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ZEMCH: Toward the Delivery of Zero Energy Mass Custom Homes Sep 23 2021 In this book,
leading international experts explore the emerging concept of the zero energy mass custom home
(ZEMCH) – designed to meet the need for social, economic, and environmental sustainability – and
provide all of the knowledge required for the delivery of zero energy mass customized housing and
community developments in developed and developing countries. The coverage is wide ranging,
progressing from explanation of the meaning of sustainable development to discussion of
challenges and trends in mass housing, the advantages and disadvantages of prefabricated
methods of construction, and the concepts of mass customization, mass personalization, and
inclusive design. A chapter on energy use will aid the reader in designing and retrofitting housing
to reduce energy demand and/or improve energy end‐use efficiency. Passive design strategies and
active technologies (especially solar) are thoroughly reviewed. Application of the ZEMCH
construction criteria to new buildings and refurbishment of old houses is explained and the
methods and value of building performance simulation, analyzed. The concluding chapter presents
examples of ZEMCH projects from around the world, with discussion of marketing strategy, design,

quality assurance, and delivery challenges. The book will be invaluable as a training/teaching tool
for both students and industry partners.
Creativity in the Design Process Aug 03 2022 The book provides an open and integrated view of
creativity in the 21st century, merging theories and case studies from design, psychology,
sociology, computer science and human-computer interaction, while benefitting from a continuous
dialogue within a network of experts in these fields. An exploratory journey guides the reader
through the major social, human, and technological changes that influence human creative
abilities, highlighting the fundamental factors that need to be stimulated for creative empowerment
in the digital era. The book reflects on why and how design practice and design research should
explore digital creativity, and promote the empowerment of creativity, presenting two flexible tools
specifically developed to observe the influences on multiple level of human creativity in the digital
transition, and understand their positive and negative effect on the creative design process. An
overview of the main influences and opportunities collected by adopting the two tools are
presented with guidelines to design actions to empower the process for innovation.
Performative Experience Design Jul 02 2022 This book presents a novel framework for
understanding and designing performative experiences with digital technologies. It introduces
readers to performance theory and practice in the context of HCI and gives a practical and holistic
approach for understanding complex interactions with digital technologies at the far end of thirdwave HCI. The author presents a step-by-step explanation of the Performative Experience Design
methodology, along with a detailed case study of the design process as it was applied to co-located
digital photo sharing. Finally, the text offers guidelines for design and a vision of how PED can
contribute to an ethical, critical, exploratory, and humane understanding of the ways that we
engage meaningfully with digital technology. Researchers, students and practitioners working in
this important and evolving field will find this state-of-the-art book a valuable addition to their
reading.
Perspective on Design Mar 18 2021 This book presents the outcomes of recent endeavors that
are expected to foster significant advances in the areas of communication design, fashion design,
interior design, and product design, as well as overlapping areas. The fourteen chapters highlight
carefully selected contributions presented during the 6th EIMAD conference, held on February
22–23, 2018 at the School of Applied Arts, Campus da Talagueira, in Castelo Branco, Portugal. They
report on outstanding advances that offer new theoretical perspectives and practical research
directions in design, and which are aimed at fostering communication in a global, digital world,
while also addressing key individual and societal needs.
The Home of the Future Aug 23 2021 This book presents an in-depth study to show that a
sustainable future urban life is possible. To build a safer and more sustainable future, as
humankind, we would like to use more renewable energy, increase energy efficiency, reduce our
carbon and water footprints in all economic sectors. The increasing population and humans’ everincreasing demand for consumption pose another question whether the world’s resources are
sufficient for present and future generations. Fair access to water, energy, and food is the objective
for all. In line with the United Nations Sustainable Development Goals, scientists, researchers,
engineers, and policymakers worldwide are working hard to achieve these objectives. To answer all
these challenges, we would like to introduce the core of Smart Cities of the future, the building
block of the future’s urban life: Open Digital Innovation Hub (ODIH). ODIH will serve as the ‘Home
of the Future’, a fully digitalised and smart, self-sustaining building that answers all the motivation
we highlight here. In ODIH, we introduce a living space that produces its water, energy, and food
by minimising carbon and water footprints thanks to the Internet of Things, Artificial Intelligence,
and Blockchain technologies. It will also serve as an open innovation environment for start-ups and
entrepreneurs who wish to integrate their solutions into the infrastructure of ODIH and test those
in real-time. We believe this will be a true open innovation test-bed for new business models.
Designing for Learning in an Open World Jan 04 2020 The Internet and associated technologies

have been around for almost twenty years. Networked access and computer ownership are now the
norm. There is a plethora of technologies that can be used to support learning, offering different
ways in which learners can communicate with each other and their tutors, and providing them with
access to interactive, multimedia content. However, these generic skills don’t necessarily translate
seamlessly to an academic learning context. Appropriation of these technologies for academic
purposes requires specific skills, which means that the way in which we design and support
learning opportunities needs to provide appropriate support to harness the potential of
technologies. More than ever before learners need supportive ‘learning pathways’ to enable them
to blend formal educational offerings, with free resources and services. This requires a rethinking
of the design process, to enable teachers to take account of a blended learning context.
Design for Ergonomics Apr 30 2022 This book focuses on the global quality of the design of
systems that people interact with during their work activities and daily lives; a quality that involves
the globality of people’s experience – physical, sensory, cognitive and emotional. It presents a
concise and structured overview of the ergonomic approach to planning, and of methodological and
operational tools from ergonomic research that can more directly and concretely contribute to the
design process. The book also explores physical ergonomics and cognitive ergonomics, which are
essential components of design culture. The final section addresses the main design problems and
intervention criteria regarding the design of environments, products and equipment, as well as the
design of communication, training and learning interface systems based on digital technologies.
The book is chiefly intended for designers and anyone interested in the methods, tools and
opportunities for in-depth analysis and development that ergonomics can offer regarding the
conception, production and testing of products, environments and services, whether physical or
virtual. It also offers a learning resource for professionals and students in Industrial Design and
Planning.
Sharing by Design Aug 30 2019 This book answers the question of how to design a sharing system
that can promote sustained, meaningful, and socially constructive sharing practices in today’s
cities. To do so, it constructs a framework for practical inquiry into the design of sharing systems.
Further, the book invites readers to consider questions such as: If sharing can be designed, then
how does one design a sharing system for cities? Which urban conditions make this sharing system
possible? What are the considerations, variables, and methods that can inform and guide the
designers of a sharing system? By considering both the environmental and societal motivations for
sharing, and the reality that most examples of the Sharing Economy are neither equitable in their
socio-economic outcomes nor genuine in their original social promises, this book presents balanced
and thoughtful answers to the questions posed above. The book will appeal to a broad readership,
from students and teachers in the various design disciplines, to professionals and scholars in
architecture and urbanism, business and innovation, and other related fields of the humanities and
social sciences, as well as activists and policymakers committed to achieving more sustainable and
equitably distributed access to urban resources.
Interactivity, Game Creation, Design, Learning, and Innovation Jun 20 2021 This book
constitutes the refereed post-conference proceedings of two conferences: The 7th EAI International
Conference on ArtsIT, Interactivity and Game Creation (ArtsIT 2018), and the 3rd EAI International
Conference on Design, Learning, and Innovation (DLI 2018). Both conferences were hosed in
Braga, Portugal, and took place October 24-26, 2018. The 51 revised full papers presented were
carefully selected from 106 submissions. ArtsIT , Interactivity and Game Creation is meant to be a
place where people in arts, with a keen interest in modern IT technologies, meet with people in IT,
having strong ties to art in their works. The event also reflects the advances seen in the open
related topics Interactivity (Interaction Design, Virtual Reality, Augmented Reality, Robotics) and
Game Creation (Gamification, Leisure Gaming, GamePlay). ArtsIT has been successfully co-located
with DLI as the design, learning and innovation frame the world of IT, opening doors into an
increasingly playful worlds. So the DLI conference is driven by the belief that tools, techniques and

environments can spark and nature a passion for learning, transformation domains such as
education, rehabilitation/therapy, work places and cultural institutions.
Design Thinking Research Jul 30 2019 With exclusive coverage of the latest findings of the HPIStanford Design Thinking Research program, this latest volume of the annual series affords readers
deeper insights into the prerequisites of real innovation and the underlying processes at work.
Living Labs Aug 11 2020 This book presents the results of a multi-annual project with sustainable
Living Labs in the United Kingdom, Sweden, Germany and the Netherlands. Living Labs – as
initiated by the authors – have proved to be very promising research, design, co-creation and
communication facilities for the development and implementation of sustainable innovations in the
home. The book provides an inspiring introduction to both the methodology and business modelling
for the Living Lab facilities. Understanding daily living at home is key to designing products and
services that support households in their transition to more sustainable lifestyles. This book not
only explores new ways of gaining insights into daily practices, but also discusses developing and
testing design methods to create sustainable solutions for households. These new methods and
tools are needed because those available are either ineffective or cause rebound-effects. Intended
for researchers and designers with an interest in the transition to sustainable lifestyles, it also
appeals to company leaders interested in new ways of developing sustainable innovations and
offers suggestions for effectively applying Living Labs for sustainable urban development.
Simulation and Gaming for Social Design Sep 04 2022 This book is a collection of research articles
that deal with three aspects of simulation and gaming for social design: (1) Theory and
methodology, including game system theory and agent-based modeling; (2) Sustainability, including
global warming and the energy-food nexus);; and (3) Social entrepreneurship, including business,
ethnic, and ethical understanding. The latter two especially form two major areas of clinical
knowledge in contemporary life. Simulation and gaming, with its participatory approach, provides
participants with a seamless integration of problem solving and education. It has been known as a
tool for interdisciplinary communication since the 1960s, and now it is being developed to
contribute to global society in the twenty-first century. This is the first book on simulation and
gaming for social design that covers all aspects from the methodological foundations to practical
examples in the fields of sustainability and social entrepreneurship. Regardless of the size of the
problematics, societal system design involves (1) The visioning and conception aspects due to the
long-term, overall nature of the goal; (2) Interdisciplinary thinking and communication for the
exploration of new states of accommodation with technological systems; and (3) The "human
dimension" aspect including education that must be dealt with, thus academic developments of
simulation and gaming for social design as system thinking and practice methodologies are
anticipated. Simulation and gaming has great potential for development as a tool to facilitate the
transfer between theoretical and clinical knowledge.
FPGA Design Jul 10 2020 This book describes best practices for successful FPGA design. It is the
result of the author’s meetings with hundreds of customers on the challenges facing each of their
FPGA design teams. By gaining an understanding into their design environments, processes, what
works and what does not work, key areas of concern in implementing system designs have been
identified and a recommended design methodology to overcome these challenges has been
developed. This book’s content has a strong focus on design teams that are spread across sites. The
goal being to increase the productivity of FPGA design teams by establishing a common
methodology across design teams; enabling the exchange of design blocks across teams. Coverage
includes the complete FPGA design flow, from the basics to advanced techniques. This new edition
has been enhanced to include new sections on System modeling, embedded design and high level
design. The original sections on Design Environment, RTL design and timing closure have all been
expanded to include more up to date techniques as well as providing more extensive scripts and
RTL code that can be reused by readers. Presents complete, field-tested methodology for FPGA
design, focused on reuse across design teams; Offers best practices for FPGA timing closure, in-

system debug, and board design; Details techniques to resolve common pitfalls in designing with
FPGAs.
The Next Wave of Sociotechnical Design Oct 01 2019 This book constitutes the thoroughly
refereed proceedings of the 16th International Conference on Design Science Research in
Information Systems and Technology, DESRIST 2021, held in Kristiansand, Norway, in August
2021.* The 24 revised full research papers, included in the volume together with 6 short
contributions and 7 prototype papers, were carefully reviewed and selected from 78 submissions.
They are organized in the following topical sections: impactful sociotechnical design; problem and
contribution articulation; design knowledge for reuse; emerging methods and frameworks for DSR;
DSR and governance; the new boundaries of DSR. *Apart from the planned on-site event, the hybrid
conference model was explored due to the Covid-19 pandemic.
Design Science Research. Cases Jan 16 2021 Design Science Research is a powerful paradigm
enabling researchers to make important contributions to society and industry. Simply stated, the
goal of DSR is to generate knowledge on how to find innovative solutions to important problems in
the form of models, methods, constructs and instantiations. Over the past 20 years, the design
science research (DSR) paradigm has developed into an established paradigm in Information
Systems Research and it is of strong uptake in many other disciplines, including Management
Science and Computer Science. This book provides a collection of twelve DSR cases, presented by
experienced researchers in the field. It offers readers access to real-world DSR studies, together
with the authors’ reflections on their research processes. These cases will support researchers who
want to engage in DSR, and represent a valuable addition to existing introductions to DSR methods
and processes. Readers will learn from the hands-on experiences of respected experts who have
conducted extensive DSR in a range of application contexts.
Game + Design Education Oct 05 2022 This book gathers the papers of the PUDCAD Universal
Design Practice Conference: Game + Design Education, organized by Istanbul Technical University
and held online on June 24-26, 2020. The conference represented one of the key events of the
Practicing Universal Design Principles in Design Education through a CAD-Based Game (PUDCAD)
project, which developed a design game on a CAD-based platform, enabling students and designers
to learn about universal design principles and develop accessible and innovative design ideas. As
such, the PUDCAD project met one of the foremost goals of the European Commission, making sure
the inclusion and efficient accessibility for people with disabilities into everyday life. The main
topics of the conference include: universal design and education, universal design and user
experience, game and design studies, gamification, virtual reality experiment, e-learning in design,
and playful spaces and interfaces. The contributions, which were selected by means of a rigorous
international peer-review process, highlight numerous exciting ideas that will spur novel research
directions and foster multidisciplinary collaboration among different specialists.
Advances in Design, Music and Arts Jun 01 2022 This book presents the outcomes of recent
endeavors that will contribute to significant advances in the areas of communication design,
fashion design, interior design and product design, music and musicology, as well as overlapping
areas. Gathering the proceedings of the 7th EIMAD conference, held on May 14–15, 2020, and
organized by the School of Applied Arts, Campus da Talagueira, in Castelo Branco, Portugal, it
proposes new theoretical perspectives and practical research directions in design and music, while
also discussing teaching practices and some areas of intersection. It addresses strategies for
communication and culture in a global, digital world, that take into account key individual and
societal needs.
Advances in Design and Digital Communication Nov 25 2021 This book reports on research
findings and practical lessons featuring advances in: digital and interaction design; graphic design
and branding; design strategies and methodologies; design education; society and communication
in design practice; and other related areas. Gathering the proceedings of the 4th International
Conference on Digital Design and Communication, Digicom 2020, held virtually on November 5-6,

2020, the book describes cutting-edge perspectives on and analysis of and solutions to challenges
digital communication is currently presenting to society, institutions and brands. It offers a timely
guide and a source of inspiration for designers of all kinds, including graphic, digital and web
designers, UI, UX and social media designers, and to researchers, advertisers, artists, and
entrepreneurs, as well as brand or corporate communication managers.
Reviewing Design Process Theories Oct 25 2021 This interdisciplinary book explores design
theories, combining research from a range of fields including architecture, landscape architecture,
urban planning, urban design, industrial design, software engineering, environmental psychology,
geography, anthropology, and sociology. Following an extensive review of the current literature,
the author reveals eight major types of theory in design processes. The theories are classified as
follows: Rational vs. Empiricist Theories, Procedural vs. Substantive Theories, Normative vs.
Positive Theories, Design Scopes, Designers vs. People, Form and Space Creation Paradigms,
Efficient Tools and Sources in the Design Process, and Place vs. Non-Place Theories. The respective
design theories are illustrated with diagrams, tables and figures, condensing the content of over
140 essential theoretical texts that address various aspects of design processes. Given its scope,
the book will appeal to undergraduate and graduate students, and to researchers and practitioners
in design, urban planning, urban design, architecture, art, etc.
Optimum Design and Manufacture of Wood Products Feb 14 2021 This monograph presents
state-of-the-art knowledge in wood manufacturing design with a special focus on the elaboration of
functional relationships. The authors transfer and apply the method of functional relationships to
challenges in wood manufacturing, and the book contains many worked examples which help the
reader to better understand the presented method. The topical spectrum includes machining
processes, energy consumption, surface quality, hardness and durability properties as well as
aesthetical properties. The target audience primarily comprises research experts and practitioners
in wood manufacturing, but the book may also be beneficial for graduate students alike.
Co-creation for Responsible Research and Innovation Feb 26 2022 This open access book
summarizes research being pursued within the SISCODE (Society in Innovation and Science
through CO-DEsign) project, funded by the EU under the H2020 programme, the goal of which is to
set up an analytical, reflective and learning framework to explore the transformations in initiatives
and policies emerging from the interaction between citizens and stakeholders. The book provides a
critical analysis of the co-design processes activated in 10 co-creation labs addressing societal
challenges across Europe. Each lab as a case study of real-life experimentation is described
through its journey, starting from the purpose on the ground of the experimentation and the
challenge addressed. Specific attention is then drawn on the role of policies and policy maker
engagement. Finally, the experimentation is enquired in terms of its output, transformations
triggered within the organization and the overall ecosystem, and its outcomes, opening the
reasoning towards the lessons learnt and reflections that the entire co-creation journey brought.
Future Design Apr 06 2020 This book discusses imaginary future generations and how current
decision-making will influence those future generations. Markets and democracies focus on the
present and therefore tend to make us forget that we are living in the present, with ancestors
preceding and descendants succeeding us. Markets are excellent devices to equate supply and
demand in the short term, but not for allocating resources between current and future generations,
since future generations do not exist yet. Democracy is also not “applicable” for future generations,
since citizens vote for candidates who will serve members of their, i.e., the current, generation. In
order to overcome these shortcomings, the authors discusses imaginary future generations and
future ministries in the context of current decision-making in fields such as the environment, urban
management, forestry, water management, and finance. The idea of imaginary future generations
comes from the Native American Iroquois, who had strong norms that compelled them to
incorporate the interests of people seven generations ahead when making decisions.
UbiComp 2007: Ubiquitous Computing Mar 30 2022 This book constitutes the refereed

proceedings of the 9th International Conference on Ubiquitous Computing, UbiComp 2007. It
covers all current issues in ubiquitous, pervasive and handheld computing systems and their
applications, including tools and techniques for designing, implementing, and evaluating ubiquitous
computing systems; mobile, wireless, and ad hoc networking infrastructures for ubiquitous
computing; privacy, security, and trust in ubiquitous and pervasive systems.
Furniture Design May 20 2021 Maximizing reader insights into the principles of designing
furniture as wooden structures, this book discusses issues related to the history of furniture
structures, their classification and characteristics, ergonomic approaches to anthropometric
requirements and safety of use. It presents key methods and highlights common errors in designing
the characteristics of the materials, components, joints and structures, as well as looking at the
challenges regarding developing associated design documentation. Including analysis of how
designers may go about calculating the stiffness and endurance of parts, joints and whole
structures, the book analyzes questions regarding the loss of furniture stability and the resulting
threats to health of the user, putting forward a concept of furniture design as an engineering
processes. Creating an attractive, functional, ergonomic and safe piece of furniture is not only the
fruit of the work of individual architects and artists, but requires an effort of many people working
in interdisciplinary teams, this book is designed to add important knowledge to the literature for
engineer approaches in furniture design.
Inside the Smart Home Mar 06 2020 Using clear and accessible language this book examines the
growing field of ‘smart technology’ for the home. The author first introduces the field before
exploring the various background issues, including how the home differs from other environments.
He then shows how these background issues affect the design and usability of these technologies. A
detailed case study looks at the use of handheld and wearable digital technology in sheltered
housing. The last section examines what it is like to live in a smart home and why they have so far
failed to reach the levels of success originally predicted. Invaluable reading for anybody interested
in designing smart technologies for the home.
Collaboration in Creative Design Dec 03 2019 This book presents a number of new methods, tools,
and approaches aimed to assist researchers and designers during the early stages of the design
process, focusing on the need to approach the development of new interactive products, systems
and related services by closely observing the needs of potential end-users through adopting a
design thinking approach. A wide range of design approaches are explored, some emphasizing on
the physicality of interaction and the products designed, others exploring interactive design and
the emerging user experience (UX) with a focus on the value to the end-user. Contemporary design
processes and the role of software tools to support design are also discussed. The researchers draw
their expertise from a wide range of fields and it is this interdisciplinary approach which provides a
unique perspective resulting in a flexible collection of methods that can be applied to a wide range
of design contexts. Interaction and UX designers and product design specialists will all find
Collaboration in Creative Design an essential read.
Technology, Design and the Arts - Opportunities and Challenges Nov 13 2020 This open access
book details the relationship between the artist and their created works, using tools such as
information technology, computer environments, and interactive devices, for a range of information
sources and application domains. This has produced new kinds of created works which can be
viewed, explored, and interacted with, either as an installation or via a virtual environment such as
the Internet. These processes generate new dimensions of understanding and experience for both
the artist and the public’s relationships with the works that are produced. This has raised a variety
of interdisciplinary opportunities and issues, and these are examined. The symbiotic relationship
between artistic works and the cultural context in which they are produced is reviewed. Technology
can provide continuity by making traditional methods and techniques more efficient and effective.
It can also provide discontinuity by opening up new perspectives and paradigms. This can generate
new ideas, and produce a greater understanding of artistic processes and how they are

implemented in practice. Tools have been used from the earliest times to create and modify artistic
works. For example, naturally occurring pigments have been used for cave paintings. What has
been created provides insight into the cultural context and social environment at the time of
creation. There is an interplay between the goal of the creator, the selection and use of appropriate
tools, and the materials and representations chosen. Technology, Design and the Arts Opportunities and Challenges is relevant for artists and technologists and those engaged in
interdisciplinary research and development at the boundaries between these disciplines.
Service Design Capabilities Dec 27 2021 This open access book discusses service design
capabilities in innovation processes, and provides a framework that guides design students,
practitioners and researchers towards a better understanding of operational aspects of service
design processes. More specifically, it revisits service designers’ capabilities in light of the new
roles that have opened up in innovation processes on different scales. After years of being
inadequately defined, the professional profile of service designers is now taking shape. Today
private and public institutions recognize service designers as essential contributors to their
innovation and development processes. What are the capabilities that characterize a service
designer? These essential capabilities are what service designers should acquire in their education
and can sell when looking for a job.
Design Thinking Research Oct 13 2020 Extensive research conducted by the Hasso Plattner
Design Thinking Research Program at Stanford University in Palo Alto, California, USA, and the
Hasso Plattner Institute in Potsdam, Germany, has yielded valuable insights on why and how design
thinking works. The participating researchers have identified metrics, developed models, and
conducted studies, which are featured in this book, and in the previous volumes of this series. This
volume provides readers with tools to bridge the gap between research and practice in design
thinking with varied real world examples. Several different approaches to design thinking are
presented in this volume. Acquired frameworks are leveraged to understand design thinking team
dynamics. The contributing authors lead the reader through new approaches and application fields
and show that design thinking can tap the potential of digital technologies in a human-centered
way. In a final section, new ideas in neurodesign at Stanford University and at Hasso Plattner
Institute in Potsdam are elaborated upon thereby challenging the reader to consider newly
developed methodologies and provide discussion of how these insights can be applied to various
sectors. Special emphasis is placed on understanding the mechanisms underlying design thinking
at the individual and team levels. Design thinking can be learned. It has a methodology that can be
observed across multiple settings and accordingly, the reader can adopt new frameworks to modify
and update existing practice. The research outcomes compiled in this book are intended to inform
and provide inspiration for all those seeking to drive innovation – be they experienced design
thinkers or newcomers.
Tattooed Bodies Feb 03 2020 "Tattooed Bodies--apart from often being an exemplary model of
Continental philosophy--is a groundbreaking contribution to tattoo studies that shows us how
tattooing, when taken seriously, can open up the meanings of works of art, literature, film, and
theory itself in unexpected ways. For those who have already been thinking about the meaning of
"the tattoo," this collection of essays will greatly expand possibilities of inquiry. For those who are
new to the field, several essays act simply as excellent primers on how to undertake deconstructive,
anthropological, aesthetic analysis in general offering up scholarly, nuanced investigations of texts
without indulging in exclusionary jargon." -Danielle Meijer, DePaul University "What is a tattoo?
Associated in the past with criminals and degenerates, tattoos have become high fashion in the 21st
century. In this collection, leading scholars speculate about the nature and implications of these
bodily inscriptions. Are they social or antisocial? Conformist or rebellious? Decorative or
disfiguring? Atavistic or futuristic? How do they relate to other scars, such as the navel as the mark
of our maternal origin? By opening up these questions and many more, the essays in this volume
show how the tattoo challenges the distinction between word and flesh, self and society, life and

death." -Maud Ellmann, University of Chicago The essays collected in Tattooed Bodies draw on a
range of theoretical paradigms and empirical knowledge to investigate tattoos, tattooing, and our
complex relations with marks on skin. Engaging with perspectives in art history, continental
philosophy, media studies, psychoanalysis, critical theory, literary studies, biopolitics, and cultural
anthropology, the volume reflects the diversity of meanings attributed to tattoos across cultures.
Essays explore tattoos and tattooing in Derrida, Deleuze and Guattari, Lacan, Agamben, and JeanLuc Nancy, while interpreting tattoos in literary works by Melville, Beckett, Kafka, Genet, and Jeff
VanderMeer, among others. James Martell is Associate Professor of French at Lyon College, USA.
Erik Larsen is Assistant Professor of Medical Humanities at the University of Rochester, USA.
An Introduction to Design Science Sep 11 2020 This book is an introductory text on design science,
intended to support both graduate students and researchers in structuring, undertaking and
presenting design science work. It builds on established design science methods as well as recent
work on presenting design science studies and ethical principles for design science, and also offers
novel instruments for visualizing the results, both in the form of process diagrams and through a
canvas format. While the book does not presume any prior knowledge of design science, it provides
readers with a thorough understanding of the subject and enables them to delve into much deeper
detail, thanks to extensive sections on further reading. Design science in information systems and
technology aims to create novel artifacts in the form of models, methods, and systems that support
people in developing, using and maintaining IT solutions. This work focuses on design science as
applied to information systems and technology, but it also includes examples from, and
perspectives of, other fields of human practice. Chapter 1 provides an overview of design science
and outlines its ties with empirical research. Chapter 2 discusses the various types and forms of
knowledge that can be used and produced by design science research, while Chapter 3 presents a
brief overview of common empirical research strategies and methods. Chapter 4 introduces a
methodological framework for supporting researchers in doing design science research as well as
in presenting their results. This framework includes five core activities, which are described in
detail in Chapters 5 to 9. Chapter 10 discusses how to communicate design science results, while
Chapter 11 compares the proposed methodological framework with methods for systems
development and shows how they can be combined. Chapter 12 discusses how design science
relates to research paradigms, in particular to positivism and interpretivism, and Chapter 13
discusses ethical issues and principles for design science research. The new Chapter 14 showcases
a study on digital health consultations and illustrates the whole process in one comprehensive
example. Also added to this 2nd edition are a number of sections on practical guidelines for
carrying out basic design science tasks, a discussion on design thinking and its relationship to
design science, and the description of artefact classifications. Eventually, both the references in
each chapter and the companion web site were updated to reflect recent findings.
Drifting by Intention Jul 22 2021 Constructive design research, is an exploratory endeavor
building exemplars, arguments, and evidence. In this monograph, it is shown how acts of designing
builds relevance and articulates knowledge in combination. Using design acts to build new
knowledge, invite reframing of questions and new perceptions to build up. Respecting the
emergence of new knowledge in the process invite change of cause and action. The authors' term
for this change is drifting; designers drift; and they drift intentionally, knowing what they do. The
book details how drifting is a methodic practice of its own and provides examples of how and where
it happens. This volume explores how to do it effectively, and how it depends on the concept of
knowledge. The authors identify four epistemic traditions in constructive design research. By
introducing a Knowledge/Relevance model they clarify how design experiments create knowledge
and what kinds of challenges and contributions designers face when drifting. Along the lines of
experimental design work the authors identify five main ways in which constructive experiments
drift. Only one of them borrows its practices from experimental science, others build on precedents
including arts and craft practices. As the book reveals, constructive design research builds on a

rich body of research that finds its origins in some of the most important intellectual movements of
20th century. This background further expands constructive design research from a scientific
model towards a more welcoming understanding of research and knowledge. This monograph
provides novel actionable models for steering and navigating processes of constructive design
research. It helps skill the design researcher in participating in the general language games of
research and helps the design researcher build research relations beyond the discipline.
Impact: Design With All Senses Jun 08 2020 This book reflects and expands on the current
trend in the building industry to understand, simulate and ultimately design buildings by taking
into consideration the interlinked elements and forces that act on them. Shifting away from the
traditional focus, which was exclusively on building tasks, this approach presents new challenges in
all areas of the industry, from material and structural to the urban scale. The book presents
contributions including research papers and case studies, providing a comprehensive overview of
the field as well as perspectives from related disciplines, such as computer science. The chapter
authors were invited speakers at the 7th Symposium “Impact: Design With All Senses”, which took
place at the University of the Arts in Berlin in September 2019.
Observer Design for Nonlinear Dynamical Systems May 08 2020 This book presents a
differential geometric method for designing nonlinear observers for multiple types of nonlinear
systems, including single and multiple outputs, fully and partially observable systems, and regular
and singular dynamical systems. It is an exposition of achievements in nonlinear observer normal
forms. The book begins by discussing linear systems, introducing the concept of observability and
observer design, and then explains the difficulty of those problems for nonlinear systems. After
providing foundational information on the differential geometric method, the text shows how to use
the method to address observer design problems. It presents methods for a variety of systems. The
authors employ worked examples to illustrate the ideas presented. Observer Design for Nonlinear
Dynamical Systems will be of interest to researchers, graduate students, and industrial
professionals working with control of mechanical and dynamical systems.
Smart Homes Nov 06 2022 The book addresses issues towards the design and development of
Wireless Sensor Network based Smart Home and fusion of Real-Time Data for Wellness
Determination of an elderly person living alone in a Smart Home. The fundamentals of selection of
sensor, fusion of sensor data, system design, modelling, characterizations, experimental
investigations and analyses have been covered. This book will be extremely useful for the engineers
and researchers especially higher undergraduate, postgraduate students as well as practitioners
working on the development of Wireless Sensor Networks, Internet of Things and Data Mining.
Design of the Unfinished Jan 28 2022 The book aims to provide city administrators and planners
with a tool to accompany them in experimenting with the regeneration of no longer used parts of
the built heritage, called leftovers, by adopting an innovative approach. A new and radically
different form of project, with the task of proposing a new aesthetic code and a style of thought
aimed at creating shelters for nomads of the third millennium. In the design field, the 21st century
will be destined to measure itself against temporariness and precariousness, also in terms of
aesthetic practices. Based on this hypothesis, the text identifies the design of the unfinished as the
perspective for attributing to the leftovers a character, which is representative of the conditions of
the just begun century. Through a transdisciplinary, exhibition-like and reversible approach, the
elements of degradation of the existing work are welcomed in the project as a "gift", to be
translated into a syntax aimed at giving form and meaning to the internal and external
environments, with the inclusion of "additional components".
Mix-design and Application of Hydraulic Grouts for Masonry Strengthening Jun 28 2019
Descripción del editor: "This book provides guidance for the rational design and application of
hydraulic grouts, based on a series of specific data (type of masonry, voids' width, targeted
strength and durability level, available materials, etc.). To this end, the basic characteristics of a
grout, i.e. its injectability (penetrability, fluidity and stability), its strength and durability, are taken

into account by means of rational models and quantified expressions of all grout-design parameters.
Thus, a holistic, rational mix design methodology for optimization of grout composition is given,
permitting the preliminary design of grouts, without having to resort to multiple tests in advance.
Moreover, detailed practical guidelines for grouting application and quality control, based on real
case studies, are also included. The book attempts to rationalize the entire procedure of this polyparametric decision-making, keeping however in mind the need for practical engineering
solutions."
Optimal Districting and Territory Design Apr 18 2021 This book highlights recent advances in
the field of districting, territory design, and zone design. Districting problems deal essentially with
tactical decisions, and involve mainly dividing a set of geographic units into clusters or territories
subject to some planning requirements. This book presents models, theory, algorithms (exact or
heuristic), and applications that would bring research on districting systems up-to-date and define
the state-of-the-art. Although papers have addressed real-world problems that require districting or
territory division decisions, this is the first comprehensive book that directly addresses these
problems. The chapters capture the diverse nature of districting applications, as the book is divided
into three different areas of research. Part I covers recent up-to-date surveys on important areas of
districting such as police districting, health care districting, and districting algorithms based on
computational geometry. Part II focuses on recent advances on theory, modeling, and algorithms
including mathematical programming and heuristic approaches, and finally, Part III contains
successful applications in real-world districting cases.
Creative Technologies for Multidisciplinary Applications Nov 01 2019 Given that institutions of
higher education have a predisposition to compartmentalize and delineate areas of study, creative
technology may seem oxymoronic. On the contrary, the very basis of western thought is found in
the idea of transcendent knowledge. The marriage of opposing disciplines therefore acts as a more
holistic approach to education. Creative Technologies for Multidisciplinary Applications acts as an
inspiration to educators and researchers who wish to participate in the future of such
multidisciplinary disciplines. Because creative technology encompasses many applications with the
realm of art, gaming, the humanities, and digitization, this book features a diverse collection of
relevant research for the modern world. It is a pivotal reference publication for educators,
students, and researchers in fields related to sociology, technology, and the humanities.
Cost-Efficient Design Dec 15 2020 This is the first English edition of an established work on costdriven product design and development. It offers tried and tested methods for understanding,
influencing and reducing product costs. The methodology and organization of cost management, as
well as the effects on each type of cost are described. Using this knowledge the product developer
can assume responsibility for costs. There are numerous examples and detailed derivation of
results.
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