��}�Ì�i���v�À�>Ì����Ãi>ÀV���}�ivwV�i�VÞ�>�`�
satisfaction for different age groups using digital applications, and 
indirectly improve the life quality for both of the senior and young 
users.

Barnard, Y., Bradley, M. D., Hodgson, F., and Lloyd, A. D. 2013. 
"Learning to use new technologies by older adults: Perceived 
difficulties, experimentation behaviour and usability." Computers in 
Human Behavior 29(4): 1715-1724.

Chen, Ke, and Alan Hoi Shou Chan. 2014. "Gerontechnology 
acceptance by elderly Hong Kong Chinese: a senior technology 
acceptance model (STAM)." Ergonomics 57(5): 635-652.

Page, Tom. 2014. “Touchscreen mobile devices and older adults: 
a usability study.” International Journal of Human Factors and 
Ergonomics 3(1): 65-85.

Renaud, Karen, and Judy Van Biljon. 2008. "Predicting technology 
acceptance and adoption by the elderly: a qualitative study." Paper 
presented at the 2008 annual research conference of the South 
African Institute of Computer Scientists and Information Technologists 
on IT research in developing countries: riding the wave of technology, 
Garden Route, Wilderness, South Africa, October 06 - 08.

Wagner, Nicole, Khaled Hassanein, and Milena Head. 2014. "The 
impact of age on website usability". Computers in Human Behavior 
37: 270-282.
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PhD Researcher (4th year)

)DZD]�ZDV�ERUQ� LQ�6DXGL�$UDELD��+H�JUHZ�XS��VWXGLHG�DQG�ZRUNHG�
EHWZHHQ� WKH�KRO\�FLW\�RI�0HFFD�DQG�-HGGDK��ZLWK� WKH�EULJKW�5HG�
Sea; home to one of the world’s largest open air sculptures and a 

KXE� IRU�0XVOLP�VKRSSLQJ��)DZD]�REWDLQHGKLV�EDFKHORU¶V�GHJUHH� LQ�
Architecture in Saudi Arabia and his master degree in Design in 

Japan. Professionally, he began his career in municipalities as an 

architect and regulator. Then he practiced architecture and interior 

GHVLJQ��)DZD]�KDV�VSHFLILF�H[SHULHQFH� LQ�DLUSRUW�GHVLJQ�VXFK�DV�
WKH�QHZ�.LQJ�$EGXOD]L]� ,QWHUQDWLRQDO�$LUSRUW�'HYHORSPHQW� �.$,$��
DQG�XUEDQ�PRXQW�GHYHORSPHQW�VXFK�DV� WKH�PRXQWV�RI� WKH�+RO\�&LW\�
RI�0HFFD��%HIRUH�KH�ZHQW� WR�+RQJ�.RQJ� IRU�KLV�3K'�VWXG\��KH�ZDV�
lecturer in the Architecture Department of KAU, where he taught visual 

communication, basic design and undergraduate architecture studios. 

$W� WKH�VDPH�WLPH��KH�ZDV�*HQHUDO�'LUHFWRU�RI�0HJD�DQG� ,QQRYDWLYH�
3URMHFWV�'HSDUWPHQW�DW�-HGGDK�0XQLFLSDOLW\�IRU�WZR�\HDUV��)DZD]�KDV�
interest in innovative behaviors, creative knowledge, design thinking 

and inventions.
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6XSHUYLVRUV��

Mr. Bakhotmah, Fawaz Abid

B.Arch – KAU, Saudi Arabia
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Supporting Innovation in Saudi Arabia, Culture-based 
innovation as an urban development framework - A case study 
on the national festival for heritage and culture.

Saudi Arabia, Strategy, Innovation, Creativity, design, culture, heritage, 
urban development, knowledge. 

1. Abstract
Saudi Arabia is the birthplace of Islam, encompassing most of the 
Arabian Peninsula. It is a blessed country to visit for two billion 
Muslims worldwide, where the two most holy mosques; the most 
sacred places, are located. As well, Saudi Arabia hopes to be one 
of the top economic and competitive countries due to its many 
opportunities such as a youth majority, culture productivity and 
diversity of natural resources including oil, sand and palm trees. 
Saudis today are broad-minded, and have optimistic views of the 
world through social media, travel and an amazing scholarship 
program between top universities worldwide. Saudis look forward with 
supporting strategies with different ideas for their creative, innovative, 
and design abilities, and to acquire a respected place in design 
and innovation among advanced nations. Supporting design and 
innovation in Saudi Arabia should be further inspired by its history, 
religion, and culture.

2.Research Methodology
This research takes three topics through three qualitative approaches 
to reach its goal and objectives: First, it will conduct religious, 
indigenous and cultural knowledge of Saudi Arabia based on 
literature reviews and content analysis. Second, it will conduct four 

Title:

Keywords:
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case studies, three of which will be based on analysis and synthesis 
observation in order to increase knowledge (creativity, indigenous 
and Entrepreneurial) that has been integrated into our daily life, to 
implement it into the fourth case study of urban development of 
Saudi National Festival for Heritage and Culture. Third, it will conduct 
interviews with Saudi-educated people in order to know their opinions 
regarding the culture, as one of the strategies supporting Saudi 
innovation in knowledge economics and diverse income sources.

3.Research outcomes
Based on research methodology, the outcomes should be: first, an 
applicable thought-generating cultural knowledge-based creativity, 
to encourage Saudi Arabians towards innovation and design. 
Second, understanding the Bellagio Mandala model of culture-
based innovation to support Saudi Arabia's designers, artisans, and 
i�ÌÀi«Ài�iÕÀÃ°�/��À`]���Ìi}À>Ì��}�Ì�i����Ü�i`}i�L>Ãi`�VÀi>Ì�Û�ÌÞ�wÀÃÌ�
outcome) and culture-based innovation (second outcome) through 
a holistic design model driven by multidisciplinary thinking. This 
model would use an interaction and intervention platform between 
the creative mind and innovative behaviour through an urban 
development framework, to upgrade the Saudi National Festival for 
Heritage and Culture to be a national brand project for innovation and 
design.

4. Discussion of achived work
The research has already conducted the literature review and content 
>�>�ÞÃ�Ã�>�`�>V��iÛi`�Ì�Àii��v�v�ÕÀ�V>Ãi�ÃÌÕ`�iÃ°�/�i�wÀÃÌ�V>Ãi�ÃÌÕ`Þ�
- hardship in culture stimulates creativity. Hong Kong is considered 
a small district in comparison with Saudi Arabia, but this does not 
discourage us from taking it as an example for its Asian status and 
its scientific, practical, and organizational competence. This case 
study will give a comprehensive, brief, and philosophical view of 
Hong Kong in design and innovation from the researcher's point of 
view.  The second case study - habit of culture stimulates innovation: 
Chinese "Kesi silk" is a tradition considered one of the most creative 
and innovative embroidery craftworks in the world. In China, one 
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inch of Kesi silk is considered to be equal to one ounce of gold. This 
case study will prove how valuable a cultural habit is in making "Kesi 
silk" a prestigious tradition in the Chinese culture which has been 
practiced for over 3000 years. The case study will advise designers 
and entrepreneurs to consider the importance of handicrafts and 
traditional industries from intangible aspiration (habit) and tangible 
innovation (product) in recent interactive design systems for creative 
ideas and brands. The third case study - understanding the culture 
heritage stimulate entrepreneurship of the old enriches the creativity 
and innovation. Something stayed in my mind from my reading of 
Islam's history in China and through what I have seen upon my visit 
to the ancient medium of (Xi'an) city. This matter is expressed in 
that Islam is an integrated life system kept by history and has now 
continued, but the difference between mentioning history and what I 
have seen in reality is the difference between the practice of Islam and
aspects reflecting Islam. This case study focuses on the Chinese 
Muslim social innovation through their basic entrepreneurial 
knowledge.

5. Plan for the following work
The fourth case study - the Saudi National Festival for Heritage and 
Culture; Saudi Arabia established the annual National Festival for 
Heritage and Culture (Janadriyah festival) in 1986. Since then, the 
Janadriyah Festival has evolved from a small event to a national 
cultural attraction, drawing many visitors from both inside and outside 
the Kingdom of Saudi Arabia. Janadriyah is a novel idea originating 
from the Saudi National Guard and held under their auspices. China 
was the guest of honour at the 28th Janadriyah festival in April 2013. 
In the following months, the study will concentrate on: First, the 
Janadriyah Festival as an aspiration framework for Saudi creative 
cultural knowledge. Second, the Janadriyah Festival as an attraction 
of habits; reviving innovative approaches from talents and artisans. 
Third, the Janadriyah Festival as a new productive community while 
upgrading through understanding design thinking. Fourth, the 
Janadriyah Festival as a sustainable national urban development 
project supporting design and innovation rather than an annual 

festival only. This project will be areal framework for knowledge-
based creativity, culture-based innovation and design-based approach 
of decision making. Since the Janadriyah Festival (30 additions) has 
been postponed from February 2015 to February 2016 due the death 
of King Abdullah, accordingly, the fourth case study and all thesis 
coherence achievement will bepostponed too.

Conclusion
I can say that the case studies which have been conducted for this 
research are very important in investigating the habit and knowledge 
interaction and intervention driven by culture to create creativity, 
innovation and design. However, people have a deep understanding 
for what they are doing, creating, producing or innovating, without 
sophisticated knowledge. Knowledge of them improves their 
output quality through themselves or other advices. Accordingly, 
knowledge output of this study could provide three different kinds of 
implementations; to enhance the cultural value within the leadership 
excellence in society, to create creative businesses and generate 
multiple innovative skills out of hardship habits. Therefore, Janadriyah 
as an urban development framework instate festival becomes a 
national competiveness resource for economy and entrepreneurial 
matters. This approach will support education system, research 
centres, creative thinking as well as innovation in general and 
����Û>Ì�Ûi�«i�«�i�Ã«iV�wV>��Þ°
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PhD Researcher (4th year)

%RUQ�DQG�UDLVHG�LQ�PDLQODQG�&KLQD��:$1*�:HLMLD��9-��LV�HGXFDWHG�DV�
a designer, maker and researcher. He received his BS in Landscape 

$UFKLWHFWXUH� IURP�6RXWKZHVW�8QLYHUVLW\��&KRQJTLQJ��&KLQD� ��������
DQG�0)$�LQ�,QGXVWULDO�'HVLJQ�IURP�8QLYHUVLW\�RI�,OOLQRLV�DW�&KLFDJR��86�
(2012). 

'XULQJ�KLV�VWXG\�DEURDG��IURP�VWDUW�WR�¿QLVK��:HLMLD�FRQVLGHUHG�KLPVHOI�
DV�D� ORQJ�WHUP��WRXULVW��RI�&KLFDJR�DQG�GHVLJQHG�VHYHUDO�REMHFWV� WR�
help other tourists perceive the city in an abstract and subtle way, 

ZKLFK�ODWHU�ZDV�GHYHORSHG�LQWR�KLV�PDVWHU¶V�WKHVLV�³6HQVH�RI�&KLFDJR��
from a ‘tourist’, for other tourists”.  

From then on Weijia had been deeply interested in the issues of 

placemaking and place-based identity from both design research and 

practice perspectives. In 2012, he joined the School of Design as a 

PhD researcher to investigate the everyday placemaking in a high-

density urban context. 

Biography: 

4XDOL¿FDWLRQV��

6XSHUYLVRUV��
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The Pedestrian Bridge as Everyday Place: An Urban Reference 
of Placemaking in a High-density Context

Everyday Place, Pedestrian Bridges, Placemaking, Place-led 
Development

7i���>��>Ã�V��«�iÌi`���Ã�`�VÌ�À>��ÀiÃi>ÀV��>�`��>Ã�w��Ã�i`�Ì�i�wÀÃÌ�
draft of his dissertation at the end of 2015, which is currently under 
reviewed by his supervisors. The abstract of his research is described 
as follows:

1. Research Abstract:
This research explores the pedestrian bridges in Hong Kong, and 
the idea of pedestrian bridges as everyday places in a high-density 
city context. Based on a physical survey of pedestrian bridges and 
intensive observations of people’s everyday use of such bridges, 
this study reveals people’s everyday bridge use, the multiple roles 
of pedestrian bridges in high-density cities and the process of 
everyday placemaking. More importantly, taking the concept of 
“pedestrian bridge as everyday place”, the frameworks of necessity 
>�`�ÃÕvwV�i�VÞ�v�À�«�>Vi�>���}]�>�`�Ì�i��v�À�«�>Vi��i`�`iÛi��«�i�Ì]�
are summarised and discussed. This research contributes to generate 
an elaborative framework of everyday placemaking with respect to the 
dynamic relationship between micro-scale spatial characteristics and 
people’s everyday behavior. Built on the framework of placemaking, a 
performance-based placemaking strategy is then proposed, to clarify 
the roles of designer, planner, regulator and ordinary everyday users 
within the process of placemaking.

Title:

Keywords:
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2. Research Methodology:
This study employs qualitative case study as the research strategy. 
Influenced by urban pioneers William H. Whyte and Jan Gehl, 
this research applies the dominant/less-dominant data collection 
approach, within which the qualitative methods such as direct 
observation, behavior mapping, and videography are chosen as the 
dominant approaches.

3. Results / Outcomes:
(a). to reveal and examine the mechanism of everyday placemaking in 
a high-density context;
(b). to develop and validate the frameworks of necessity and 
ÃÕvwV�i�VÞ�v�À�«�>Vi�>���}]�>�`�Ì�i��v�À�«�>Vi��i`�`iÛi��«�i�ÌÆ
(c). to formulate a performance-based placemaking strategy in 
dimensions of uses, design and management.
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Part-time PhD Researcher (2nd year)

��)RXQGHU�'LUHFWRU�RI�&UHDWLYH.LGV�DQG�,0�&UHDWLYH��+RQJ�.RQJ�
• Advocate, Speaker and Trainer in Art and Design Education

��$UW�&RQVXOWDQW�IRU�6FKRRO�'HYHORSPHQW
��$UW�$GYLVRU�LQ�$UW�(GXFDWLRQ�RI�+RQJ�.RQJ�$UWV�'HYHORSPHQW�&RXQFLO
��)RXQGLQJ�0HPEHU�RI�(GQRYDWRUV�

$QJHOLQD� IRXQGHG�&UHDWLYH.LGV� ��� \HDUV� DJR�ZLWK� WKH� YLVLRQ� RI�
advancing and advocating creativity development in children, bonding 

IDPLOLHV�DQG�PRELOL]LQJ�FRPPXQLWLHV�ZLWK� WKH�YLVXDO� ODQJXDJH�RI�DUW���
She is a recipient of numerous advertising and graphic design awards 

ORFDOO\�DQG� LQWHUQDWLRQDOO\�� ,Q�������&UHDWLYH.LGV�UHFHLYHG�WKH�$ZDUG�
IRU�$UWV�(GXFDWLRQ� �%URQ]H�� IURP�WKH�+RQJ�.RQJ�$UWV�'HYHORSPHQW�
&RXQFLO��
Since 2015, Angelina has started her PhD study in design education 

DW�7KH�+RQJ�.RQJ�3RO\WHFKQLF�8QLYHUVLW\�6FKRRO�RI�'HVLJQ��¿UVWO\�� WR�
XQGHUSLQ�&UHDWLYH.LGV¶�PHWKRGRORJ\�ZLWK�PRUH� LQ�GHSWK� WKHRUHWLFDO�
DQG�SKLORVRSKLFDO�IRXQGDWLRQV�DQG�VHFRQGO\��WR�PRELOL]H�WKH�VWXGLRV�LQ�
continued efforts to improve conditions conducive to children’s creative 

development through research. 
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Every Child is a Design Thinker: Exploring Ways to Integrate 
Design Thinking in Art Education for Children and Youth in 
Hong Kong.

Design thinking, art education, children, teens, participatory, parents’ 
involvement, co-researchers

The aim of this research is to develop alternative teaching methods 
and creative learning modes that foster innovation and entrepreneurial 
spirit in children and youth aged 6 to 17 based on the integration of 
Design Thinking into art education.  The open-ended and divergent 
mindset in western education can be an inspiring alternative to 
the passive rote-learning mode common in most Asian students; 
while disciplined drilling typical in the east can be of value in skills 
`iÛi��«�i�Ì°�/��Ã�ÀiÃi>ÀV��Ãii�Ã�Ì��w�`�>����Ìi}À>Ìi`�>««À�>V��Ì�>Ì�
encompasses the best from both east and west, most suited to the 
competitive social and economic climate in Hong Kong.  Parents and 
teachers from collaborative schools and private art studios will be 
involved as co-researchers in finding practical links of art education 
with the real world, tangible ways of expressing creativity and 
interdisciplinary value of design thinking in other academic subjects. 

Research Methodology:
Participatory action research including visual methods that engage 
children, youth, parents and teachers as co-researchers

Intended Results / outcomes: 
1. Factors, processes and motivation identified as conducive to 
creative development 

Title:

Keywords:

Research Report:

2. An age-appropriate (ages 6-17) approach and program integrating 
design thinking into art education in children and youth in Hong Kong

Past months:  
The past 12 months were spent in widening my perspectives in design 
research through taking 15 credits of course work subjects.  The 
Design Philosophy and Design Research Methods subjects gave me 
an overview of the area of design research.  The two Design Research 
Seminars subjects offered a spectrum of design practices from around 
the world.  The two Guided Studies were most gratifying as they 
provided opportunities for self-chosen topics in which I explored 
design thinking in children and the right of all children to creative 
thought and expression.

Activities in the past six months relevant to my area of study: 
June 2015  Presented at The 6th International Art in Early Childhood   
                   Conference, Hong Kong Institute of Education
Title:  Creative Concentric Circles: Children as creative catalysts for 
change that ripples out to families, schools and communities

July 2015   Exhibition at KidX, Harbour City, bringing children’s   
                  creativity to the community and tourist area
Title:  Fire Up Creativity

Aug 2015   Exhibition at KidX, Harbour City, showing the diversity of 
                   children’s creative thought based on one popular comic  
                   character: Wally
/�Ì�i\���7�iÀi��Ã�7>��Þ]�Ü�iÀi��Ã��i¶

Sept 2015  Presented to Parents Teacher Association, Victoria   
                   Kindergarten
Title:  Draw out the Angel: Fostering creativity in children through art

Nov 2015  Designed and facilitated Community Art Experience with 
                  British artist Antony Gormley, K11.
Title:  Making Sense 
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Dec 2015  Presented to Parents' Class, Kau Yan Church
Title:  Parent-child, Creativity and Nature

Dec 2015  Outdoor Parent-children Creative Art Experience at Ma 
                  Wan Beach 

Upcoming six months plan:
I plan to explore more on research methods in art and design 
education, likely inclined to qualitative research.  I will also polish 
my papers for publication, if possible.  To build a literature review, I 
will read on contemporary and retrospective view of art and design 
i`ÕV>Ì���Æ�>�`�`iw��Ì�����v��iÞ�ÌiÀ�Ã�ÃÕV��>Ã�º
Ài>Ì�Û�ÌÞ»]�º�iÃ�}��
thinking”, “Education in Art”, “Pedagogy”, “Action Research” and so 
on. 
 
Present Creative Concentric Circles
Antony Gormley 

Two exhibitions in Harbour City

Presentation to Parents – Victoria Kindergarten

Left-behind Children

World Vision

Kau Yan

Upcoming months:
In the upcoming six months I anticipate more focused work in 
polishing my papers for publications.  I shall investigate more methods 
for research in my area of inquiry and seek help from different sources 
for greater understanding and possibilities in qualitative research 
methods.

Brown, Tom 2008. Design thinking. Harvard business review.
(Brown 2008, 86(6), 84)

Cox, Maureen V., & Anna Rowlands . 2000. The effect of three 
different educational approaches on children's drawing ability: Steiner, 
Montessori and traditional. British Journal of Educational Psychology.
(Cox & Rowlands 2000, 70(4), 485-503)

Edwards, Carolyn Pope 2002. Three Approaches from Europe: 
Waldorf, Montessori, and Reggio Emilia. Early Childhood Research & 
Practice, 4(1), Early Childhood Research & Practice, 01 January 2002, 
Vol.4(1)

Jalongo, Mary Renck. 2003. The child's right to creative thought 
and expression. (A Position Paper of the Association for Childhood 
Education International). Childhood Education.) 
(Jalongo 2003, 79 (4), 218-228)

���>�ÃÃ���-���`LiÀ}]�1��>]� �����7��`���>]� >�`��i�ÛiÃ��iÌ���>Þ>�
2013. Design thinking: past, present and possible futures. Creativity 
and Innovation Management.
���>�ÃÃ���-���`LiÀ}]�7��`���>]�E��iÌ���>Þ>�Óä£Î]�ÓÓÓ®]�£Ó£�£{È®

Koh, Joyce Hwee Ling, Chai, Ching Sing, Wong, Benjamin, and Hong, 
Huang-Yao 2015. Design thinking for education: Conceptions and 
applications in teaching and learning. Springer Link. 
(Koh, Chai, Song, Hong 2015, Chapter 4. 47-66)

Reference:
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PhD Researcher (3rd year)

Li Yang (Karen) graduated with a bachelor's degree in 2009 and with 

a master’s degree in 2012 majoring in Art & Design from School of Art 

	�'HVLJQ��1DQFKDQJ�8QLYHUVLW\�LQ�35&��,Q�WKH�JUDGXDWH�VFKRRO�SHULRG��
she contributed as a part-time counselor to the Economic major in 

(FRQRPLF�	�0DQDJHPHQW�$FDGHP\�RI�WKH�1DQFKDQJ�8QLYHUVLW\��$IWHU�
graduation, she worked as a design teacher in School of Art & Design, 

Nanchang University. In 2013, she joined the School of Design, 

Hong Kong Polytechnic University. Her PhD research area is design 

education, with a focus on the investigation of social innovation and 

cultural integration in design education. 

Biography: 

4XDOL¿FDWLRQV��

6XSHUYLVRUV��

Ms LI Yang (Karen)

BHons – Nanchang University

06F�±�1DQFKDQJ�8QLYHUVLW\

(PDLO��  Karenyang.li@polyu.edu.hk

3URI�&HHV�GH�%217��0DLQ�
3URI�0LQJ[L�7$1*��&R��
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Cultural Inheritance as a New Path for reforming design 
education in China. 

Cultural Inheritance, Traditional Culture, Design Education, 

The project is aimed at exploring cultural inheritance, providing 
knowledge and case studies supporting design education in China. 
The objectives of this project are:

Identifying the existing problems of design education in mainland 
China in terms of losing their own cultural origin and over relying on 
the curriculum learned from foreign countries.

Studying cultural heritage in the context of design practice and 
design education, and providing knowledge and methodologies for 
designers, design teachers and design students;

Developing strategies and case studies for reviving Chinese cultural 
strength in the curriculum development of design education 
institutions in China.

Sope of Research
• What is the current situation of design education and cultural 
V�>�}i¶
• Why are we losing morality and culture in our design education in 

���>¶
• The paths to incorporate traditional culture into the modern design 
education in China.

Title:

Keywords:

Research Report:

Research Proposition and Framework

My case study and further research there would make a contribution 
to this collaboration as a test for my proposals or ideas. Furthermore, 
it can be used as a comparison with the case study and experiments 
with Xi’an Jiaotong University.

At this stage, my main research proposition is that culture plays an 
important role in design education and it is vital for Chinese design 
schools to take culture studies in design more seriously before they 
can compete with leading design schools in the world. With China 
being the country with the largest number of design schools and 
design students, there is a lack of qualified design teachers who 
have both international understanding of design studies and local or 
regional knowledge of cultural and social sensitivity and responsibility 
to take the challenge to educate world class designers in China. 

Research Plan

The following tasks are planned for the next stage of my study:
• Widen the literature review to include research papers on design 
education in China and oversea. While the books, research papers, 
and teaching materials from Xi’an Jiaotong University and Yunnan 
University are the main focus of studies, research papers by academic 
from other universities in mainland China will also be included, 
together with those overseas;

• Deepen and widen the case study in Xi’an Jiaotong University by 
carrying out surveys to collect quantitative data from design students 
to consolidate the culture based design education framework by 
taking semiotics as the subject in order to design a proposal for 
international summer design workshop for testing and evaluation.

• consolidate the culture based design education framework by taking 
semiotics as the subject in order to design a proposal for international 
summer design workshop for testing and evaluation.
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• Conducting a new and main case study with Yunnan University’s 
School of Art and Design via the joint centre on design and social 
development between the Hong Kong Polytechnic University and 
Yunnan University. 

• After quantitative date and survey results are collected from both 
Universities through case study and experimental teaching in terms 
of summer design workshop and short course, I will analyze the data 
and generalize it to form a conceptual body of knowledge in terms of 
design learning experiences and course development guidelines. 

• During the next step of my study, I intend to publish a journal paper 
in design journals with a detailed analysis of the design education in 
China in terms of its strength and weakness.

Mervyn. R. (2005).Histories of Art and Design Education. [M].UK:  
Intellect Books. (35),.

TIAN J. (2007). Design educationLed the China’s cultural creative. [J].  
Nanjing: Hundred Arts. (139) ,03. (In Chinese).

LEI W. P. (2005). High school students’ educational expenditure on 
private tuition: “ausative factors and policy implications”.  [J]. Wuhan: 
Education& Economics. (01):39–42. (In Chinese).

XU X. Y. (2010).  The different between China & West. [J]. Beijing: 
Peking University Press: 77. (In Chinese).

Charles M. E, W M McCracken, Wendy C. (2001). Design Knowing 
and Learning: Cognition in Design Education. [J]. Elsevier Science B.V: 
211-212. 

P. LYON. (2011). Design Education: Learning, Teaching and 
Researching Through Design. [M].Gower Publishing Ltd: 21-22.

OU YANG G. L. (2005). Taking to the culture in art design education. 
[J]. Hua Zhong Agricultural University Press, Social Secience edition, 
Issue, (01):100. (In Chinese).

Nicholas A, Lesley B. (2010). [M]. Understanding Art Education. 
Routledge : 171.

CHEN F. C. (2007). You can get used to everywhere if you learn the 
mathematics, physics and chemistry well. 2007 World of the CPPCC.

YANG J. M. (2011). Thinking of the culture mix into the modern 
design education[J], Shijiazhuang: Journal of Hebei Normal University( 
Education Secience edition) Issue, (77), 02. (In Chinese)

CHEN C. W, LI Y. (2012). The integration of the Chinese factors and 
the modern design.[J]. Nanchang: Nanchang University Press (Social 
Science Edition): (3):130-134. (In Chinese).

Reference:
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PhD Researcher (2nd year)

3HL\DR�&KHQJ� LV�D�3K'�FDQGLGDWH� LQ�6FKRRO�RI�'HVLJQ��+RQJ�.RQJ�
Polytechnic University. Her research focuses on the role of product 

GHVLJQ�LQ�WKLV�LQÀXHQFLQJ�FRQVXPHU�UHVSRQVH�WR�SURGXFW�LQQRYDWLRQV��
The importance of developing successful product innovations is well 

acknowledged in companies (Dougherty 1992). The success of product 

innovations ultimately depends on consumer response (Hauser, Tellis, 

DQG�*ULI¿Q��������9HU\�RIWHQ��SURGXFWV�WKDW�SURYLGH�VLJQL¿FDQW�EHQH¿WV�
receive plain market response due to consumers’ resistance (Ram 

and Sheth 1989). Therefore, it is important to investigate consumer 

response to product innovations in order to develop successful product 

innovations. 

4XDOL¿FDWLRQV��

6XSHUYLVRUV��

Ms Peiyao Cheng

BEng – Northwestern Polytechnic University.

06F�±�'HOIW�8QLYHUVLW\�RI�7HFKQRORJ\�

(PDLO�� pei-yao.cheng @connect.polyu. hk

3URI�GU�&HHV�GH�%RQW��0DLQ�
'U�LU��5XWK�0XJJH�&R��

Biography: 
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Consumer Response to Product Innovations: the Role of 
Product Appearance

Consumer Response, Product Innovation, Product Appearance, 
Consumer Behavior, Consumer Research.

*ÀiÛ��ÕÃ�ÃÌÕ`�iÃ��>Ûi�V��V�Õ`i`�Ì�>Ì�V��ÃÕ�iÀÃ��>Ûi�Ã��i�`�vwVÕ�Ì�iÃ�
towards product innovations, due to 1) consumers’ perceptions of 
product innovations, 2) consumers’ difficulties of learning product 
innovations, 3) consumers’ resistance to change behaviors and 
4) associated risks (i.e., physical, economic, social, psychological) 
(Kleijnen, Lee, and Wetzels 2009). Following this, it would be 
��ÌiÀiÃÌ��}�Ì��ÃÌÕ`Þ�Ì�i���yÕi�Vi��v�«À�`ÕVÌ�>««i>À>�Vi°�-«iV�wV>��Þ]�
this PhD project will investigate the potential of product appearance 
�����yÕi�V��}�V��ÃÕ�iÀÃ½�«iÀVi«Ì���]�v>V���Ì>Ì��}�V��ÃÕ�iÀÃ½��i>À���}�
and triggering consumers’ behavior changes. The main research 
µÕiÃÌ���Ã�>Ài�`iw�i`�>Ã�v����ÜÃ\�
������iÃ�«À�`ÕVÌ�>««i>À>�Vi��>Ûi�>����yÕi�Vi����V��ÃÕ�iÀ�ÀiÃ«��Ãi�
Ì��«À�`ÕVÌ�����Û>Ì���Ã¶
�����v�Ã�]�Ü�>Ì�Ã«iV�wV�v>VÌ�ÀÃ���yÕi�Vi�V��ÃÕ�iÀ�ÀiÃ«��Ãi�Ì��«À�`ÕVÌ�
����Û>Ì���Ã¶
����Ƃ�`�Ü�>Ì�ivviVÌÃ�`��Ì�iÃi�v>VÌ�ÀÃ��>Ûi¶

To answer these questions, this PhD project bases on the theory 
of new product development process and the theory of consumer 
behavior. The methods of consumer research were used. The adopted 
methods include controlled experiments, consumer interviews, and 
expert interviews. 

Title:

Keywords:

Research Report:

So far, two studies have been conducted. Study 1 focused on visual 
complexity and compared the effect of visual complexity in different 
kinds of product innovations (i.e., incrementally new products, really 
new products). Study 2 was conducted with a focus on transparency in 
product innovations. 

In past six months, study 2 was conducted. Firstly, designer interviews 
were conducted with six experienced designers to understand the 
aim of using transparency in product innovations. During interviews, 
general opinions of applying transparency in product innovations 
were collected. Participants were presented with 32 product examples 
and asked to categorize these product examples based on underlying 
design intentions. Secondly, consumer interviews were conducted 
to understand how consumer respond to transparency and how 
their response correspond or differentiate from design intentions. 
During this process, the effects of transparency and the underlying 
mechanisms of how transparency makes influence on consumer 
response were gained. Thirdly, an experiment was conducted to 
examine the effects of transparency in product innovations. 

From designer interviews and consumer interviews, it has been found 
that consumer response corresponds to design intentions. These 
results suggest that transparency influence consumer response to 
product innovations, including consumers’ perception of product 
performance, consumers’ comprehension and consumer experience. 
In terms of the experiment, no significant results were detected in 
terms of the effects of transparency in product innovations. This may 
be due to the weak theoretical evidence. 

���V��«>À�Ã���Ì���Þ�wÀÃÌ�ÃÌÕ`Þ�>�`��Ì�iÀ�ÃÌÕ`�iÃ�Ài�>Ìi`�Ì��V��ÃÕ�iÀ�
response to product design, this study considers the role of designers. 
Specifically, study 2 considers design intentions and compared to 
consumers’ interpretations in the context of transparency in product 
innovations. This links to design related theories and models, which 
help me understand the position of my research better.  Designers 
simply know how to design. Thus, the knowledge may not serve as 
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direct knowledge to help designers. Instead, the knowledge can be 
ÕÃi`�Ì��V�>À�vÞ�Ì�i� ��yÕi�Vi��v�«À�`ÕVÌ�>««i>À>�Vi]�Ì�i� ��yÕi�Vi��v�
visual information communicated through product appearance on 
consumer response to products, and to understand how consumers 
use product appearance to form impression of product innovations. 
In practice, the results can help design management, companies’ 
portfolio management, etc. 

Right now, I am working on setting up a new study: investigating the 
effects of using metaphors in product innovations. In previous two 
studies, the notion of technology innovation was followed. The focus 
was set on understanding the role of product appearance solely. 
However, technology innovation is not the only innovation strategy 
nowadays and the scope of design has been broadened. More 
importantly, metaphor contains different meanings and designers are 
responsible for proposing these meanings. It would be interesting to 
investigate the effects of using metaphors in influencing consumer 
response to product innovations. 

Dougherty, Deborah. 1992. "Interpretive barriers to successful product 
����Û>Ì��������>À}i�wÀ�Ã°¸�"À}>��â>Ì����-V�i�Vi�Î�Ó®\£Ç��ÓäÓ°

�>ÕÃiÀ]�����]��iÀ>À`���/i���Ã]�>�`�ƂLL�i��À�vw�°�ÓääÈ°�¸,iÃi>ÀV�����
innovation: A review and agenda for marketing science." Marketing 
science 25 (6):687-717.

Kleijnen, Mirella, Nick Lee, and Martin Wetzels. 2009. "An exploration 
of consumer resistance to innovation and its antecedents." Journal of 
Economic Psychology 30 (3):344-357.

Ram, Sundaresan, and Jagdish N Sheth. 1989. "Consumer resistance 
to innovations: the marketing problem and its solutions." Journal of 
Consumer Marketing 6 (2):5-14.

Reference:



62 63

Part-time PhD Researcher (4th year)

After the completion of her master degree, Kaman has engaged and 

worked productively in numerous research projects on user orientated 

design research. With a strong passion of transferring knowledge on 

design theory, culture and research to students, Kaman has been 

employed as Visiting Lecturer (Part-time) for the School since 2004. 

She teaches subjects on research, design history, design culture and 

design theory.

In 2010, she was in the position of Lecturer (Graphic Design) at the 

'HSDUWPHQW�RI�'HVLJQ��WKH�&DULWDV�%LDQFKL�&ROOHJH�RI�&DUHHUV��ZKHUH�
she taught visual communication subjects, art and design history, 

cultural research and dissertation. She also engaged in different 

programme planning committees at the department. In 2012, she 

MRLQHG� WKH�+RQJ�.RQJ�'HVLJQ� ,QVWLWXWH�DV�5HVHDUFK�&RRUGLQDWRU� WR�
teach and supervise student research projects. She had strong interest 

in the study of creative industries and urban culture. 

Biography: 

4XDOL¿FDWLRQV��

Ms Kaman Tsang Ka Man 

0DVWHU�RI�3KLORVRSK\��
The Hong Kong Polytechnic University 

%$��+RQV��'HVLJQ�&XOWXUH�DQG�7KHRU\�
The Hong Kong Polytechnic University 

(PDLO�� Kamansd@gmail.com

6XSHUYLVRUV���3URI��6,8�.LQ�:DL�0LFKDHO
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Formation of Creative Community and the making of vibrant 
Cultural and Creative Clusters in Hong Kong 

Cultural and Creative Cluster, Creative Industries, Creative Community, 
Creative 

The global economic structure sees a fundamental change in the post-
industrial era. The rise of creative industries becomes a key factor to 
«À�wÌ��>���}�>�`�>�¼�iÜ��ÀÌ��`�ÝÞ½�Ì��ÕÀL>��Û�>L���ÌÞ°��>�Þ�Ƃ�iÀ�V>��
and European cities have established a variety of creative industries in 
their places. This research is an examination of the concept ‘Cultural 
and Creative Cluster’ and its relation with creative practitioners 
in Hong Kong. The study is not just an evaluation on the success 
of individual cluster, but it proceeds to examine how the creative 
practitioners interpret and make use of the creative space. The study 
also explores the criteria for encouraging creativity and sense of 
community in the making of sustainable cultural and creative cluster.

Research questions:
1. What are the unique lifestyle and work pattern of the creative 
«À>VÌ�Ì���iÀÃ����Ì�i�V�ÕÃÌiÀ¶�
2. What are the specific spatial setting and amenities that favor the 
`iÛi��«�i�Ì��v�VÕ�ÌÕÀ>��>�`�VÀi>Ì�Ûi�V�ÕÃÌiÀ�������}����}¶�
3. How do the creative practitioners use and interpret the cultural and 
VÀi>Ì�Ûi�V�ÕÃÌiÀÃ�������}����}¶�
4. What amenities are required in the neighbourhood space to favour 
Ì�i�`iÛi��«�i�Ì��v�VÀi>Ì�Ûi�V���Õ��ÌÞ¶
Research methods:

Title:

Keywords:

Research Report:

This research aims to examine the real practice of creative cluster and 
creative community. In order to understand what is happening on the 
ground, case study, direct observation and semi-structured interview 
will be adopted as the research methods.

Around 70% of field works (direct observation and semi-structured 
interview) had been completed. A conference paper had been 
submitted and under review. 

A more comprehensive and updated interpretation of cultural and 
creative cluster and creative community in Hong Kong had been 
obtained. The close relation between quality of cluster, formation of 
community and happening of creativity had been identified as the 
core for the development of a sustainable cultural and creative cluster.

A model for sustainable development of cultural and creative cluster 
will be proposed based on the theoretical framework and empirical 
w�`��}Ã°�

Completion of fieldwork, producing working papers and writing on 
thesis are the plan for the following six months.
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PhD Researcher (2nd year)

6DW\DNDP�LV�D�GHVLJQHU��HQJLQHHU��DQG�D�UHVHDUFKHU��VSHFLDOL]LQJ�LQ�WKH�
OLQN�EHWZHHQ�GHVLJQ�DQG�EHKDYLRXU�FKDQJH�IRU�HQYLURQPHQWDO�EHQH¿W��
He has a decade long experience in practicing industrial design for 

brands like Philips, Electrolux, Sansui, Videocon and Kelvinator, 

wherein he led many design and innovation projects in consumer 

durables sector. During this tenure, he also got associated with many 

turn-key innovation projects in design of medical devices and home 

appliances.

He joined the School of Design in 2014 as a PhD student. He is 

interested in investigating the role designers can play in encouraging 

sustainable practices among the consumers in domestic sector. His 

interest lies in product design and innovation, design for behaviour 

change, practice-oriented design, and social innovations for 

encouraging sustainable practices.

Biography: 

4XDOL¿FDWLRQV��

6XSHUYLVRU��3URI��.LQ�:DL�0LFKDHO�6LX

Mr. Satyakam Sharma
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division with distinction)
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Institute of Technology, Delhi
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Framework for Conceptualizing Social Innovations for Fostering 
Sustainable Practices 

Social innovation, sustainable practices, sustainable behaviour

Design-led approaches drawn heavily on cognitive and environmental 
«ÃÞV����}Þ��>Ûi�}i�iÀ>��Þ�v�VÕÃi`����`iÃ�}���v�Ã«iV�wV�«À�`ÕVÌÃ�>�`�
their interactions to target behaviour towards more efficient usage. 
Although these approaches have been quite effective in steering the 
Li�>Û��ÕÀ�Ì�Ü>À`Ã���Ài�ivwV�i�Ì�ÕÃ>}i��v�Ì�i�«À�`ÕVÌÃ�>�`�ÀiÃ�ÕÀViÃ]�
they seldom consider the social context in which the practices 
emerge, evolve, incubate, transform, persist, spread, and defect. 

Social interventions emerging from the field of social psychology 
and sociology have shown that group-level interventions can be an 
effective way to encourage a positive change in practices. Such social 
interventions are based on the assumption that human practices are 
socially grounded, thus influencing the social nature of practices of 
a unified social group through a devised social network, can be an 
effective way of encouraging adoption of sustainable practices. These 
approaches aim to address the social and systemic nature of practices 
by engaging the practitioner into an arranged social environment 
where practices can be shared, restructured and incubated under the 
��yÕi�Vi��v�Ì�i�Ã�V�>��ÃÌÀÕVÌÕÀi°�

The overall objective of the research is to conduct a systematic 
investigation into such social innovations by studying a wide range of 

Title:

Keywords:

Research Report:

implemented cases, and develop new knowledge that can support 
designers and other stakeholders in conceptualizing such social 
and community-level interventions for encouraging adoption of 
sustainable practices. 

• What process of evolution, transformation and rearrangement the 
practices undergo when the consumers are engaged through a social 
��ÌiÀÛi�Ì���¶
 
• What are the key elements of a social intervention, and what role do 
Ì�iÞ�«�>Þ����i�V�ÕÀ>}��}�>`�«Ì�����v�ÃÕÃÌ>��>L�i�«À>VÌ�ViÃ¶

• How can this understanding of the mechanics of social innovations 
from a wide range of successfully implemented cases be brought 
together in a form, which can be used by designers and other 
stakeholders for conceptualizing social interventions to inspire a 
«�Ã�Ì�Ûi�V�>�}i����«À>VÌ�ViÃ�v�À�i�Û�À���i�Ì>��Li�iwÌ¶�

Being interpretive and qualitative in nature, the research relies on 
naturalistic methods for studying the successfully implemented cases. 
The objective is to study the components and the sub-components 
of the implemented solutions, identify the relationships between 
these components within and across the cases, and derive meaningful 
themes and patterns. 

The research uses Grounded Theory as the main methodology as 
well as the strategic method. It uses a Document Analysis Method 
to investigate the cases through the published documents, which 
includes journal articles, annual reports, business reports, websites etc. 
Besides this, to gain an in-depth understanding from the developer’s 
as well as user’s perspective, the study would rely on interviews with 
the inventors of the solutions as well as the users. Interviews with 
the users participating in such social engagements would provide 
a deeper insight into their experiences, and the impact of the 
intervention on their practices. All this will help in understanding the 
mechanics of such staged social networks and the key motivators 
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that encourage the consumers to make changes in their consumption 
«À>VÌ�ViÃ�v�À�i�Û�À���i�Ì>��Li�iwÌ°

In past months, a thorough review of a wide range of literature was 
conducted. This literature included theories and models of behaviour 
change from behavioural science and social psychology, literature on - 
design and sustainable behaviour, design-led approaches to behaviour 
change, social and contextual approaches, and the theories of social 
practice. The literature provides a foundation for understanding and 
analyzing the implemented solutions and their elements. Besides 
Ì��Ã]�>�Ü�`i�À>�}i��v�ÃÕVViÃÃvÕ��Þ� ��«�i�i�Ìi`�V>ÃiÃ�ÜiÀi��`i�Ì�wi`�
from diverse sectors for conducting a Document Analysis. In the next 
few months, the Document Analysis would be conducted, which will 
be followed by interviews with the inventors and the users of the 
solutions to get a deeper insight into the mechanics of such social 
innovations. The analysis of the documents and the interviews would 
help in constituting the framework.

Clune, Stephen. 2010. "Design and behavioural change." Journal of 
design strategies 4: 68-75.

Koger, Susan M., and Deborah DuNann Winter. 2011. The psychology 
of environmental problems. New Jersey: Lawrence Erlbaum 
Associates.

Gardner, Gary, Payal Sampat, and Jane A. Peterson. 1998. Mind over 
matter: recasting the role of materials in our lives. Washington, DC: 
Worldwatch Institute.

Gardner, G. T., and P. C. Stern. Environmental Problems and Human 
Behaviour, Boston, MA: Pearson Custom Publishing.

Jackson, Tim. 2005. “Motivating sustainable consumption.” 
Sustainable Development Research Network 29:30.

Shove, Elizabeth, Mika Pantzar and Matt Watson. 2012. The dynamics 
of social practice: Everyday life and how it changes. London, Sage 
Publications Ltd. 
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Part-time PhD Researcher (3rd year)

&KDRJXDQJ�KDV�ZRUNHG�SURIHVVLRQDOO\� LQ� WKH�JDPH� LQGXVWU\� IRU���
plus years as a game researcher and game designer, with solid 

practical hands-on experience and understanding of user research 

and game development. He conducted a number of studies about 

player behaviour, motivation and social interaction, and developed a 

��GLPHQVLRQ�0XOWLSOD\HU�2QOLQH�5ROH�3OD\LQJ�*DPH��00253*��IURP�
FRQFHSW� WLOO� ODXQFKLQJ� LQ�1HW(DVH�&RPSDQ\�� ,Q�������KH�VWDUWHG� WR�
pursue a PhD in the School of Design. His present research focuses 

on the game design, user typology, physiological measurement of 

game playing, consciousness and how to design a more meaningful 

game experience.
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The Value Systems of Player and Their Relation to In-Game 
Behavior in a Massively Multiplayer Online Role-playing Game

Massively multiplayer online role-playing games, value system, player 
behavior, Emergent Cyclical Levels of Existence Theory, game design

Understanding player characteristics is an essential part of game 
design, and also has important implications for increasing games’ 
potential for positive impact on society. In this study, I intend to 
develop an understanding of the value systems of player in China, 
and determine the relationship, if any, between the value systems of 
players and their actions in the game world. The Emergent Cyclical 
Levels of Existence Theory (ECLET) as developed by Clare W. Graves 
(Graves, 1970, 1974, 2005) was selected as grounding theory for my 
research. It provides a new way to look at the differences in people 
through successive personality stages or value systems, each with 
its own predominant way of thinking and behaving. I applied this 
theory among Chinese players and adapted it to explain their playing 
behavior more authentically.

With an innovative mixed methodology, this study brought together 
methodological approaches from self-report survey and game metric 
technique. Participants began by completing a web-based survey 
to assess their value systems, and other demographic variables such 
as gender and age were also gathered. And then the value systems 
«À�w�i��v�«�>ÞiÀÃ�Ü>Ã�«>�Ài`�Ü�Ì��Ì�i�À�Li�>Û��À>���iÌÀ�VÃ�Ü�Ì����Ì�i�
game world. The correlation analysis was performed to determine the 
links between values system and gaming behavior online.

We conducted a survey of 5,427 participants within a MMORPG Ghost 
II that measured their value systems based upon the ECLET. Our study 
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showed that Chinese online game players are mainly operating at 
	�Õi�Û>�Õi�ÃÞÃÌi�]�>�V�Ài�Û>�Õi�Ì�>Ì� �Ã� Ì��Ã>VÀ�wVi�Ãi�v���Ü�����À`iÀ�
to receive reward later. The value systems of player was analyzed 
and further compared with instrument averages resulted from global 
measurement. The differences across the demographic variables such 
as gender, age and occupations were also investigated. 

This study then further examined the relationship between player’s 
value systems and their actions in playing the Ghost II. Online survey 
data from 1,577 players containing value systems and demographic 
variables were paired with their behavioral metrics within the game 
world and analyzed for this study. A number of positive correlations 
were found between the score of Red value system and the in-
game metrics that were collected to represent their playing behavior. 
Participants that scored high on Red value system also tend to spend 
more real money in the game, level up their character and ability as 
quickly as possible, and seek other achievements in forms offered by 
the game world. These characteristics for fun, power and immediate 
}À>Ì�wV>Ì����>Ài�>�Ã��«Ài`�VÌi`�LÞ�Ì�i�,i`�Û>�Õi�ÃÞÃÌi�����
�>Ài�7°�
Graves’ model. With this work, we show that there is a correlation 
between in-game behavior and real-life behavioral attitudes as 
modeled by the Emergent Cyclical Levels of Existence Theory.

/�i�ÃÌÕ`Þ��Ã�Ã�}��wV>�Ì�����ÌÃ�ÀiÃi>ÀV���iÌ��`���}Þ�ÕÃ��}�V���iÀV�>��
game data in the study) as well as its findings regarding players’ 
V�Ài�Û>�ÕiÃ�>�`�Ì�i�À� Ài�>Ì���Ã��«�Ì�� ���q}>�i�Li�>Û��À°�/�i�w�`��}�
provides valuable information on how to better design, evaluate and 
understand enjoyment in games.

Graves, Clare W. 1970. “Levels of Existence: An Open System Theory 
of Values.” Journal of Humanistic Psychology, 10(2), 131-155.

Graves, Clare W. 1974. “Human Nature Prepares for A Momentous 
Leap.” The Futurist, April, 72-87.

Graves, Clare W. 2005. The never ending quest, edited by Ch. Cowan 
and N. Todorovic. Santa Barbara: ECLET.
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PhD Researcher (2nd year)

As the first generation of communication designer working with 

computational methods, Ng’s knowledge of computing was mainly 

acquired from the architecture school. Therefore, other than two 

dimensional design, he also has a keen interest in product and interior 

design. Although the formal design education of Ng is mainly coming 

from the west, he is always concerned about his oriental heritage. In 

KLV� OHLVXUH��EHVLGHV� OHDUQLQJ�&KLQHVH�SDLQWLQJ�IURP�GLIIHUHQW�PDVWHUV��
KH�DOVR�HQMR\V�FXWWLQJ�V\PEROV�DQG�DQFLHQW�&KLQHVH�FKDUDFWHUV�RQ�
seals. Eventually, these cultural practices will become the inspirations 

of some of his designs.

He founded his own design company which specialised on typography, 

publication and information design in the early 90’s. In additional to 

practicing as a designer, Ng has worked with digital photography and 

image processing professionally for many years. He has been working 

on a digital image database of Hong Kong on his own since 2000 in 

which more than 10 million photos are collected.

Other than engage in different creative activities, Ng teaches in 

different tertiary educational institutions, including Hong Kong PolyU 

and Hong Kong University of Science and Technology, from time 

WR� WLPH��+H� LV�DOVR�D� IRUPHU�0HPEHU�RI� WKH�'HVLJQ6PDUW� ,QLWLDWLYH�
$VVHVVPHQW�3DQHO�RI�&UHDWH+.�
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Computational Design System for Brand Identity

LÀ>�`��`i�Ì�ÌÞ]�V��«ÕÌ>Ì���>��`iÃ�}�]�Û�ÃÕ>��V���Õ��V>Ì���]�>ÀÌ�wV�>��
intelligence, creative supporting tools, ontology

My research started with two fundamental questions which are:
1.  What are the essence and methodology of visual communication 
`iÃ�}�¶
2.  How can we formal i sed a  knowledge model  o f  v i sua l 
V���Õ��V>Ì����`iÃ�}�¶

/�i�wÀÃÌ�µÕiÃÌ�����Ã�>L�ÕÌ�ºÜ�>Ì»�>�`��i>`�Ì��>��iÝ«��À>Ì�ÀÞ�ÀiÃi>ÀV��
objective to define the design methodology, theory, language and 
aesthetics through the investigation of brand identity design in 
the context of computational principles. As brand identity design 
includes three types of essential communication design problems – 
symbol, typography and colour, this specific problem provides the 
opportunities to study communication design and computational 
design from different perspectives.

The second question focus on “how” and leads to an explanatory 
objective target to develop a computational design system to realise 
and verify the concept formulated in the investigation mentioned 
above.

After my preliminary review, I found the concept of metaphor is more 
fundamental and essential than my previous experience of using 
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metaphor as a rhetorical device in communication design. According 
to the theory of Layoff & Johnson, “… metaphor is primarily a matter 
of thought and only derivatively a matter of language”1. Based on 
these concepts, I recognise that visual language could be quite 
>ÀL�ÌÀ>ÀÞ�>�`��ÌÃ�}À>��>À��Ã��ÕV����Ài�yiÝ�L�i�Ì�>��Ì�>Ì��v�Ì�i�ÛiÀL>��
language. Users can signify a wide range of expression as long as the 
relevant metaphor has been adapted. At the same token, the concept 
of “Metaphors of design as meta-level abstractions” also give me 
a different perspectives to build a computational model for visual 
language. As suggested by Love, “It is not just the ‘hard’ theories of 
engineering design that are abstractions in the sense used above. 
It applies to metaphors and other mental constructs also. … These 
metaphors are useful in that they enable the grouping of concepts at 
lower levels of abstraction into memorable patterns. Such groupings 
or meta-abstractions allow us to place concepts relative to each other, 
describe relationships between them and fit new concepts into an 
overall theory.”2 (Love, Education & Rocks, 2000) These concepts have 
inspired me that the creative thinking and communication design is 
about the manipulation of metaphor.

The research methodology of the current studies is based on the 
principle of experimental computer science which involved “an 
apparatus to measure, a hypothesis to be tested, and systematic 
analysis of the data” as defined by P.J. Denning.3 In order to test if 
the concepts proposed could support designer to make better brand 
identity designs, an emulation of synthetic experimental conditions 
will be created to test and record the performance of two groups of 
users. A number of design tasks will be assigned to the users while 
one group will do the task with the DST while the other group without 
using the tools. By analysing the data collected in the experiment, 
I can compare the performance of different groups and verify if the 
hypothesis that the concepts put forward in this study could facilitate 
better design.

As a brand identity system consists of brand mark, typography, and 
colour4, I have started my study by focusing on typeface rather than 
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brand mark as the problem space of typeface design is much smaller 
than those of the brand mark design. During my preliminary studies, 
by unifying the knowledge of different researchers and the practical 
know how different designers, I have proposed an an ontology of 
typeface design which covers not only the conventional generative 
method such as stroke-based5, feature-based6 or the other types7, I 
also introduce the concept of primary typeface semantics based on 
the concept of primary metaphor proposed by J. Grady8, rhetorical 
operations by J. Durand9 and stylisation to support the generations 
of a wide range of typeface design which is unable to represent by 
the existing models. Furthermore, I also emphasis that the knowledge 
model of typeface design should consist of three different aspects 
namely pragmatic, synthetic and semantic.

In the next stage of my study, I will utilise my findings in typeface 
design and extend my research to develop an ontology of brand mark 
design. In order to encode the concepts into a DST, the details of the 
ontology will be specified in OWL10 which would make knowledge 
sharing possible through the semantic web. Furthermore, the OWL 
coding will be used to support the development of the prototype of 
DST and facilitate the experiment mentioned above.

1. Lakoff, George, and Mark Johnson. 1980. Metaphors We Live by. 
Chicago and London: The University of Chicago Press, 153.

2. Love, Terence, Praxis Education, and Quinns Rocks. 2000. 
“Philosophy of Design: A Meta- Theoretical Structure for Design 
Theory” 21: 293–313, 302.

Î°��i����}]�*��°�£�nä°�º7�>Ì� �Ã�Ý«iÀ��i�Ì>��
��«ÕÌiÀ�-V�i�Vi¶»�
Comm.~ACM 23 (10): 543–44.

{°�	>��iÀ]�7°�Óääx°�º�>��Ì���>�Õ>��¶�/�i���ÛiÀÃi�,��ÌÃ��v�
�À«�À>Ìi�
Identity.” In Ebha Annual Conference, 3.

5. Schneider, Uwe. 1998. “DaType: A Stroke-Based Typeface Design 
System.” Computers & Graphics 22 (4): 515–26.

6. Hussain, F., and B. Zalik. n.d. “Towards a Feature-Based Interactive 
System for Intelligent Font Design.” 1999 IEEE International 
Conference on Information Visualization (Cat. No. PR00210). IEEE 
Comput. Soc, 378–83. 7. Suveeranont, Rapee, and Takeo Igarashi. 
2010. “Example-Based Automatic Font Generation,” 127–38.

8. Grady, JE. 1997. “Foundations of Meaning: Primary Metaphors and 
Primary Scenes.” University of California, Berkeley.

9. Durand, Jacques. 1987. “Rhetorical Figures in the Advertising 
Image.” In Marketing and Semiotics: New Directions in the Study of 
Signs for Sale, edited by Jean Umiker-Sebeok, 295–318. New York: 
Mouton.

10. Allemang, Dean, and Jim Hendler. 2011. Semantic Web for the 
Working Ontologist. Second Edi. Elsevier.
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PhD Researcher (4th year)

5LFR¶V� UHVHDUFK� LQWHUHVWV� DUH�8VHU�&HQWHUHG�'HVLJQ��$VVLVWLYH�
7HFKQRORJLHV��DQG�&URVV�0RGDOLW\� ,QWHUDFWLRQ�'HVLJQ�DSSURDFKHV�
particularly related to people with special needs. His current research 

project is focused on visually impaired and blind people in visually 

rich environments such as museums and galleries. He is exploring 

the accessibility and usability of design approaches—in particular the 

aspect of receiving visual information for visually impaired and blind 

people in order to build clearer visual mental imageries. The goal is for 

the visually impaired to have a more engaging museum experience 

in Hong Kong. With the mission and passion in mind, Rico would like 

WR�XWLOL]H� WKH�NQRZOHGJH�DQG�H[SHULHQFHV�KH�KDV�JDLQHG� IURP� WKLV�
study by setting up a social enterprise which allow him to create more 

awareness and to promote the social inclusiveness and accessibility 

for the visually impaired and the elderly with low vision on how to 

enrich their quality of life. 

Biography: 

4XDOL¿FDWLRQV��

6XSHUYLVRU��

Mr. Chan Meng Kheong (Rico)

%+RQV�±�50,7�8QLYHUVLW\�
06F�±�+RQJ�.RQJ�3RO\WHFKQLF�8QLYHUVLW\�

(PDLO�� sdrico.chan@connect.edu.hk

3URI��6,8�.LQ�:DL�0LFKDHO



84 85

Enhancing the Museum Experience for Visually Impaired People 
in Hong Kong: Haptic-audio Interaction Design (HAID).

Museums, Visually Impaired People(VIP), Accessibility of Information, 
Haptic-Audio Interaction Design (HAID), Multisensory Feedback, 
Visual Mental Imagery. 

How can Hong Kong museums enhance the experiences of their 
Û�ÃÕ>��Þ� ��«>�Ài`�Û�Ã�Ì�ÀÃ¶�6�ÃÕ>��Þ� ��«>�Ài`�«i�«�i� 6�*®� v>Vi��>��À�
challenges in visually oriented environments such as museums. With 
Ì��Ã�������`�Üi�V��`ÕVÌi`����`i«Ì��wi�`��LÃiÀÛ>Ì���Ã�>�`���ÌiÀÛ�iÜÃ�
at the eleven major museums in Hong Kong. We also conducted pilot 
studies and interviews to investigate the effectiveness of a touch-
activated sound system that could be adopted in such museums. This 
system integrates exhibit information into tactile diagrams that are 
easily accessible by VIP. The study’s aim was to gather information that 
would help to support VIP in their understanding of two-dimensional 
exhibits and in constructing mental images of those exhibits. The 
design goal was to create a prototype using the cross-modality 
interaction approach (a combination of tactile diagrams and audio 
descriptions) that would provide multisensory feedback to VIP and 
enable them to ‘see’ the exhibits. The results of conceptual tactile 
paper prototype testing indicate that the cross-modality interaction 
approach has great potential for helping VIP construct clearer mental 
images. Key findings and recommendations are presented here, as 
are the characteristics of interactivity of VIP that will be used in future 
to develop a haptic-audio interaction design museum platform.

A qualitative research approach was adopted; with case studies 

Title:
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that focused on the cross-modality interaction design to assess 
how multisensory feedback could be provided to VI visitors in 
order construct clearer mental images of exhibits and thus enable 
meaningful museum experiences. First, we reviewed documents on 
how museums understand and perform their roles in supporting VI 
visitors. The findings of various studies and projects showed that 
museum environments, exhibitions, and programs still fail to consider 
the actual wants and needs of VI visitors, especially in terms of the 
>VViÃÃ�L���ÌÞ��v�Û�ÃÕ>����v�À�>Ì���°�-iV��`]�Üi�>`�«Ìi`����`i«Ì��wi�`�
observations and interviews in major museums in Hong Kong were 
conducted and found that VIP are a little-noticed segment of the 
museum audience, offered very few basic facilities and resources to 
aid their mobility and access to information about museum exhibits. 
Third, we conducted semi-structured interviews with invited VIP 
using open-ended questions. The participants were asked about 
their viewpoints, feelings, and understanding of subjects that could 
be personal and subjective. We also conducted a preliminary pilot 
study, and found that many VIP in Hong Kong were reluctant to visit 
museums because they felt excluded. Fourth, we conducted a second 
pilot study and further semi-structured interviews. The selected VIP 
took part in tests of three medium-fidelity conceptual tactile paper 
prototypes that were supported by audio descriptions to simulate 
the effect of multisensory feedback to investigate the effectiveness 
of touch-activated sound systems that integrate exhibit information 
with tactile diagrams. Finally, the participants were asked to draw the 
mental images they had constructed during the tests to evaluate the 
integrated platform’s effectiveness. They were indeed able to capture 
some of the visual elements of the exhibits. 

Access to information about museum exhibits is crucial for VI visitors, 
who need to construct mental images of the exhibits that are detailed 
enough to make them feel that their museum experience has been 
worthwhile. The concept of creating barrier-free and accessible 
museum environments for their VI and blind visitors should be 
redefined—the accessibility in the physical environment is equally 
important to the accessibility of the exhibit’s information and contents. 
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Using the cross-modality interaction approach to create a HAID 
platform that provides multisensory feedback for VI visitors has great 
potential to help VIP construct such mental images. A HAID platform 
would also improve VIP’s social inclusion. However, despite the 
rapid development of assistive technologies and devices, the most 
important thing will be to focus on what should be done from the 
user’s point of view, and to create simpler, easier to access, and more 
humane interaction approaches. 

It is the final state of the study period; hence, the ultimate goal for 
now is to stay focused and to complete the final thesis without any 
disruptions and further delay.

Tony is the Deputy Director of Sustainable Design of Ronald Lu 

	�3DUWQHUV��5HJLVWHUHG�$UFKLWHFW� �+.���$3�$UFKLWHFW���%($0�3UR��
%5(($0�$3�DQG�/(('�$3��+H�OHDUQHG�VXVWDLQDEOH�GHVLJQ�NQRZOHGJH�
when he started reading Environmental Engineering at HKU. Having 

ZRUNHG�LQ�HQJLQHHULQJ�DQG�DUFKLWHFWXUDO�¿HOGV�IRU�RYHU�WKLUWHHQ�\HDUV��
he equipped his interdisciplinary design skills and obtained master 

degrees in Geotechnical Engineering, Architecture and Urban Design 

with distinctions from HKU and Interdisciplinary Design for the Built 

(QYLURQPHQW� IURP�WKH�8QLYHUVLW\�RI�&DPEULGJH��+LV� UHVHDUFK� WRSLFV�
focus on social and environmental sustainability, comprising cultural 

LQWHUDFWLRQ� VSDFHV� IRU� LQWDQJLEOH�KHULWDJH�SUHVHUYDWLRQ�� ]HUR�ORZ�
carbon architecture and sky garden design in high-density high-rise 

GHYHORSPHQW��+H�LV�WKH�SURMHFW�DUFKLWHFW� IRU�97&�7+(L�1HZ�&DPSXV��
=&%��2386�+21*�.21*��%($0�3OXV�1HLJKERXUKRRG�6FKHPH�DQG�
FRQVXOWDQF\�VWXG\�RQ�5HVLGHQWLDO�%XLOGLQJV�IRU�(QHUJ\�(I¿FLHQF\���
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 Part-time PhD Researcher (2nd year)
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Urban Living with Sky Gardens 

High-rises, sky garden, urban living, communal green space, high-
density city

Sky garden, a covered / partially covered naturally ventilated 
landscaped area at a high level, is designed to improve ventilation 
and thermal conditions of a micro-climate and provide a recreational 
space for simultaneous enhancement of social interaction and 
neighbourhood quality. The provision of sky gardens as a sustainable 
design strategy aims at improving the quality of a living environment 
to balance social, environmental and economic concerns. In densely 
occupied, high-rise contexts, can these objectives be achieved 
«À>VÌ�V>��Þ¶�/�iÀi��Ã� �>V���v�ÀiÃi>ÀV�������ÛiÃÌ�}>Ì��}���Ü�V���Õ�>��
green spaces at high levels in high-rises contributing to social 
integration and nurturing human-nature interactions.

Interpretive research methodology is adopted at this stage. The 
significance of sky gardens in high-density high-rise residential 
developments will be substantiated under literature reviews and case 
studies of deficiencies and needs in high-rise living environment, 
greenery in urban living, recreation spaces at sky-high levels, 
outdoor thermal comfort in gardens and micro-climate in high-rise 
developments. Qualitative analyses on local and overseas cases of sky 
gardens will identify typologies with regard to location, headroom, 
orientation, openness, spatial quality, accessibility, landscape design, 
greenery, amenities and security.  Structured interviews with designers, 
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developers, property management staff and residents will capture 
design intents, expectations and users feedbacks of current sky 
gardens.

Literature review and case studies on sky gardens and communal 
green spaces were done in the last six months. The effectiveness of 
existing sky gardens contributing to social integration and health 
development of urban dwellers in high-density high-rise contexts 
was evaluated. Having reviewed regulations and advisory guidelines 
in Hong Kong and Singapore, the desirable provisions of communal 
green spaces and amenities in support of a healthy living environment 
were investigated, co-relating their applicability to the contexts of 
high-rise residential developments. Case studies of forty residential 
high-rises in Hong Kong and Singapore mapped out diverse spatial 
and functional design of sky gardens. Possible contributing factors to 
promote health and well-being of urban living with sky gardens were 
�`i�Ì�wi`°

The findings informed that the current designs of sky gardens 
followed nominal prescriptive requirements of the government’s green 
incentives which emphasized environmental performances, but were 
less likely deliberated from users’ perspectives with respect to social 
and psychological benefits. Apart from physical configuration and 
strategic location of sky gardens, spatial intimacy, vegetation structure 
and participatory amenities were essential design considerations.

To have a comprehensive understanding of the origination and 
development of sky gardens in Hong Kong, the evolution and 
transformation of communal spaces in residential high-rises are 
going to be investigated from the historical, demographical, social, 
economic, political and cultural perspectives.  On the other hands, 
field observations and semi-structured interviews with designers, 
developers and property management staff will be carried out to 
iÛ>�Õ>Ìi�Ì�i��`i�Ì�wi`�«�ÃÃ�L�i�V��ÌÀ�LÕÌ��}�v>VÌ�ÀÃ����Ì�i�V����}�Ã�Ý�
months. 



90 91

Chan E. H. W., So H. M., Tang B. S. and Wong W. S. 2008. “Private 
Space, Shared Space and Private Housing Prices in HK- an Exploratory 
Study.” Habitat International 32:336–348.

Fowler E. P. 2008. “Faulty Towers: Contrary to Popular Belief, High-
rises are Not the Answer for Higher Density Living.” Alternative 
Journal 34:24-26.

Huang, S.C.L. 2006. “A study of outdoor interaction spaces in high-
rise housing.” Landscape and Urban Planning 76:193-204.

Kaplan, S. 1995. “The restorative benefits of nature: Toward an 
integrative framework.” Journal of Environmental Psychology 15:169–
182.

Kweon, B.S., Sullivan, W.C., Wiley, A.R., 1998, “Green common spaces 
and the social integration of inner-city older adults”, Environment and 
Behaviour, vol. 30 pp, 832-858.

Laaksoharju, T., Rappe, E., and Kaivola, T., 2012, “Garden affordances 
for social learning, play, and for building nature-child relationship”, 
Urban Forestry & Urban Greening, vol. 11, pp.195-203.

Shigehiro, O. 2014. "Socioecological Psychology." Annual Review of 
Psychology 65:581-609.

Wilson, E.O. 1984. Biophilia. Cambridge: Harvard University Press.

Yeang, K. 2002. Reinventing the skyscraper: a vertical theory of urban 
design. Chichester: Wiley-Academy.

Reference:

%RUQ� LQ�0H[LFR��*LRYDQQL�KDV�EXLOW�D�FDUHHU�DV� ,QGXVWULDO�'HVLJQHU�
DQG�'HVLJQ� /HFWXUHU� LQ� &KLQD�� WKH� 86$� DQG�0H[LFR�� +H� KDV�
professional experience in industries like furniture, appliances, and 

telecommunications. He has also taught Industrial Design at the 

8QLYHUVLW\�RI�&LQFLQQDWL� LQ� WKH�86�DQG�DW�5DIIOHV�'HVLJQ� ,QVWLWXWH� LQ�
Shanghai where he was also appointed program coordinator. He 

won an iF design award in consumer electronics in 2007. Giovanni 

earned his Bachelor’s degree in Industrial Design from the San Luis 
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his high school diploma. Being interested in design and technology, 

Giovanni developed an interest in computer-driven design technologies 

from an early stage. This and his experience shifting back and forth 

from industry to academia, led him to appreciate the potential of 

design technologies as driver of innovation in product design and their 

importance in education. Giovanni obtained the Hong Kong Research 

*UDQWV�&RXQFLO¶V� 3K'�)HOORZVKLS�6FKHPH� DQG� MRLQHG� WKH�3K'�
program at The Hong Kong Polytechnic University in 2013, his aim is 

to research the instruction of Digital Design Technologies in Product 

Design Education.
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Computer-assisted Creativity in Design Education: Use of 
Computer Tool to Enhance Student's Creative Output. 

Design, Education, Technology, CAD, Computation, Innovation.

One of the most important debates in design over the past decade is 
Ì�i�`�ÀiVÌ�������Ü��V��Ì�i�wi�`��Ã���Û��}�>�`�Ü�>Ì��Ì��i>�Ã�Ì��`iÃ�}��
education. On one side of the spectrum are those who complain that 
basic design skills are eroding and design students are incapable of 
doing design anymore, on the other extreme are the ones who argue 
that traditional skills are of no use in the ‘new design domains’ where 
Ì�i�wi�`��Ã���Û��}�Ì�°�

At the same time, the rise of ICTs over the past two decades has 
enabled students to access an amount and variety of information 
without precedents. What should be the future of the product design 
curriculum in terms of developing the digital literacy of students, their 
V>«>V�ÌÞ� Ì��ÕÃi�V��«ÕÌiÀÉ`�}�Ì>��`iÃ�}��ÌiV�����}�iÃ¶�-��Õ�`� Ì��Ã�
instruction along with other technical, skill-building type of courses 
be left-out of the curriculum in order to make room for other courses 
relevant to the so-called ‘new design domains’ and let students learn 
Ì��Ã����Ì�i�À��Ü�¶�ƂÀi�Ì�iÞ�iÛi���i>À���}�Ì�iÃi�Ã����Ã� vÀ���ÃV����� ���
vÀ��Ì��v�>���Ì�i������i���v�À�>Ì����>Û>��>L�i¶�-��Õ�`�Ì��Ã���ÃÌÀÕVÌ����Li�
¼ÃµÕiiâi`½���Ì��Ì�i�`iÃ�}��ÃÌÕ`�����ÃÌi>`¶�-��Õ�`�Ì�iÞ�Li�¼�ÕÌÃ�ÕÀVi`½�
Ì��ÎÀ`�«>ÀÌÞ��À}>��â>Ì���Ã����i�i`8¶

This study looks at the future instruction of computer/digital design 
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technologies by asking current product design students and lecturers; 
wÀÃÌ]�Ü�>Ì�>Ài�Ì�iÞ��i>À���}]�Ü�>Ì�>Ài�`iÃ�}��ÃV����Ã�Ìi>V���}�Ì��v�ÃÌiÀ�
the digital design literacy of students, what and how are students 
actually learning, and, how should this instruction take place in the 
future. The study uses a combination of qualitative and quantitative 
methods (a mixed-methods approach). It rests upon surveys and semi-
structured interviews as main instruments for data collection. 

Over the past six months the online survey was developed and 
implemented, three online surveying platforms were tried. Originally 
it targeted 6 groups, all stakeholders of product design education, 
eventually however the scale and scope of the research had to be 
reconsidered in order to make it manageable and meet the deadline. 
At this stage the two groups targeted are product design students 
and lecturers. In parallel, the synthesis of the thesis was started; 
transferring information to the thesis document and designing the 
thesis structure. In addition to the previous, I have working on the 
edition of a book about design education in China, and the writing of 
a chapter to be included in that book.

Some of the things that have been learned from the research so far 
are that there is a clear need to evaluate the role and potential need 
to include computer programming in design education curriculums. 
In addition, the meaning of Computer Aided Design is in general, 
narrowly focused on 3D modelling packages. This often results in 
an unawareness of the need to constantly explore other/emerging 
digital technologies. Also, and despite the often heavy spending 
and discussion about technology in education, the digital literacy of 
students shows big room for improvement.

The plan for the coming six months is to conclude the data gathering 
>�`�V��`ÕVÌ� �ÌÃ�>�>�ÞÃ�Ã]�>Ã�Üi���>Ã�Ì��w��Ã��Ì�i�V��Ã���`>Ì�����v�Ì�i�
thesis book; transfer information, add missing sources, make the 
necessary illustrations, etc. In addition I will continue to work on 
the edition of the book about design education in China previously 
mentioned.
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Kong Polytechnic University and a Bachelor degree in Fashion 

'LVFLSOLQH� IURP�7KH�8QLYHUVLW\�RI�:LVFRQVLQ�0DGLVRQ��86$��6KH�
is currently a full time Lecturer at the Fashion & Image Design 

Department, Hong Kong Design Institute (HKDI). She is also the 

3URJUDPPH�/HDGHU�RI� WKH�7RS�8S�'HJUHH�SURJUDPPHV��%$��+RQV��
)DVKLRQ�6W\OLQJ�DQG�3KRWRJUDSK\��%$��+RQV��)DVKLRQ�+DLU�DQG�0DNH�
XS��RI�/RQGRQ�&ROOHJH�)DVKLRQ��XQGHU� WKH�8QLYHUVLW\�RI� WKH�$UWV��
London in collaboration with HKDI. Prior to her academic career 

development, she has accumulated 12 years of commercial experience 

LQ�0DUNHWLQJ�	�3XEOLF�5HODWLRQV� LQ�$VLD�3DFLILF� UHJLRQ�� IRFXVLQJ�RQ�
brand building and management of a wide variety of products range 

from international fashion brands and luxury labels. She joined 

the School of Design as a part-time PhD researcher in 2011, her 

research interests include fashion photography, fashion media, visual 

communication, social media and digital culture, and visual research 

methodology. 
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The Value of Fashion Photography in the Culture of Social 
Media

Fashion photography, social media, visual communication, visual 
research methodology, design value, creative industry

During the past decade, the rise of online social communities, 
i.e. Instagram, Pinterest, Facebook, etc, provided universal and 
convenient platforms for people to communicate with their member 
groups. Such online communication platforms have become an 
effective and powerful mean for creative industry to present ideas 
and exchange information with their intended users or target groups 
interactively. The idea of having members involving the consumers to 
step forward as collaboration creates a great opportunity for creative 
industry to establish their businesses and to enhance their brandings.

This study focuses on the impact of the new interactive visual 
communication platform on design value, and the sustainability of 
such innovative form of ‘consumer collaboration’ in Hong Kong’s 
creative industry. It explores the possibility of this interactive platform 
being developed into a sustainable channel or a system to bring 
design (visual based ideas or products) to the end users of a young 
generation in Hong Kong.

Research Methodology:
Since this study investigates fashion photographic images on the 
social media, a mixed research framework of visual methodologies 
was developed in order to examine different aspects of visual images. 
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The framework adopted a combination of qualitative and quantitative 
approaches of in-depth interviews, focus group, cases studies and 
content analysis. The data collected from these mixed methods 
provides the ground for inductive analysis to interpret the new genre 
of visual culture and values of fashion photography created by social 
media users as image producers.

Research Progress:
The main body of research on the different aspects of visual 
methodologies has been completed. She is currently conducting the 
data analysis and constructing the draft of the thesis. 

Research outcome:
A new framework on the value creation system of fashion photography 
in the context of new digital culture will be formulated upon 
completion of this research.
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of Library and Information Studies from Florida State University in 
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IURP�8QLYHUVLW\�&ROOHJH�/RQGRQ� LQ�+XPDQ�&RPSXWHU� ,QWHUDFWLRQ�ZLWK�
(UJRQRPLFV��&XUUHQWO\�KHU�UHVHDUFK� IRFXVHV�RQ�HOHFWURQLF� WH[WERRNV�
and ergonomics.  She is interested in areas of research related to 

designing technology for humans, human computer interaction, and 
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An ergonomics investigation of the future of electronic 
textbooks. 

Electronic textbooks, Ergonomics, Interface components, Interface 
Design, Education technology, Technology and design. 

Many universities around the world are shifting from physical textbooks 
to electronic textbooks. Yet the future of electronic textbooks is still 
in its infancy. There is a distinct lack of research on whether this type 
of textbook can even meet students’ requirements and how they may 
affect academic progress.  To address this gap, investigation into how 
student characteristics play a role in the perception of future electronic 
textbooks, what supporting tasks students preform whilst completing 
readings in both types of textbooks and how it differs, what aspects 
and components students and professors feel are necessary for future 
electronic textbooks, what the discrepancies between students and 
professors’ perceptions are, and how changes based on these needs 
and desires will be utilized and accepted will be undertaken.  The 
w�`��}Ã�Ü����«À�Û�`i�ÀiV���i�`>Ì���Ã�v�À�vÕÌÕÀi�i�iVÌÀ���V�ÌiÝÌL���Ã�
to better support students’ tasks and minimize the student-professor 
mismatch.

To discover the perspectives and habits of students and professors 
that are vital to this research, exploratory methods will be used.  This 
research area is inherently constructivist because of the multiple 
realities different disciplines construct regarding electronic textbooks.  
In line with constructivism, the methodology of this research follows 
the naturalistic paradigm.  The form of inquiry based on this paradigm 
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will allow for an understanding and meaningful conclusions to be 
drawn.  Qualitative research allows for the understanding of how 
students and professors construct their realities, but it lacks the 
generalizability of findings that is available through a quantitative 
approach.  By following a mixed approach, using qualitative and 
quantitative methods, the research will be more descriptive, in-depth, 
and meaningful.  The individual methods that will be used are a 
survey, focus groups, interviews, an experiment, and usability testing 
of prototypes that will be developed based on the literature and 
previous methods.

During the past six months, I have honed my research questions based 
���vii`L>V��}>��i`�Ì�À�Õ}���Þ�V��wÀ�>Ì����>�`����>Ûi�`iÛi��«i`�
and completed my focus groups with undergraduate students from 
the design and engineering faculties.  I have also started designing 
my interview questions for undergraduate professors from the 
engineering and design disciplines.  The interviews will take place 
at the end of January and early February.  I have also designed the 
experiment that will be carried out in March and April.

At this time, I have acquired half of my expected outcomes.  I now 
have an in depth understanding of how disciplines view electronic 
textbooks, complete their reading tasks, and how the characteristics of 
the discipline play a role.  In addition, I have created a list of aspects 
and components that students believe are necessary for electronic 
ÌiÝÌL���Ã°� � ���>Ûi�>�Ã�� �`i�Ì�wi`�`�vviÀi�ViÃ� ��� �i>À���}�>««À�>V�iÃ�
and views of learning material for two similar disciplines, engineering
>�`�`iÃ�}�°� �/�À�Õ}��Ì�iÃi�w�`��}Ã]� ���>Ûi�}>��i`����i�Ãi���Ã�}�Ì�
into the differences in discipline needs and approach to learning and 
product design.

During the next six months, I will conduct my interviews and complete 
my experiment on tablet screen size which will later be used during 
prototype texting.  If time allows, the initial stages of prototyping the 
two textbooks will be completed.
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Wenhua LI is a design practitioner and researcher. She holds Bachelor 

RI�$UW� IURP�=KHMLDQJ�8QLYHUVLW\�DQG�0DVWHU�RI�6FLHQFH� IURP�7KH�
8QLYHUVLW\�RI�+RQJ�.RQJ�� ,QYROYHG� LQ� WZR�GLIIHUHQW�DFDGHPLF� ILHOGV��
cross-cultural communication and knowledge management, she 

profoundly aware of the value of interdisciplinary knowledge. She 

has multidisciplinary work experiences related to media, design, and 

advertising industry. She also participated in several government 

projects related to the development of design and cultural industry. Her 

research interests include advertising design, media, communication, 

FRQVXPHU�LQVLJKWV��&KLQHVH�PLGGOH�FODVV��FXOWXUDO�YDOXH��DQG�FRQVXPHU�
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offer in-depth consumer insights for brands and marketers. 
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Advertising and the Lifestyle of Middle Class: To What Extent 
Do Advertising Images Influence the Lifestyle of New Middle 
Class in Post-Reform China?

Advertising, lifestyle, consumer value, middle class 

1)  Overview of your thesis
Chinese middle class are eager for elegant, modern lifestyle with 
good taste. Their desires are strongly influenced by advertising. 
The stereotypes of European middle class life images are frequently 
used in Chinese advertisements. For Chinese middle class, lifestyle 
plays a key role in visualizing class status. The symbolic meanings 
of these advertisements and how Chinese consumers decipher the 
symbols and images are interesting to study. This research observes 
the consumption behaviour and lifestyle of Chinese middle class, 
investigates the impact of advertising on lifestyle formation, to find 
out the influence mechanism between advertising and middle class 
lifestyle. 

Research questions:
• Key question: What is the relationship between advertising and 

Ì�i���viÃÌÞ�i��v��iÜ���``�i�V�>ÃÃ����«�ÃÌ�Àiv�À��
���>¶
• Sub questions
What characteristics do Chinese middle class hold in lifestyle and 
V��ÃÕ�«Ì����«>ÌÌiÀ�Ã¶
Which value they consider as most important, and which is least 
��«�ÀÌ>�Ì¶�
Does perceived value from advertisements influence their feeling 
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>L�ÕÌ�LÀ>�`Ã�>�`�«À�`ÕVÌÃ¶�Ü�>Ì��Ã�Ì�i���yÕi�Vi��iV�>��Ã�¶
• Methods: Constructive approach: Survey, Case study with 

phenomenological interview
• Research Stage: Data Analysis and Thesis Writing

2) Discussion of your past six months' work
��ƂVÌ�Û�Ì�iÃ�Ü�>Ì��>Ûi�Þ�Õ�`��i¶®
Survey 1: Examining the lifestyles of Emerging Middle Class in Urban 
China
Survey 2: Understanding Advertising and Cultural Value in Urban 
China
Interview: The lifestyle of emerging middle class in Guangzhou & 
Shanghai, their understandings on advertising images and cultural 
values
Journal article writing: 
1. Advertising Images in New Digital Era: Changes and Strategies 
(Accepted, in revision)
2. Understanding the lifestyles of Emerging Middle Class in Urban 
China: A Quantitative Study on Consumption patterns and lifestyles 
(working in progress)
Conference presentation: 
Sixth International Conference on the Image and the Image 
knowledge community
(University of California at Berkeley, 29-30 October 2015)

- Outcomes (what have you learned relative to your research 
µÕiÃÌ���Ã¶®
,iÃi>ÀV��w�`��}Ã\�
1. Emerging middle class in China have a good educational 
background, most of them have private housing and private cars. They 
desire for western advanced lifestyle, prefer foreign brands. Behind 
their individualistic lifestyle, collectivistic philosophy, social status and 
«iÀÃ��>���`i�Ì�ÌÞ���yÕi�Vi�Ì�i�À���viÃÌÞ�i�>�`�V��ÃÕ�«Ì���°�
Ó°��iÀ}��}���``�i�V�>ÃÃ����v�ÕÀ�wÀÃÌ�Ì�iÀ�V�Ì�iÃ�iÝ�ÃÌ�Ã��i�«À����i�Ì�
differences in demographic and psychographic factors; they can be 
clustered into four groups with different characteristics.
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3. Cultural Value ranking perceived from advertisements for emerging 
middle class
{°�ÃÌ>L��Ã��Ì�i���yÕi�Vi��iV�>��Ã���v�>`ÛiÀÌ�Ã��}�Ì��Ì�i���viÃÌÞ�i��v�
emerging middle class

3) Plan for the following six months
1. Journal articles:
Understanding the lifestyles of Emerging Middle Class in Urban China: 
A Quantitative Study on Consumption patterns and lifestyles (Targeting 
Journal of Consumer Research)
Understanding Advertising and Cultural Value in China: Perceived 
Value of advertisements and its impact on cultural value ranking of 
Chinese Emerging Middle class (Targeting Journal of Advertising 
Research)

2. Conference:
The 15th International Conference on Research in Advertising (ICORIA) 
2016 will be held in Ljubljana, Slovenia on June 30-July 2, 2016. 

3. In-depth Interviews
20 interviews will be conducted for further verification of survey 
w�`��}Ã

4. Thesis Writing

Phd candidate and research assistance of Public Design Lab of the 

Hong Kong Polytechnic University. Her research and design focus is on 

eco design, user behaviour, user experience and social perspectives. 

She has been involved in a funded research project related to public 

participation in recycling. She has received more than 10 international 

design awards, including the HKDA Global Design Awards, Hong Kong 

Awards for Industries, Guangdong International Industrial Design 

Awards, Design Korea, etc. 
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The Relationship between Waste and Human: Household and 
Community Participation in Recycling and Public Recycling 
Facility Design in Hong Kong

Facility design, Public design, Public participation, Recycling, 
Sustainability. 

Although government as well as non-government organisations 
(NGOs) have put tremendous effort on waste reduction and recycling 
to exhort people to change their disposal behaviour, people are slow 
to adopt sustainable recycling practice. The aim of this study is to 
provide alternative perspectives for researchers as well as designers to 
ÀiÌ�����Ì�i�Ài�>Ì���Ã��«�LiÌÜii��Ü>ÃÌi�>�`��Õ�>�]�����À`iÀ�Ì��w�`��ÕÌ�
how individuals treat the waste, how to encourage public participation 
in recycling and how facilities as well as built environments should be 
designed in accordance with the social and cultural factors. In further 
details, this study expects to explore:
1.  What is the nature of waste and how people deal with waste in 
Ì�i�À�`>��Þ���vi¶���
Ó°��7�>Ì�>Ài�Ì�i�v>VÌ�ÀÃ�Ì�>Ì��>Þ���yÕi�Vi�ÃÕÃÌ>��>L�i�Li�>Û��ÕÀ¶
Î°��7�>Ì�>Ài�Ì�i�����Ì>Ì���Ã��v�iÝ�ÃÌ��}�«ÕL��V�ÀiVÞV���}�v>V���Ì�iÃ¶�
4. How design of public recycling facil it ies as well as built 
environments can facilitate households and communities participate in 
Ü>ÃÌi�ÀiVÞV���}¶

For this study, to investigate for in-depth understanding of people’s 
everyday recycling practice within the particular social context and 
to improve recycling practice as well as the design of recycling, case 
study and action research were chosen as the research strategies. 
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Mixed-methods approach was deployed in this research study. The 
`>Ì>�V���iVÌi`�vÀ�����Ài�ÃV�i�Ì�wV�Ü>ÞÃ�V>��i�ÃÕÀi�Ì�i�Û>��`�ÌÞ�>�`�
reliability of the outcome. Qualitative driven approach was adopted, 
supplement by quantitative components.

During the past two years, preliminary stage of a brief review of 
selected districts in terms of historical and social characteristics, 
living environment was conducted for the further study. The literature 
review includes the theoretical discussion on the origins of waste and 
relationship between waste and human, and also the development 
of waste disposal and recycling practice in Hong Kong. Through the 
study of living environment, such as different building types especially 
the public housing estates, this previous research provides an 
Õ�`iÀÃÌ>�`��}��v��Õ�>��ÀiVÞV���}�>VÌ�Û�Ì�iÃ�Ü��V��>Ài� ��yÕi�Vi`�LÞ�
social and cultural factors. In further details, the expected outcomes 
are shown as follows:
1. Review the development of waste recycling policy and practice in 
Hong Kong
Ó°��`i�Ì�vÞ�Ì�i�v>VÌ�ÀÃ�Ì�>Ì��>Þ���yÕi�Vi�ÃÕÃÌ>��>L�i�Li�>Û��ÕÀÆ�>�`
3. Suggest possible directions and provide with insights for designers 
as well as policy makers to improve the quality of recycling facilities 
and built environments for household and community participation in 
recycling in Hong Kong.
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worked as designer and then strategic design consultant for more 

than 3 years from time to time till now. She participated in the design 
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From Industrial Product Age to Artificial Intelligence Era: 
Product Innovation Pattern Based on Attributes Study 

Product design and innovation, Product attributes, Innovation pattern 
model

Product innovation can be understood and studied from product 
attributes level, as previous research reveals. When economic 
paradigm shifts and technological wave changes, product has 
evolved from non-electronic industrial product to smart and even 
artificial intelligent product. However, previous research of product 
attributes focus more on traditional product type. Especially in 
`iÃ�}��wi�`]��iÃÃ�Ã����>À�ÀiÃi>ÀV���>Ã�Lii��V��`ÕVÌi`�Ì��iÝ«��Ài��iÜ�
attributes considering smart product type. Therefore, this research 
aims to identify the existent and emergent product attributes from 
non-electronic product type to artificial intelligent product type. 
The research involves multidisciplinary knowledge from business, 
marketing, information technology (IT), computer science (CS), 
electronic engineering  (EE), and mechanical engineering (ME) 
domains to provide a holistic perspective towards product attributes. 
The attributes identified are used to build a product innovation 
pattern model. The model can assist designers, managers, and 
business strategists to assess product innovation, identify product 
innovation opportunity, and generate innovation concept. It can 
also be used by academic researchers to access product innovation 
pattern. 
Q1. What are the product attributes from industrial product type to 
>ÀÌ�wV�>����Ìi���}i�Ì�«À�`ÕVÌ�ÌÞ«i¶�

Title:

Keywords:

Research Report:

Q2. How could these attributes be used to build a product innovation 
«>ÌÌiÀ����`i�¶

Research Methodology: 
As the nature of this research is to explore and describe product 
attributes, it takes a qualitative approach. At the first stage, about 
2000 relevant papers considering innovation and design of different 
«À�`ÕVÌ�ÌÞ«i�vÀ�����`ÕÃÌÀ�>��«À�`ÕVÌ�Ì��>ÀÌ�wV�>�� ��Ìi���}i�Ì�«À�`ÕVÌ®�
from various disciplines (e.g., business, IT, EE) are reviewed. Among 
them, about 1000 product attributes are coded. These attributes are 
furthered categorized with cluster analysis method to generate the 
wÀÃÌ�ÛiÀÃ�����v�«À�`ÕVÌ�����Û>Ì����«>ÌÌiÀ����`i�°�ƂÌ�Ì�i�ÃiV��`�ÃÌ>}i]�
a mixed interview with about 200 scholars and experts from design, 
IT, engineering and business background is conducted to improve the 
model. At the third stage, a second round interview with 30 scholars 
and experts are conducted to test and finalize the model. At the 
fourth
stage, the model is applied in two workshops with about 60 people in
total for innovative concept generation. The model is later applied in 
smart product case studies to access their innovation pattern.

Results / outcomes: 
1. A model based on product attributes from industrial product type 
Ì��>ÀÌ�wV�>����Ìi���}i�Ì�«À�`ÕVÌ�ÌÞ«i°�
2. A model for designers, managers, and companies to analyze 
existed products in the market and identify innovation opportunity.
3. A model for designers, managers, and companies and researchers 
to generate innovative product design concepts and innovation 
strategy.
4. A model for researchers to analyze product innovation pattern.
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The Powers of Creating Innovative Shared Value (ISV) as 
a Source of Design, Business, and Social Inspiration: An 
Exploration of the Structure and Impact of Innovative Shared 
Values and Implications for Future Collaborative Solution

Shared value, design management, business strategy, social 
innovation, and design thinking, open source

Introduction
In today’s fast changing society with an ever-evolving economic 
system and design trends, the boundaries between businesses, public 
activities and value systems have become blurry and more complex. In 
addition, design is utilized in a more systematic, strategic, and holistic 
manner to play a vital role on all levels. Research is inspired by Porter 
and Kramer’s creating shared value (CSV), which is a business strategy 
V��L����}�Ã�V�>��Û>�Õi���Ì��iV�����V�Û>�Õi]� ���>��ivv�ÀÌ�Ì��wÝ�v>����}�
V>«�Ì>��ÃÌ�ÃÞÃÌi�Ã�>�`�Ì��wÌ���Ì��Ì��Ã�VÕÀÀi�Ì�i�Û�À���i�Ì°�

The research explores across shared boundaries between creating 
business, social and design values. Creating innovative shared value - 
ISV is value that combines business, social and design value in creative 
form of linkage and collaboration. The research aims to discover when 
and how collaborative solutions, especially when design thinking 
becomes an additional value add component, bring about synergy 
effects in shared values. Also, the research will analyze the key success 
factors of shared value cases to propose ISV tools that can facilitate 
greater systematic and innovative processes.

Research Plan
This research will be divided into three phases. The first phase is 

Title:

Keywords:

Research Report:

a case study of business, social, design values and existing shared 
Û>�ÕiÃ�>VÀ�ÃÃ�«ÀiÛ��ÕÃ�Ì�Àii°�	>Ãi`����Ì�i�w�`��}��v�Ì�i�V>Ãi�ÃÌÕ`Þ�
in the previous step, the second part of the research proposes and 
explains tools and guidelines to create innovative-shared values (ISV 
tools). Final step is about evaluation of the newly proposed tool. This 
part of the research undertakes a validation of the tools and based 
on feedbacks from the validation, further development of tools will 
follow.

In order to build a theory and relevant ISV tools, it is important to 
know what kind of independent values and combined values are 
readily available to analyze and extract their successful and failed 
features. It is imperative to define business, social, and design’s 
independent values while seeking common denominator in shared 
values that are created along with the independent value creations. 

�i�Vi]�Ì�i�wÀÃÌ�«>ÀÌ��v�Ì�i�ÀiÃi>ÀV�� �Ã�`i`�V>Ìi`�Ì��Ì�i�L>V�}À�Õ�`�
research based on case study of three values in business, social, 
and design activities. Cross-disciplined business and social activities 
often called corporate social responsibilities (CSR), social business or 
inclusive business. Cross-disciplined business and design activities, 
on the other hand, have many titles such as design management 
and design as business strategy. Lastly, cross-disciplined design and 
social activities often have names like, social innovation and socially 
responsible design. These types of shared values are the various 
topics and resources that will allow me to define each of three 
categorical values – business, social, and design values.

Analysis of the narrative and quantitative data from case studies in the 
wÀÃÌ�«�>Ãi��v�Ì�i�ÀiÃi>ÀV��Ã��Õ�`�V��V�Õ`i�Ü�Ì���i>���}vÕ��w�`��}Ã]�
such as, overlapping area of each value or common key success 
factors of existing shared values creators. Furthermore, this analytical 
data can become foundations for creating effective innovative-shared 
value tools and guidelines that this research initially proposed.

Final phase should be dedicated to validating the ISV tools’ 
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In their article, “Creativity in the Design Process”, two design 
researchers, Cross and Dorst discover that creativity in design activities 
require iterative process of “defining and framing” of problem and 
solution (Dorst and Cross 2001, 431). They shared analysis of an 
experiment on various industrial designers’ designing a disposal box 
for national rail (Dorst and Cross 2001, 429). Although, their research 
was limited to creative activities in product design and it seems quite 
different from research of ISV, some of Cross and Dorst’s outcome also 
>««��iÃ�Ì���Þ�ÀiÃi>ÀV�°�-«iV�wV>��Þ]�Ì�i�ÀiÃi>ÀV���v� �-6�>�Ã��ÀiµÕ�ÀiÃ�
creativity to incorporate the design values into social and business 
values or vise versa. Moreover, ideal ISV tools, which are the ultimate 
goal of the research, may be in form of design whether it is a tangible 
product or theoretical system.

This idea of co-evolution of problem-solution is grounded on Kuhnian 
philosophy. Thomas Kuhn is father of a famous phrase – paradigm 
Ã��vÌ°���Ã�}i�iÀ>�� �`i>����ÃV�i�Ì�wV�ÀiÃi>ÀV�� �Ã�L>Ãi`������Ã�ÀiÃi>ÀV��
on how one method or theory can be used and interpreted differently 
by diverse scholars and in different periods of time. Therefore, his 
famous study, The Structure of Scientific Revolution supports that 
there is always the possibility of alteration of meaning and paradigm 
shift even in famous and widely accepted theories. 

�>ÌiÀ������Ã��Ì�iÀ�L���]�ÃÃi�Ì�>��/i�Ã���\�-i�iVÌi`�-ÌÕ`�iÃ����-V�i�Ì�wV�
Tradition and Change (1977), Kuhn emphasizes, “every case of theory 
choice must involve an admixture of ‘objective’ and ‘subjective’ 
factors, since the shared – and presumably ‘objective’ – criteria are 
to amorphous and ambiguous to warrant a particular preference” 
(Laudan 90). According to his theory, nothing is completely objective 
or subjective. No method, theory, equation, or statement, thus, 
is universally and absolutely applicable – it may require logical 
��`�wV>Ì�����À�Û>À�>Ì����Ì�>Ì�ÀiÃÕ�ÌÃ����«>À>`�}��Ã��vÌ°

In conclusion, it is not just a coincidence that research on shared 
values uses shared methodology. ISV contains objective and 
subjective, and quantitative and qualitative types of value. Therefore, 

effectiveness. Moreover, this part of the research is a chance not only 
to evaluate the tools but also to modify and develop the tools based 
on feedbacks and validation.

/�i�wÀÃÌ�«�>Ãi��v�Ì�i�ÀiÃi>ÀV���Ã�ÃV�i`Õ�i`�Ì��Li�V��Ì��Õi`�v�À��iÝÌ�
Ã�Ý����Ì�Ã�Õ�Ì���Ì�i�ÃÕvwV�i�Ì�`>Ì>�v�À�Ì�i�ÃiV��`�«�>Ãi��Ã�V���iVÌi`°

Research Philosophy 
Throughout the three phases, the research undertakes co-evolving 
problem and solution procedures. The very initial research problem 
comes merely from my personal experiences. However, the case 
study and analysis of data will yield not only provide a solution of 
Ì�i�«ÀiÛ��ÕÃ�«À�L�i�]�LÕÌ�>�Ã���iÜ�«À�L�i�Ã��À�Ài`iw�i`�«À�L�i�Ã�
to move onto the next phase. Therefore, no problem, solution and 
method are completely fixed in the beginning stage, but rather 
iÛiÀÞÌ���}�>L�ÕÌ�Ì�i�ÀiÃi>ÀV��«�>���Ã�yiÝ�L�i�Ì�>Ì��Ì�V>��V�>�}i��ÛiÀ�
Ì��i�>Ã�Ì�i�ÀiÃi>ÀV��«À�Vii`Ã°�Qw}ÕÀi�£R��Ã�>�`�>}À>��Ì�>Ì�`i«�VÌÃ�Ì�i�
problem-solution co-evolving procedure throughout the three phases 
of this dissertation. This diagram is a new model further developed by 
two information system scholars, Poon and Maher’s “co-evolution of 
problem-space and design solution space” diagram (Poon and Maher 
£��Ç]�ÎÓä®°����Ì�i�>ÀÌ�V�i]�Ì�iÞ�>À}Õi�Ì�>Ì�Ì�iÀi�>Ài��>�Þ�Ü>ÞÃ�Ì��w�`�
a solution and it has to evolved over time along with problem (Poon 
and Maher 1997, 319).  

[Figure 1] Co-evolving problem-solution procedure throughout the 
three phases of the research
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The [Figure 2] visualizes the concept of three types of shared 
boundaries, using the Venn Diagram; it explains three different 
levels of collaboration between two of three values. First type of 
diagram represents the CSV and the next two illustrations show two 
more developed types of shared values. One uses more intrinsic 
collaboration, and the third version spreads out on a larger scale.

[Figure 2] Three Venn Diagram that represent different types of linkage 
and collaboration in shared values.

The first image shows partial common intersection of two values. 
Specifically, business value partially overlaps with social value. 
Therefore, a typical type of CSR is a company’s involvement in a 
socially responsible activity such as community services according to 
the local needs because these deeds help build the company’s public 
reputation.

Another example that is represented by this diagram is CSV. 
Kramer and Porter often talk about Novartis as a good example of 
CSV, and Novartis’ business strategy in India shows this overlap. 
Novartis successfully entered a India by creating social values in 
economically disadvantaged rural areas in the country. Because 
they are global pharmaceutical company, Novartis dedicated their 
resource and expertise to initiate health education programs and 
gave the local people free medicine to support the physical wellness 
of the community. With this philanthropic effort in developing the 
area, Novartis became a friendly company in India and were able to 

research on ISV should use Kuhnian methodology with “shared rules 
and standards” (Laudan 1996, 93). In other words, research with co-
evolving problem-solution needs evolving methods and research of 
shared values need shared methods.

Understanding Idea of Being Shared

1. Meaning of Being ‘Shared’ in CSV 
The word ‘shared’ is borrowed from the Kramer and Porter’s Creating 
Shared Value (CSV). Let’s look at the word ‘shared’ in CSV. According 
Ì���À>�iÀ�>�`�*�ÀÌiÀ½Ã�`iw��Ì�����v�
-6]�Ì�i��i>���}��v� ¼Ã�>Ài`½� �Ã]�
intersection of two interests and collaborative works across business 
and society (Porter and Kramer 2011, 62). CSV is a branch that is 
developed from corporate social responsibility (CSR) and corporate’s 
non-profit social activities. Being beneficial to communities and 
practicing  socially responsible work is the underlying concept for all. 
However, CSV is different from CSR or non-profit activities because 
it is designed to become a business strategy to achieve competitive 
business model and economic success. In CSV, addressing social 
problems functions as business opportunities that result in economic 
«À�wÌÃ°�/�i�ÃÌÀ>Ìi}Þ�ÃiÀÛiÃ�ÌÜ��«�Ã�Ì�Ûi�}�>�Ã��v�}i�iÀ>Ì��}�Ã�V�>��>�`�
business values. 

However, this collaborative effect in CSV only seems to explain in 
the scope of private corporations. Also, the idea of ‘shared’ is only 
limited to becoming economically sustainable and strategic type of 
CSR. Hence, the research question is raised; can innovation, creativity, 
and design thinking enhance the idea of ‘shared’ and expand the 
scope of existing CSV into wider level that encompass even young yet 
V��«iÌ�Ì�Ûi�-��>�`�����«À�wÌ��À}>��â>Ì���Ã¶�����À`iÀ�Ì��>««�Þ�Ì�i�
term and philosophy of CSV into design, or to add design value in the 
system, the concept of ‘shared’ has to be expanded.

2. Expanding Concept of Sharing from CSV
This dissertation focuses on three types of values, business, social and 
design values, and there are three different level of being ‘shared’. 
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types of open sources are found. Type one is Spider Web, type two is 
Airport and the third type is Family Tree because how targeted value 
source spread out is like Spider Web, Airport, or Family Tree. Each 
title is metaphorical description of how open source functions and 
how people, project or other source interact with one open source. 

 

[Figure 3] open source functions like Spider Web, Airport, 
or Family Tree

/�i�wÀÃÌ�iÝ>�«�i��Ã�vÀ���-«�`iÀ�7iL�V>Ìi}�ÀÞ°�7���«i`�>��Ã�>���«i��
encyclopedia that requires user’s ongoing participation. In this open 
source spider web, there are many spiders, who can construct the 
spider web, as a common end goal. 

Airport category describes sharing activity based on one platform. 
Like many airplanes shareing one airport, many projects and people 
are able to connected and communicate through one platform 
while this platform supports all these passersby’s. Kickstarter is good 
example of the Airport category. Kickstarter is an American benefit 
V�À«�À>Ì���°�Ƃ�Ì��Õ}���Ì� �Ã�>� v�À�«À�wÌ�V��«>�Þ]� �Ì�Ãii�Ã�v�À�Ü>ÞÃ�Ì��
Li�Ã�V�>��Þ�Li�iwV�>��>�`��Ã���Ì�«À�wÌ��À�i�Ìi`°���Ài�iÛiÀ]���V�ÃÌ>ÀÌiÀ�
functions as a platform that enables people with creative ideas and 
technologies to successfully crowd-fund their projects. Moreover, 
Kickstarter creates a platform to share people’s feedback and 
opportunities with other users.

One example from Family Tree category is Linux. Linux is an open 

expand their business successfully. Both CSR and CSV belong to this 
diagram. Although the form of the intersection is similar, the duration 
and level of sustainability is different. While CSR is often a temporary 
and dependent solution to a social issue, CSV creates more durable 
and self-sustainable solutions because it is directly linked to business 
problems. 

In the second illustration, one value shares its boundary completely 
with another value through unified collaboration. It represents 
maximization of synergy and collaborative effects. One example 
is Freitag. It is bag-manufacturing company based on Switzerland. 
All bags are made from used truck vinyl tarps, which are usually 
abandoned after being used and cause potential environmental 
pollution. A social issue becomes a design solution and the solution 
creates unique business opportunity. This self-sustainable social 
and design activity became a competitive business, whose bag is 
enormously popular globally today. Most of examples in this category 
are small and medium-size and relatively new enterprises. Moreover, 
more design sensitive business cases are found; many examples 
contain all three targeted values, design, social, and business value. 
It seems to have some limited implementation for this type of shared 
values in bigger corporations because conglomerates already 
consists of various sectors and businesses. This type of collaboration 
is more suitable for new startup businesses that need a unique type 
of conceptual, technological, and systematic inspiration to initiate a 
company. Throughout the project, I hope to discover ways to apply 
this type of shared value into global companies 

The third diagram depicts that activity of sharing is not simlpy limited 
to designated organizations, but by making the value creation open 
to public, its potential of financial growth, development, and idea 
iÝ«>�Ã����LiV��iÃ���w��Ìi°�/�i��>���Û>�Õi�vÀ���Ì�i�LÕÃ��iÃÃ]�`iÃ�}��
and social activity become open and shared so that this is able to 
iÛ��Ûi���Ì��>�ÞÌ���}�>�`�Li�iwÌÃ�Û>ÃÌ��Õ�LiÀÃ��v�>Õ`�i�ViÃ�ÃÕV��>Ã�
Linux, TED, Wikipedia, and reCaptcha. The open and shared source 
is their business, social and design solution. In the third level, three 
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Design is an attitude and a philosophy of life rather than a profession. 

Bruce has been intrigued by exploring the potentials of design rather 

than taking it as a career in the service of consumption society. 

His passion bought him to Paris where he got his master degree in 
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LQGXVWULDO�DQG�GLJLWDO�HUD�� ,QVWHDG�RI�GHVLJQLQJ�IRU� WKH�VDNH�RI� IXO¿OOLQJ�
market needs and economic growth, he urges designers to be more 

reflective on potential impact of their actions to the society and 

environment. He is currently working as assistant professor at the 

3RO\8��6FKRRO�RI�'HVLJQ�LQ�WKH�¿HOG�RI�LQWHUDFWLRQ�GHVLJQ��+LV�UHVHDUFK�
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design, design research, design thinking, semiotics etc. Bruce is 
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source code that becomes to grow as various forms of invention. 
Since its birth, Linux keeps growinginto various branches. Some 
branches are bigger than others and three main branches of Linus 
are Debian, Slackware and Redhat. These three branches continue to 
build additional branches. In the Family Tree category, all the elements 
of value creation share one root. However each branch can go into 
any form or direction and each branch can inspires to grow a new 
branch at anytime. While Airport category has one main platform that 
connects other valuable elements, Family Tree category has countless 
platform can be created from one root.
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Ì�i�À�«iÀÃ��>�� ��ÌiÀiÃÌ�>�`�Ì�>Ì�vÕ�w���Ì�i�À� ���>Ìi��ii`�v�À�>ÕÌ����Þ]�
competence, and relatedness.More recent research(Bauer et al. 2014)
recognizes two indispensable facets of growth motivation leading 
to eudaimonic growth: experiential and reflective. The former 
emphasizes a desire for deepening or strengthening one’s experience 
and relationship through skill and knowledge building; the latter, 
on the other hand, highlights a desire for conceptual learning and 
gaining new perspectives on one’s psychosocial life.

Similarly, a pilot study conducted by this project investigator on 
serious leisure (SL) participants’ eudaimonic pursuits in the context 
of tourism(see also: Wan, de Bont, and Hekkert 2015) found that 
those SL participants not only seek for accomplishment in knowledge 
and skills, the commitment to serious leisure is somehow resonates 
with the participants’ mix of personal character strengths. As such, 
this study attempts to combine the two bodies of knowledge of 
eudaimonia in an attempt to devise human computer interaction 
models dedicated to fostering ones’ eudaimonic growth through 
exercising their signature character strengths in the serious pursuit of 
leisure activities in the context of tourism.

1.1 Research objectives and questions
/��Ã�«À��iVÌ�wÀÃÌ���ÛiÃÌ�}>ÌiÃ�Ì�i�V�ÀÀi�>Ì���Ã�LiÌÜii���iÃ½�V�>À>VÌiÀ�
strengths, their character strengths involved in the serious leisure 
activities, and their level of commitment in their serious pursuit 
of leisureas travelers’ experience. Then,it further probes into the 
role of pervasive technology that can promote ones’ eudaimonic 
growth through cultivating ones’ character strengths and the self-
development in the serious pursuits of leisure activities during their 
journeys. Finally, it aimed at proposing a human computer interaction 
(HCI) model that can enable the development of human potentials 
towards a flourishing life. In sum, this studyattempts to answer the 
following questions:

Q1. What are the correlations between individual signature character 
strengths, the character strengths that are drawn upon in serious 

Flourishing Through an eTourism platform –HCI model on 
fostering travelers’ eudaimonic growth in cultivating character 
strengths and serious leisure pursuits

eTourism, design for eudaimonic growth, positive psychology, serious 
leisure, interactive media, psychological well-being

1.0 An Overview of the thesis
The PhD study investigates the potential of an eTourism platform 
that can foster one’s flourishing life. We are now living in the era 
of pervasive technology, this project investigates the potential 
use of technology in enabling tourists’ well-being, particularly 
in their eudaimonic growth through the pursuits of their serious 
leisure activities. Research in positive psychology(PP: Seligman and 
Csikszentmihalyi 2000; Peterson and Seligman 2004) considers 
eudaimonia as more profound, sustained, and fulfilling forms of 
wellbeing than the hedonic counterpart. As such, eudaimonia consists 
of one’s positive emotions, sense of purpose, and cognitive maturity. 
,i}>À`i`�>Ã� vÕ�`>�i�Ì>��V��«��i�Ì��v�>�y�ÕÀ�Ã���}� ��vi]�**�«�Ã�ÌÃ�
that eudaimonia can be promoted through cultivation of individual’s 
signature character strengths that pertain to corresponding virtuous. 
On the other hand, the serious leisure perspective(Stebbins 2011) 
sees eudaimonia as an outcome of devotion in the serious pursuits of 
leisure activities. Considered as intrinsic innateneeds, many people 
strive forself-growth and meaningful life through actualizing their true 
potentials amid adversities. The concept of eudaimonia was somewhat 
addressed by the self-concordance model(Sheldon andKasser 1998) 
which suggested that people will increase their subjective well-being 
when they are participating in activities that are in congruence with 
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design methods, which help the elaboration and evaluation of the 
new HCI model dedicated for fostering eudaimonic growth.

1.3 Impact of the research
This project opens new horizon to current body of knowledge in 
human-computer interaction(HCI) and design research and practice. 
Just like HCI has been evolved from user-centric approach(UCD) 
to user experience design(UxD), this project points to a new line of 
research – Design for Eudaimonic Growth(DEG). It takes account of 
the ambitions put forth by positive computing and positive design: the 
research of technology and design methods to promote humanistic 
values and foster individual’s eudaimonic growth toward social good.
a. To propose a new model and framework illustrating DEG as 
particular aspect of HCI research;
b. To propose a strength-based recommender system dedicated to 
self-concordance goal setting and adjustment for the promotion and 
fostering of eudaimonic growth;
c. To propose an activity-based journaling system dedicated to the 
reflection on goal review and attainment for the promotion and 
fostering of eudaimonic growth.

1.4 Current status of the research
This study had been started since Nov 2013 in part-time mode. The 
project was initially started with an objective to propose a “framework 
for holistic traveler experience lifecycle on eTourism”through the 
lens of service design thinking. The purpose was to apply design 
thinking on conceptualizing and delivering “total traveler experience” 
in the pervasive technology era. The project ambition and research 
directions have been adjusted after two years of in-depth studies. The 
current research probed into an HCI model that facilitates processes 
>�`�V��`�Ì���Ã��i>`��}�Ì����iÃ½�y�ÕÀ�Ã���}���vi�Ì�À�Õ}��Ì�i�VÕ�Ì�Û>Ì����
of their character strengths in serious pursuits of leisure activities 
under the theme Design for Eudaimonic Growth. Literature review and 
a pilot study had been conducted, it resulted a preliminary HCI model 
that can facilitate ones’ eudaimonic growth from two interrelated 
«iÀÃ«iVÌ�ÛiÃ\�iÝ«iÀ�i�Vi�>�`�Ãi�v�ÀiyiVÌ���°�ƂÃ�ÃÕV�]�ÌÜ����ÌiÀ>VÌ�Ûi�

leisure activities, and the individual’s level of commitment to the 
ÃiÀ��ÕÃ��i�ÃÕÀi�«ÕÀÃÕ�Ì¶
Q2. How can HCI be used for the purpose of cultivating participants’ 
character strengths in serious leisure pursuits for experiential 
`iÛi��«�i�Ì¶
Q3. How can HCI be used for the purpose of facilitating participants’ 
ÀiyiVÌ���Ã�L>Ãi`����Ì�i�À�`�}�Ì>��v��Ì«À��ÌÃ�v�À�V��Vi«ÌÕ>���i>À���}¶

1.2 Research methodology and methods
This study aims at devising an HCI model, through investigating 
the use of technology and design methods, for the enabling and 
development of human potentials toward flourishing life. It takes 
ÀiviÀi�Vi�Ì��Û>À��ÕÃ�wi�`Ã��v�ÀiÃi>ÀV�����«�Ã�Ì�Ûi�«ÃÞV����}Þ*iÌiÀÃ���
and Seligman 2004), leisure studies(Freire 2013; Stebbins 2015), 
positive computing(Calvo and Peters 2014), positive design(Desmet 
and Pohlmeyer 2013), and transformative tourism (Reisinger 2013).
Several research frameworks and instruments from those disciplines 
will be adopted in this study, including: values in action inventory of 
character strengths and virtues(VIA-IS: Peterson and Seligman 2004)–
a questionnaire used to identify individuals’ character strengths in 
PP, is formulated based on normative (universal) account of virtue 
ethics found in different cultures; the serious leisure inventory and 
measurement tool(SLIM: Gould et al. 2008) – a questionnaire used 
to measure the individual level of commitment to his/her serious 
leisure pursuit; the vision in product Design(ViP: Hekkert and van Dijk 
2011) and research through design(RtD: Zimmerman, Forlizzi, and 
Evenson 2007) are used as frameworks to provide guidance for the 
conceptualization of HCI model. Sincethis project takes reference 
of both normative and descriptive theories as in VIA, and adopts 
deductive, inductive, and abductive reasoning, pragmatism is adopted 
as paradigm of investigation for this study. Furthermore,mixed-
method approach will be used: quantitatively, this research adopts 
questionnaires used in the field of positive psychology and serious 
leisure studies in order to find the correlations between the two 
perspectives on eudaimonia. Qualitatively, hermeneutical approach 
is adopted for in-depth interviews, alongside with other qualitative 
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understood from the synchronic (cross-sectional) perspective as well as 
the diachronic (developmental) perspective; participants have found 
Ì�i�Ãi�ÛiÃ�>vw��>Ìi`�Ü�Ì��ÃiÀ��ÕÃ��i�ÃÕÀi�LiV>ÕÃi��Ì�>���ÜÃ�Ì�i��Ì��iÝiÀV�Ãi�
their signature character strengths, even though the intensity of their 
involvement changes over time. In other words, the processes of serious 
leisure pursuits can be understood as eudaimonic growth and development 
through cultivation of character strengths. Growth goals, which are 
distinct from generic goals, are those aimed toward personal growth 
and development. Recent research has found that formulating a growth 
goal can foster eudaimonic growth, including an increase in psychosocial 
maturity and subjective well-being over time. Lastly, in contrast to casual 
leisure, reflection and introspection are integral aspects of many serious 
leisure activities; the reflective process may allow participants to gain 
perspective and maturity through their activities.

The proposed HCI model, is in coherence with the particularity of such 
eudaimonic growth, composes of two interrelated components (Figure 
1): a strength-based goal setting and recommender system (SBRS) and a 
journaling and personal informatics system (JPIS). Devising frameworks and 
principles in pertain to this HCI model will be the goal of my PhD thesis.

       Figure 1 – proposed HCI model for fostering eudaimonic growth

The subject SD5804 design research methods allows me to investigate 
the methodology and methods suitable for the future development of this 
project. The essay “research methodology and methods –Bruce WAN.pdf” 
is attached for your reference.

2.3 Reflection - Relevancy of tourism in this study – a dilemma 

components have been proposed – a strength-based recommender system 
-	,-®�>�`�>�ÀiyiVÌ�Ûi� ��ÕÀ�>���}�«iÀÃ��>�� ��v�À�>Ì�VÃ�ÃÞÃÌi���*�-®°�/��Ã�
system echoes with the findings from current bodies of knowledge in 
PP and SLP - Eudaimonic growth can be seen as a result of agentic and 
communal social-emotional well-being through the formulation and pursuits 
of growth goal, and social-cognitive maturity through the reflection and 
savoring of goal striving and goal attainment. Thus, future research will be 
focused on investigating the criteria and principles applicable to the two 
components.

2.0 Discussion of last six months work
2.1 Activities
I had my study exchange programme this summer(from mid-May till mid-
August) in Delft University in Netherlands where my co-supervisor is based. 
I took that opportunities to work closer with other researchers interested 
in Positive Design research. In addition, I also joined a doctoral summer 
school organized by international federation for IT and Travel & Tourism 
(IFITT) – an organization dedicated to eTourism related research. The two-
day workshop allowed me to make connections with active researchers 
���Ì�i�wi�`��v�i/�ÕÀ�Ã�]�>�`��>Ûi�Ì�i��ÀiÛ�iÜi`��Þ�ÀiÃi>ÀV��Ì�«�VÃ�>�`�
methods used.

Regarding school activity, I enrolled for the compulsory subject SD5804 
Design Research Methods last semester (2015 semester 1). The subject 
introduced qualitative, quantitative, and mixed research methods which are 
>««��V>L�i�Ì��`iÃ�}��ÀiÃi>ÀV��«À��iVÌÃ°��Ì��i�«Ã��i�Ì��ÀiÛ�iÜ�>�`�ÀiyiVÌ����
the methods to be used in my study. The pilot study conducted in guided 
study II, regarding serious leisure participants’ eudaimonic pursuits in the 
context of tourism, allowed me to devise a preliminary HCI model that 
is dedicated to enable ones’eudaimonic growth through the use of their 
character strengths in the serious pursuits of leisure activities.

2.2 Outcomes
The result of hermeneutic phenomenological investigation (pilot study)
found that pursuing goals pertaining to participants’ serious leisure and 
ÀiyiVÌ��}����Ì�i�À�V�>À>VÌiÀ�ÃÌÀi�}Ì�Ã½�`iÛi��«�i�Ì�>Ài�Ã�}��wV>�Ì�>Ã«iVÌÃ�
of meaningfulness and fulfillment. As such, eudaimonic growth can be 
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on tourist’s journeys. I am thinking the result of that funded project can 
support my choice for option 1, even though it may be too challenging and 
complicated for a PhD study.

3.0 Plan for the following six months
3.1 Study plan toward thesis confirmation
I will take the guided study III as the last subject as required by University. 
The goal of this guided study will pin down a detailed research 
methodology, methods, and detailed research plan for later execution, 
based on the submitted essay of design research methodology and 
methods. Further objectives on this subject can be discussed in subject 
meeting. However, beside my expertise in interaction design, a holistic 
investigation and integration of such HCI model is depending on expertise 
from the area of computer science and positive psychology, for example, to 
build a functional prototype for the two components.

Upon finishing the guided study III, I also want to pass the confirmation 
session so that it can go to the next stage of research. 

3.2. Participation in conference 
I am planning to submit the results of my pilot study and the HCI model to 
the upcoming design and emotion conference 2016 under the themes of 
well-being and embodiment.

After two years of study on the theme, adjustments and alignments seem 
necessary. The initial topic is to investigate travelers’ meaningfulness 
and fulfillment and the recent pervasive technology that can enable it, 
this topic suggests that certain traveler activities have potential to be 
ÌÀi>Ìi`�>Ã��i>���}vÕ�]� vÕ�w����}�>�`�«iÀÃ��>��Þ�Ã�}��wV>�Ì� ��ÃÌi>`��v�Ã�iiÀ�
hedonistic pleasurable experience. After throughout literature review, two 
established domains are found to be highly relevant to this study namely: 
character strengths in positive psychology and serious leisure perspective in 
�i�ÃÕÀi�ÃÌÕ`Þ°�/�i�ÌÜ��wi�`Ã�>``ÀiÃÃ�`�ÀiVÌ�Þ�Ì�i�V�Ài��v���i½Ã�iÕ`>�����V�
`iÛi��«�i�Ì°�-ÕV��w�`��}Ã��>`i�Ì�i�Ài�iÛ>�VÞ�>�`�Ì�i���«�ÀÌ>�Vi��v�Ì�i�
tourism become obsolete. It seems the moment to consider the alignment 
of research topic before further deepening the study. For this, I propose 
two options:
1.To stay in the field of tourism and consider some forms of travels (e.g. 
cultural tourism, voluntourism, and other serious leisure pursuits during the 
course of journeys) as serious leisure pursuits;
Ó°*ÕÌ�>Ã�`i�Ì�i�wi�`�Ì�ÕÀ�Ã��>�`�i/�ÕÀ�Ã�®����Ì��Ã�ÃÌÕ`Þ�>�`����Þ�v�VÕÃ����
combining character strengths and serious leisure pursuits;

Both options have its challenges and limitations. The option 1 seems 
to be a more challenging choice as those form of tourism are, in close 
approximation, regarded as special interest tourism (SIT) instead of serious 
leisure. The SIT refers to customized tourism activities that are learning 
centered; activities are conducted in a way that can enrich tourist awareness 
and resonate with tourist interests, values, and believes. 


���Ã��}��«Ì����£��ii`Ã�Ì��V��L��i�Î�wi�`Ã��v�ÀiÃi>ÀV��qÌ�ÕÀ�Ã�]�«�Ã�Ì�Ûi�
psychology, and serious leisure, which can be “risky” for a PhD research 
project although the topic of personal growth and self-transformation are 
emerging themes of research in tourism studies. While option 2 only needs 
to combine character strengths with serious leisure perspective. In other 
words, for option 1, additional research is needed to introduce the concept 
of serious leisure into that of tourism, which is currently little investigated. 
However, my application of general research fund (GRF) last year is aimed 
at that area. The proposal was scored 3.5 and a funding of HK$105,000 was 
granted by the university under the title – Existential authenticity through 
the lens of actor-network theory: Interpretative phenomenological analysis 
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