Future Propositions for How People Use Technology:
Designing Through Ethnographic Research Methods
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These three solutions provide examples of how human sciences
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. o space. The design research process collects and builds on itself through observed and recorded
felephone 2. C information. This traditional behavioral research becomes the basis for subsequent generative

research methods and tools, where the project teams can gain additional insights that challenge and
refine their design hypothesis. In essence, designers extract insights on human behaviors and then
2 @ 2 o @ experiment with solutions they believe will drive the most value, and then take those ideas into a
o learning cycle. The generative learning cycles enable team members to build solutions that provide
delight and influence human experience. Throughout this process, by understanding the contextual
Vs s norms and behaviors of participants, each of these concepts were able to focus on core unmet needs
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