Z W03-2 Vetted Al Lecture Summary

1 Short Summary

The central theme of this Week 3 lecture is that designers learn to see more deeply by decomposing com-
plex situations. When the design process feels tangled, the response is not necessarily to force an im-
mediate solution. The designer can separate the larger problem into questions about people, resources,
functions, structures, phases, emotions, and evidence. These smaller views make hidden relationships
easier to recognize and create more precise opportunities for innovation.

Al should support that thinking without replacing ownership of it. The designer should provide the initial
direction, use Al to search for gaps, alternatives, evidence, and weaknesses, and then make the final
interpretation and commitment. A result that begins and ends with Al is not evidence of the designer’s
judgment. The intended use is iterative assistance between a human first version and a human-owned
final version.

Observation becomes valuable when it moves beyond noticing a surface behavior. In the design exer-
cise, the strongest reasoning connected repeated behavior across several people with physical features,
functions, and constraints that might explain it. Critique then exposed additional concerns that the first
concept did not address. A good designer receives those concerns as information rather than immedi-
ately defending the concept.

Empathy maps decompose knowledge about a person into what the person says, does, thinks, and feels.
The categories matter because observable words and actions may not fully reveal motivations, anxieties,
interpretations, or expectations. The first map may contain informed assumptions, but later versions
should be revised through observation, conversation, think-aloud protocols, and other evidence.
Journey maps extend this reasoning across time. They identify the person’s goal, major phases, activities,
thoughts, and emotional changes throughout an experience. Emotional highs, lows, and downward tran-
sitions can reveal where an improvement would be most valuable. A journey map should be tied to an
evidence-based persona, adapted to the project rather than copied mechanically, and validated through
primary or secondary research.

The lecture treats revisioning as a general design habit. An early artifact is a starting model, not a finished
truth. Empathy maps, journey maps, concepts, and other design representations should evolve as the
team learns. Versioning makes assumptions visible, creates a record of improved understanding, and
prevents early guesses from becoming unquestioned commitments.

The sketching portion applies the same philosophy to skill development. Short warmups with lines,
cuboids, and cylinders build aim, speed, spatial control, and muscle memory. Designers should vary
scale and proportion, move past imperfect attempts, and use simple primitives to construct more com-
plex forms. A difficult sketch is useful because it exposes what must be understood and practiced in the
next version.

The most important questions to carry forward are:

m What smaller questions are hidden inside the apparently messy design problem?

m Which parts concern people, resources, functions, structures, phases, or risks?

m Did the designer originate the direction and make the final judgment when using Al?

m What deeper explanation lies behind the behavior that was observed?

m Does the evidence represent a pattern across people or only one convenient example?
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m How should critique change the concept rather than merely trigger a defense of it?
m What do people say and do, and what might they think and feel?

m Where does an experience improve, decline, or reach its greatest pain?

m Which assumed needs still require primary or secondary validation?

m How should the next version of the design artifact reflect what has been learned?

m Which primitive forms and repeated exercises would make a complex sketch easier?

The larger lesson is that creativity is not merely the production of ideas. It is the ability to look past the
ordinary description, find the structure underneath it, and use evidence to decide where design effort
will create real value for people.

2 Detailed Summary

This lecture develops decomposition as a connecting principle across human-centered research, design
critique, Al-assisted work, empathy maps, journey maps, revisioning, and sketching. The timestamps
below are navigation markers, and every mapped question links to its corresponding section.

The formal lecture begins near 06:31 after the opening sketching prompt and concludes near 84:37.
Names, institutional references, named products, and outside attributions have been omitted or gener-
alized.

2.1 Lecture Map

06:31-10:31 How can decomposition make a messy design problem more manageable?
11:16-17:27 How should Al support design work without replacing the designer’s judgment?
17:59-20:51 How should reflection and curation show growth in a design portfolio?

21:16-43:46 What turns an observation into a useful insight, and how should critique be received?
44:07-49:18 How can recurring design questions strengthen reviews and client presentations?
49:40-55:34 What does an empathy map reveal, and how should it be revised?

55:34-63:30 How does a journey map reveal where innovation would be valuable?

64:18-67:04 Why must assumed pains be validated before they guide a project?

67:30-72:55 How do sketching warmups build fluency and control?

72:55-84:37 How can primitive forms and iteration support a complex product sketch?

2.2 How Can Decomposition Make a Messy Design Problem More Manageable?

Location: 06:31-10:31

The lecture returns to the image of design as a tangled path. Feeling lost in the middle of that path is not
evidence that design has failed; it is a signal that the situation may need to be decomposed. Rather than
treating the entire challenge as one inseparable problem, the designer can identify smaller and more
intelligible parts.
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“You start breaking up the big problem into smaller problems.”

Decomposition can occur along several dimensions. One part of the problem may concern understanding
the people being served, while another concerns available resources. A product may be decomposed
by functions, physical structures, stakeholders, stages of an experience, technical risks, or unanswered
questions. Each view reveals different relationships and suggests different design tools.

The lecture also encourages transferring concepts between contexts. A question learned in a reading
should not remain confined to that reading. It can be used while observing a public setting, reviewing a
concept, defining customers, or examining a project. This transfer is a sign that the learner is building a
flexible design practice rather than memorizing isolated methods.

Systematic decomposition is especially useful during human-centered inquiry. A designer can ask who
experiences the problem, who purchases or approves the solution, who maintains it, and who is indirectly
affected. The apparent user may not be the only customer or stakeholder, and different groups may value
different outcomes.

Questions to Consider

m Which part of the design currently feels tangled or undifferentiated?

m What smaller questions are contained within that larger difficulty?

m Can the problem be separated by people, resources, functions, structures, phases, or risks?
m Who uses, selects, purchases, maintains, approves, or experiences the result?

m Which previously learned design concept could illuminate the present situation?

m What new action becomes possible once the problem is decomposed?

2.3 How Should Al Support Design Work Without Replacing the Designer’s Judgment?

Location: 11:16-17:27

The lecture distinguishes between using Al to develop capability and using it to avoid thinking. Al can help
transcribe rough material, search broadly, compare alternatives, expose gaps, reorganize information,
and support repeated refinement. It should not replace the learner's engagement with foundational
material or make the core design choice on the learner’s behalf.

“You should have the first version and the last version, and get a lot of help from Al in the middle.”

The first version establishes human intent. Instead of asking Al to choose freely from a large field of
possible problems, the designer should identify an initial set of interests, interpretations, or candidate
directions. Al can then help test those directions, find missing evidence, surface counterarguments, or
reveal differences among them.

The last version establishes human accountability. An Al-generated statistic, ranking, or conclusion does
not become the designer’s conclusion merely because it is copied into a deliverable. The designer must
investigate what it means, decide whether the evidence is credible and relevant, synthesize it with other
knowledge, and state the final reasoning in personally owned terms.

The same principle applies to presentation quality. Rough handwritten work may be valuable during ex-
ploration, but a formal project deliverable should communicate at the standard expected in professional
work. Al may assist with transcription and refinement, while sketches, arrows, and spatial thinking can re-
main in a hand-drawn working format when that medium communicates the reasoning more effectively.
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Questions to Consider

m What initial judgment or direction came from the designer before Al was consulted?

m Is Al being used to extend thinking, reveal gaps, or merely provide an answer?

m Which Al-generated claims require independent verification?

m What interpretation must the designer add before the result becomes meaningful?

m Who made the final commitment among the available alternatives?

m Does the submitted form communicate with the professionalism appropriate to its audience?

m Which material is better communicated through typed prose, and which through hand-drawn visual
reasoning?

2.4 How Should Reflection and Curation Show Growth in a Design Portfolio?

Location: 17:59-20:51

Portfolio development was framed as an ongoing act of reflection and selection. The purpose is not
to preserve a forced narrative from poor work to good work. Instead, the designer should periodically
ask which current pieces best demonstrate capability, judgment, process, and relevance to the intended
audience.

“If I had to put together my portfolio today, which sketches would | use?”

A portfolio is provisional. Stronger work should replace weaker work as skill increases, and the selection
should change according to the person or opportunity for which the portfolio is prepared. This makes cu-
ration part of design judgment: the designer must decide what evidence best communicates the desired
capability now.

Scheduled reflection can examine what is improving, what remains difficult, and where practice should
focus next. The value is not merely administrative. It converts a collection of exercises into evidence
about learning and helps the designer direct future effort toward specific weaknesses.

Questions to Consider

m Which current pieces best represent the designer’s capabilities?

m What does each selected piece demonstrate to its intended audience?

m Which weaker piece should be replaced when better evidence becomes available?
m How should the portfolio change for a different audience or opportunity?

m What recurring weakness is visible across the current body of work?

m What focused practice would most improve the next portfolio candidate?

2.5 What Turns an Observation into a Useful Insight, and How Should Critique Be Re-
ceived?

Location: 21:16-43:46

The design exercise asked learners to communicate observations, pain points, and possible responses
as though reporting to a client. This changed the task from merely possessing notes to presenting a de-
fensible account of what was seen, why it mattered, and how a proposed change related to the evidence.
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The strongest example moved beyond a surface observation that people sat awkwardly. Repeated be-
havior across several people prompted closer physical examination of the chair. The observer then con-
nected the behavior to the relationship between separate support features. The insight was useful be-
cause it joined a human pattern, a possible physical cause, and a design variable that could be investi-
gated.

“You made an observation across many people, not just one person. And then you said, ‘| gotta see
what's going on here.” You didn't just stop with people leaning.”

Other examples showed how decomposition shapes concepts. One response separated the function of
supporting a work surface from the existing structure and proposed a different mechanism. Another
combined several observed pains into one concept. These cases demonstrate that an idea can emerge
from functional decomposition, structural decomposition, or the combination of multiple human needs.

Presentation quality influences whether others engage with the reasoning. A clear, visually interesting
sketch can draw attention and make the explanation easier to follow, but visual appeal does not prove
that the solution is sound. Once the concept is visible, potential users and stakeholders can expose con-
flicts involving size, adjustability, access, storage, safety, comfort, or other contexts the original designer
did not consider.

“The good designer says, verbally or not, ‘Okay. That’s good insight. | didn’t think about that. That’s
an interesting idea. That's something to think about a little bit more.””

Critique should therefore be treated as new design information. Immediate defensiveness protects the
current concept at the cost of learning. A stronger response records the concern, investigates whether it
represents a broader pattern, and decides whether the concept, requirement, or problem frame should
change.

Questions to Consider

m Does the observation describe a pattern across people or a single occurrence?

m What deeper mechanism or relationship might explain the observed behavior?

m Which physical or functional variable could be tested?

m Did the concept emerge from the evidence, or was the evidence selected to support the concept?
m What does the visual presentation help the audience understand?

m Which stakeholders could reveal concerns that the original observer missed?

m Am | receiving critique as information or defending the first idea reflexively?

m What additional observation would confirm or challenge the proposed explanation?

2.6 How Can Recurring Design Questions Strengthen Reviews and Client Presenta-
tions?

Location: 44:07-49:18

The lecture connects stakeholder identification with a structured set of recurring product-development
questions. A purchasing or approval stakeholder, for example, may care about different dimensions
than a direct user. Locating that stakeholder within a broader question framework helps the designer
anticipate what evidence will matter during a review.
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The question set was described as the product of patterns observed across many design reviews. Teams
repeatedly need to explain who experiences the need, what value is created, how the concept works,
what it costs, how it will be made or supported, and why the evidence is credible. The precise framework
is less important than the discipline of preparing answers to the questions that predictably arise.

“If you ever want to get ready for a design review or a pitch with a client, open up this thing and
know the answer to these questions.”

The exercise also reinforces transfer. A stakeholder framework from one source and a development-
question framework from another become more useful when applied together to a real concept. Design
knowledge becomes powerful when it can be recombined according to the situation.

Finally, looking deeply means moving from an ordinary description toward what is otherwise easy to
miss. The designer should not stop at the visible behavior, but should ask which dimension, relationship,
expectation, or constraint produced it. Structured questions provide one way to sustain that deeper
examination.

Questions to Consider

m Which stakeholder is likely to ask each recurring design question?

m What evidence would make the answer credible to that stakeholder?

m Which question is the current concept least prepared to answer?

m Are user value, technical feasibility, implementation, and organizational concerns all represented?
m Which frameworks can be combined to prepare for the review?

m What ordinary observation deserves a deeper causal explanation?

2.7 What Does an Empathy Map Reveal, and How Should It Be Revised?

Location: 49:40-55:34

An empathy map places a person at the center and decomposes understanding into four categories:
what the person says, does, thinks, and feels. Its purpose is to create a shared account of needs that can
inform decisions. In a team, it can reconcile different observations; in individual work, it makes implicit
assumptions visible on paper.

Words and actions are observable, but they do not necessarily reveal the full experience. What someone
says may differ from what the person does, and both may differ from private interpretations or emo-
tions. A design based only on visible behavior can therefore miss anxiety, confusion, fear of judgment,
expectations, or competing motivations.

“Often people say and do things that are different than how they feel and actually think.”

Thinking and feeling cannot always be observed directly, but they can be investigated. A think-aloud pro-
tocol asks a participant to verbalize thoughts while interacting with an artifact or situation. Designers can
ask follow-up questions, attend to hesitation and behavior, and form explicit hypotheses about emotions
that later research can test.

The first empathy map should be treated as an early version rather than a completed truth. A quick map
may contain the team’s best current guesses. Later conversations and observations should add evidence,
correct errors, and produce successively stronger versions.
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“For five minutes | did a pretty good job guessing what everyone’s feeling and what everyone’s think-
ing. Now, as | talk to people, | might be able to listen for more or dig in more.”

This revisioning principle applies beyond empathy maps. Design artifacts should evolve continuously as
uncertainty is reduced. Labeling an early map as an initial version makes its provisional status clear and
gives the team permission to improve it rather than defend it.

Questions to Consider

m What does the person explicitly say?

m What behavior is actually observable?

m Where do words and actions differ?

m What might the person be thinking or feeling, and what evidence supports that interpretation?
m Which entries are observations, which are reports, and which are assumptions?

m Could a think-aloud protocol reveal hidden reasoning during the interaction?

m What new research would move the map from its current version to the next?

m How will team members reconcile conflicting observations?

2.8 How Does a Journey Map Reveal Where Innovation Would Be Valuable?

Location: 55:34-63:30

Where an empathy map can describe a discrete moment or an average condition, a journey map follows
a specific person through an experience over time. It records the person’s goal and expectations, divides
the experience into major phases, and describes activities, thoughts, feelings, and transitions within those
phases.

The emotional path is especially informative. Alow point may indicate a severe pain that deserves focused
attention. A decline within a phase may show that an initially promising experience becomes confusing
or frustrating. A high point can reveal what should be preserved or amplified. These patterns help the
team decide where an intervention would create the most perceived value.

“Getting the journey map together basically points to where the user would value an innovation.”

Journey mapping is another form of decomposition. A broad complaint such as difficulty carrying items
to a residence becomes a sequence: gathering the items, loading them, unloading, crossing the site,
climbing stairs, opening a door, and storing them. The team can then ask exactly where the difficulty
occurs and whether the source is exertion, balance, weather, access, divided attention, or something
else.

The map need not copy a prescribed visual template. Its essential content is the person’s goal, the major
phases, the activities, the thoughts, and the emotions. The representation should be adapted to the
project and audience. Numerical precision is unnecessary unless supported by appropriate data; the
graph can remain a qualitative visualization of the evidence.

A journey map should be tied to a persona. Otherwise, a team may map the experience of a different
class of person than the one it intends to serve. The persona supplies relevant context, capabilities,
constraints, and motivations that make each stage of the journey more specific.
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Questions to Consider

m Whose journey is being mapped, and how is that person connected to the project's persona?

m What goal is the person trying to achieve?

m What are the major phases and activities in the experience?

m Where are the emotional highs, lows, and downward transitions?

m What causes each change in the person’s experience?

m Which part of the journey would the person most value improving?

m |Is the map communicating evidence honestly, without implying unsupported numerical precision?
m What representation best supports the team'’s decisions?

2.9 Why Must Assumed Pains Be Validated Before They Guide a Project?

Location: 64:18-67:04

Empathy maps and journey maps can reveal plausible pains, but plausibility is not validation. If a team
guesses that one phase is the worst part of an experience and builds the project around that guess, the
entire direction may rest on an unsupported assumption.

“You should be validating the pains that you find by talking to people.”

Validation can use primary research, such as observation and conversation, or secondary research, such
as credible existing evidence. The necessary method depends on the claim. A local, contextual behavior
may require direct engagement, while a broad pattern may be better assessed with existing studies or
data. Stronger projects often combine both.

The purpose of these mapping toolsis to reduce a broad problem area into a smaller, evidence-supported
problem. Choosing a topic and immediately generating solutions reflects shallow framing. Deeper design
asks who has the problem, where and when it occurs, what changes its severity, and what consequences
matter.

Context can redirect the solution path. A difficulty that appears to concern physical effort may instead
become severe only under hazardous weather, when balance and injury risk dominate. The change in
context changes the relevant need, requirements, and possible concepts. This is why the designer must
look beyond the ordinary description toward the conditions that make the problem meaningful.

Questions to Consider

m Which pains on the map are supported by evidence, and which are guesses?

m What primary research could validate the most consequential assumption?

m What secondary evidence could show whether the pattern extends beyond the observed participants?
m Who experiences the problem, and who does not?

m Where, when, and under what conditions does the pain become severe?

m How would a different explanation change the solution path?

m Is the project focused on a sufficiently specific and defensible problem?

2.10 How Do Sketching Warmups Build Fluency and Control?

Location: 67:30-72:55
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The sketching exercise begins with short, timed practice in lines, cuboids, and cylinders. The sequence is
a physical and perceptual warmup. Lines develop aim and precision; cuboids reinforce perspective and
edge relationships; cylinders develop ellipses, axes, and rounded volume.

Professional sketchers warm up because immediate performance is affected by readiness. A few minutes
of repeated motion can improve control before a more demanding drawing. This is analogous to prepar-
ing for other skilled physical activity: the warmup activates familiar movement patterns and reduces the
effort required to begin.

“It won't take you long to realize that if you do warm up, your sketches are better.”

Practice should include purposeful variation. Lines can be aimed between two points. Cuboids and cylin-
ders should be drawn at different sizes, proportions, and orientations rather than repeated identically.
Tapered cylinders add another controlled variation. This builds a broader visual vocabulary and prevents
practice from becoming one narrow memorized gesture.

Speed matters because fluency grows through many attempts. A poor primitive should not consume
the entire exercise. The designer can notice the error and move to the next repetition, accumulating the
experience needed for muscle memory.

“Abandon the idea that you want it to be perfect.”

Muscle memory is built through consistent repetition rather than occasional prolonged effort. Short daily
practice makes familiar forms increasingly automatic, leaving more attention available for proportion,
concept, and communication during complex sketches.

Questions to Consider

m Has the hand and eye been warmed up before beginning the difficult sketch?

m Can aline connect two intended points accurately and confidently?

m Are cuboids and cylinders being practiced at varied scales, proportions, and orientations?
m What does the repeated error reveal about perspective or hand control?

= Am | practicing enough repetitions to build fluency?

m Can | move past an imperfect attempt without losing the learning it provides?

m What short daily routine would build the most relevant muscle memory?

2.11 How Can Primitive Forms and Iteration Support a Complex Product Sketch?

Location: 72:55-84:37

The final exercise advances from isolated primitives to a familiar wearable electronic device. The object
appears more sophisticated, but its underlying construction still depends on cuboids, cylinders, ellipses,
vanishing points, and controlled proportion. The exercise asks the designer to recognize those simpler
forms inside the finished product.

The demonstrated setup begins with a horizon line and vanishing points, then positions the product so
that it sits partly above and partly below the horizon. This produces a view suited to product commu-
nication. The bounding cuboid establishes orientation and proportion before rounded edges, controls,
bands, shading, and surface details are added.
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The long working period in the transcript contains little spoken instruction, emphasizing that drawing
itself is the learning activity. The value comes from attempting the spatial problem, comparing results,
and discovering exactly where construction becomes difficult.

At the end, learners were asked to show the sketch to someone nearby. This adds light accountability
and exposes the work to another eye. Feedback on cleanliness, shading, ellipses, and reflective surfaces
becomes information for the next attempt.

“It was 10 minutes of thinking through a problem.”

Repeating the sketch would likely produce a better result because the first attempt created a clearer sense
of how the object should be constructed. The first complex attempt need not be satisfying to be success-
ful. It creates a mental model of the object, identifies proportion and surface problems, and prepares
the designer to make a more informed second version. This mirrors the lecture’s broader treatment of
revisioning: progress comes from making a version, learning from it, and deliberately changing the next
one.

Questions to Consider

m Which simple primitives define the object’'s main masses?

m Where should the horizon and vanishing points be placed for the intended view?
m Does the initial bounding form establish believable orientation and proportion?

m Which rounded features require ellipses or cylinders?

m How do line weight, shading, and highlights communicate material and curvature?
m What specific difficulty did the first attempt reveal?

m What construction decision should change in the second version?

m What feedback from another viewer would make the sketch clearer?

Central Synthesis

The lecture uses decomposition to connect activities that might otherwise appear unrelated. A messy de-
sign problem becomes manageable when separated into people, resources, functions, structures, stages,
thoughts, feelings, and evidence. An observation becomes an insight when the designer looks beneath
the visible behavior for a recurring pattern and a plausible mechanism. A broad experience becomes
actionable when a journey map identifies the particular phase and condition in which value is lost.

These representations remain provisional. Al can help interrogate and refine them, but the designer
must provide the direction and own the final judgment. Empathy maps and journey maps can begin with
hypotheses, but consequential pains must be validated. Critique should alter understanding rather than
provoke automatic defense. Each new version should make the evidence, assumptions, and reasoning
stronger.

Sketching embodies the same learning cycle. Warmups decompose form into repeatable primitives; a
complex product sketch recombines those primitives; the first attempt reveals gaps; and the next ver-
sion incorporates what was learned. Across research, framing, presentation, and drawing, the governing
question is: What structure is hidden inside the apparent complexity, and what evidence or practice will make
the next version more accurate, useful, and human-centered?
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