Value Deactivated: Waste as
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Introduction

* Modern society often considers waste as "useless,"' but this article
challenges that perspective.

* How do design, language, and culture influence our
understanding of waste?

* By redefining waste, we can promote more sustainable designh and

resource reuse.
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Theoretical Background



The Binary Opposition of Designh and Value

* Design establishes distinctions between "useful” and "useless”
objects.

* As design expands, the amount of waste also continues to grow.

e R EEN TR 527R)
© BaME AR B TER ) YR EETL TESY -
© BEERRETAVIERE - BEEYIHIVBE A -



Sociology and Waste

* Mary Douglas’ Theory of Pollution and Order:

* "Pollution" is a socially constructed concept: anything "out of place" is
considered impure.

* This categorization influences how we classify waste, leading to its
concealment or isolation.
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Sociology and Waste

« Zygmunt Bauman’s Critique on Waste and Modernity:
* Bauman argues that societies hide and marginalize waste.

* The process of social modernization is deeply intertwined with the
creation of waste.
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Thing Theory and Vibrant Materialism

* Bill Brown’s Thing Theory:

* Objects reveal their "thingness" only when they lose their original
function.

* Objects are not merely functional; they have cultural and social
significance.
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Thing Theory and Vibrant Materialism

e Jane Bennett’s Vibrant Materialism:

* Matter possesses inherent dynamism and continues to exert
Influence even when discarded.

* Objects are not entirely "useless"; they exist in a latent state of
potentiality.
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Linguistic and Cultural Perspectives



Waste and Cleaning in Korean

* Etymological Analysis:

* The Korean word for "waste" (ssregi) originates from "sweeping"
(sslgi).T

* his linguistic connection suggests waste is not truly "discarded"
but rather repositioned.
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Waste and Cleaning in Korean

* The Dynamic Nature of Waste:

* Waste, as expressed through language, is not static but rather
awaiting reactivation.
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Perspectives from Mesoamerican
Languages

Mayan Language and Rituals:

* |[n Mayan culture, "sweeping" (miz) and "waste" (taa') have distinct
linguistic roots but are conceptually linked.

* Sweeping serves a ritualistic function, emphasizing renewal and
reorganization rather than mere disposal.
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Design and Material Innovations



Scientific Innovation: StarCrete

* Material Composition:
* Made from simulated planetary dust, potato starch, and salt.
* Designed as an alternative building material for Mars and the Moon.

 Material Potential:
* Demonstrates how seemingly "useless dust"” can be transformed into
valuable resources.
* Challenges the notion that waste is merely an endpoint.
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Design Innovation: Limestone Dust
Furniture

Design Process:

* Designers collect limestone dust from quarries and mix it with
gypsum to create furniture.

* This material retains the texture and qualities of natural limestone
while being repurposed.
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Hybrid Materials: Lithoplast (Plastic + Soil)

* Material Composition:

* Combines industrial waste plastic with soil, undergoing a geological
transformation.

* Philosophy of Design:
* Challenges the distinction between "artificial" and "natural.”

* Shows that plastic can integrate into environmental cycles rather than
being permanently classified as pollution.

BPRISERY * J5 T SRR A & > OB B LR -
SEETEL R T BT E ) RN - SO LA A SRR TR Rk U RS -



Redefining Waste



Waste as a Latent Resource

* Waste is not necessarily a termination point.

* Through design, waste can be reactivated and repurposed for new
uses.
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Circularity and Transformation

* Conventional recycling views waste as something to be "rescued"
back into usefulness.

* This article advocates seeing waste as an evolving state rather
than something requiring redemption.
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Conclusion



Challenging Binary Classifications

* The distinction between "useful” and "useless" is fluid and subject
to change.

* Rethinking waste can lead to more sustainable design practices.
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The Future of Design

* Design should not only create new objects but also uncover the
potential of existing ones.

* Encouraging circulation and repurposing rather than single-use
consumption.
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Changing Mindsets to Reduce Waste

* By shifting perspectives on waste, we can minimize consumption
and maximize resource efficiency.

* Society should transition from a "consume-discard” model to a
"transform-reuse” model.
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THE PAPER IS STRUCTURED AS
FOLLOWS

Provides a research background on definitions and
01 features of digital games, as well as general and
game-specific design frameworks.

02 lllustrates the adopted research method.
03 Presentsthe findings of the study.

04 Contains a discussion of presented results.

Conclusions of the study identifying limitations and
further research lines.

05




UNSELFCON-SCIOUS AND SELF-CONSCIOL

BHE& M8t (self-conscious design)
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Vertical Forest - Bosco Verticale

The Vertical Forest in Milan, designed by Stefano Boeri
Architetti, houses thousands of vegetation. The residential
towers consist of two towers of heights 80 and 112 meters that

create an attempt to achieve environmental sustainability.
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Recycled Rococo
recycled boards, windows, rocks, bits of glass, pieces of metal,

and many, many aluminum cans.
“Alcohol and Tobacco Is Kills. Mary Jane Is Healing.”



https://motherwit.wordpress.com/2007/03/15/recycled-rococo/
https://parametric-architecture.com/10-sustainable-architecture-around-the-world/

RESEARCH
MOTIVATION

AND CORE
ISSUES

Develop an integrated theoretical framework
for digital games.

As game studies was increasingly being recognised as a
legitimate academic discipline, the establishment of a cohesive
framework for digital games assumed paramount importance.
However, the dynamics through which theoretical frameworks
and game designers’ practices reciprocally affect each other
are yet to be thoroughly explored from a scien tific perspective.

Ineffective digital presence

Specifically, the exploration focused on discovering possible
shared design approaches, relevant factors influencing
designers’ decision-making and specific aspects connected to
game design.

Foster the exploration of a self-conscious
approach

The collection of bottom-up insights on game design can foster
the exploration of a self-conscious approach, unveiling a shared
understanding that could orient practitioners.



GAME DESIGN
DEFINITIONS

AND
KNOWLEDGE

The central question upon which this
research is based is whether it is possible to
identify a common pattern in the practices
and praxis adopted in digital game design.

RQ: Can scientific research derive explicitly or implicitly a shared

and recognised game design approach and a set of practices
from designers’ experiences? If so, which ones are they?



GROUNDED THEORY

4 MODELS STOOD OUT INSPIRATION IDEATION IMPLEMENTATIDN.

| have a design challenge. | have an opportunity for design. | have an innovative solution.
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e 3IModel DR R, e e g s oo
e Double Diamond Model |

e Hasso Plattner Model
e Stanford Model

CONCERNING DISCIPLINE-SPECIFIC
FRAMEWORKS

e Salen and Zimmerman's (2004) work
e Fullerton’s (2008) works




GROUNDED THEORY

This study implemented an interview-based qualitative approach. A team of researchers conducted
semi-structured interviews with game design industry professionals and analysed their narrations

through the application of Grounded Theory methodology.

THE THREE-STEP CODING PROCESS PRESENTED BY CORBIN AND STRAUSS

e Open Coding: Grouping data with similar properties under common conceptual labels.

e Axial Coding: Organizing and connecting concepts hierarchically based on thematic relationships.

e Selective Coding: Constructing theoretical narratives based on the relationships among concepts to

derive a core theory.




METHOD O

01 Sample

After contacting 40 game designers by email, 11 of them were recruited as voluntary participants for the
study. The sample consists of 8 men and 3 women ranging in age from 20 to 50 years. Nearly half of the
participants obtained a Professional Degree on disciplines marginally correlated to game design (i.e., Digital
Art, Concept Art or 3D Modelling), while the other half either obtained a Master’ s Degree or High school

diploma.
Table 1 225 HHE
Code Country Gender Age Education Years of Role Affiliation Interview
(M/[F) experience format
Pl Ttaly M 25—-30 Professional degree 3 Business development manager Studio 1 Oral
P2 Ttaly M 30—35 Master’s degree 10 Art director Studio 1 Oral
P3 Ttaly M 35—40 High school diploma 13 Lead game designer Studio 2 Oral
P4 Ttaly M 45—50 Professional degree 24 Project manager and art director Studio 2 Oral
P5 Ttaly M 25=30 Master’s degree 6 UX/UT designer Studio 2 Oral
Po6 Bulgana M 3035 Professional degree 12 Sentor UX game designer Studio 3 Oral
P7 Italy F 25-30 Professional degree 3 3D Arnst Studio 4 Oral
P8 Ttaly M 2025 Professional degree 3 Animator/technical artist Studio 4 Oral
P9 Ttaly M 20—25 High school diploma 3 Project manager/ Game designer Studio 5 Oral
P10 Ttaly F 30-35 Master’s degree 3 Project manager/Game designer No affihation Oral
Pil Italy F 30-35 Master’s degree 3 Game designer Studio 6 Written
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INFORMATION SHEET EXAMPLE

Fortuna Imperatore

Project manager/Game designer,

MNo Affiliation
Country Italy
Cender Famale (F)
Age 31
Education Master's degree
Years ol experience 3

Video Games

L FRELILY'S BONES - A journey into Freud's brain

E‘ E EMPTY - Dealing with mindfulness eating

] BLUETHROOT - The brutal age

WY

WORKDOWN - ks there a place for mental health at work?

FREUD'S BONES

Freud's Bones is the first video game conceming
Freudian psychoanalysis and existential crisis,

Release:

May 25th, 2022 on Windows,

MNovember 24th, 2022 on Ninlendo Switch.
dingle player

EMPTY
Emply is a 3D narrative adventure dealing with the theme of
mindfulness eating.

Demo available on ltch.ic
Single player

!

BLUETHROOT

Bluethroot is on unprecedented video gome obout adole-
scence and ils demaons.

-

PROJECTS OVERVIEW

Release:
January 24th, 2024 on Windows.

Single player

WORKDOWN
The first video game about mental health in business. ‘A
The main character will embark on an inner journey to t\l‘x ".17; .~
discover himself and his mental well-being. k P

Demo available on Game2Value
Single player
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METHOD

02 Data collection & coding process

All interview content was transcribed
into text. The research team adopted
the three-stage coding process of
Grounded Theory proposed by ,, I

. IR DocumentsSystem [E v 2 (a0 P & M < X
Corbin and Strauss (2015), and used e =

B Twitter data M 1392

. . . H
MAXQDA software to assist in data e i A—
. . . . =l chris Data editor - All documents 35 (78) Documeants
analysis by directly linking the codes i 3 MY B0 3 B qe: ©
o » . =| Riley Decument group Decument name  Civil Status Mumber of children T Age
to th e O rl gl n a l tra n SC rl pts . [ Mateo =] Interviews David In partnership/marred 2 42
B8 Focus Group F] Interviews Thanh Separsted/divorced 1 3z
B images (= Interviews Selim in partnership/married 3 46
B Webesites [2 Focus Group Tatjana Separated/divorced 1 35
B Literature [ Focus Group | kazumi in partnership/married 1 31
B Survey (5] survey RESPO3 In partnership/married 4 34
BE YouTube: Etcoff: Happ  [5] Survey RESP14 Separated/divorced 2 38
i Sets 2] Survey RESHI® Separated/divarced E 58
a4 Respondents without [} Survey RESP26 Separated/divorced 2 a8
i=| Focus GrouplAme
x| Focus Group\Amadi 28
i Interviews\Chrls 23
il Interviews\Mateo 24
| Interviews\Riley a3z
* B0 Respondents with children 195



METHOD O

O3 Conceptual model of designers’ attitudes and approaches

Based on the Grounded Theory analysis of the designers’ narratives, a core category was identified:
Balancing Permanence and Change. This conceptual model is divided into three main categories—

Permanence, Change, and Balance—which correspond to the three primary pathways that emerged from the
designers’ descriptions of their design philosophies and practical experiences.
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DISCUSSION

The scope of this study was to investigate designers’ attitudes and praxis in game design, with

reference to possible shared and recognised approaches and practices (RQ).

RESEARCH LIMITATIONS

e The limited sample size may pose a threat to the external validity of the study and introduce the risk
of selection bias. However, according to relevant literature, data saturation in qualitative research is
generally achievable with around 12 participants; the sample size of this study (n =11) is close to that
benchmark.

e The study did not further differentiate the professional backgrounds of the participants.
Nevertheless, the findings are largely consistent with existing scientific literature addressing similar
topics and are considered preliminary in nature.

e The proposed model of Balancing Permanence and Change should be regarded as an attempt to
systematically organize insights derived from the interview data, rather than as a definitive or
exhaustive conclusion about game designers’ practices and approaches. This also represents

another limitation of the present study.
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JANE CONNORY | 2024

Designing Period Shame:

Period Product Advertising in
Australian Women’s Magazines

PRESENTED BY JESSIE PAN



INTRODUCTION

Graphic design can reinforce harmful gender norms

Menstrual ads shape perceptions of periods as shameful, private, and
problematic

Visuals normalize self-surveillance, guilt, and silence

Importance of “period pride” and destigmatizing menstruation

Designers must practice empathy and user-centered design



METHODOLOGY

Historical Visual Analysis
e 100 menstrual product ads (1920-2020) from five Australian women’s
magazines
Sanitary Secrets Survey
e 74 respondents rated 10 ads (one per decade) on a shame/secrecy scale
e Cross-generational qualitative and quantitative feedback
Design Lens

e Use of color, metaphors, typography, settings
e Application of semiotic and intersectional feminist frameworks



REY THEMES IDENTIFIED

1. Pathologizing Periods

e Ads depict menstruation as a disease

e Use of medical imagery: nurses, crosses, “surgical” terms
2. Coding the Taboo

e Emphasis on whiteness, purity, elegance

e Blue liquid as symbolic substitute for blood

e Thin, white, cisgender female models
3. Modeling Secrecy

e Avoidance of terms like “period” or “vagina”

e Secrecy between mothers/daughters or girlfriends

e Packaging designed for discretion and concealment
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SURVEY RESULTS

Perceived shame in ads decreases over decades

Younger participants exposed to more inclusive language
However, all generations report enduring menstrual taboos
Participants desire honesty, openness, and diversity in period
product ads



DESIGN ETHICS AND EMPATHY

Designers should challenge rather than reflect social norms
Importance of diverse creative teams in the advertising
industry

Human-centered design, co-design, and empathy-based
practices encouraged

Design must move beyond aesthetics into realms of
responsibility and representation
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EXTENDED DISCUSSION

e Commercial framing of International Women’s Day (March 8) as
“Goddess Day” or “Queen’s Day”

e “Woman” becomes a stigmatized term; “Goddess” promotes
idealized femininity

e Language encourages consumption, not political consciousness

e Market rhetoric: “Don’t be a nagging wife, be a sparkling
goddess”

e Silencing of labor, age, and working-class femininities
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THE ROLE OF DESIGNERS

e Advertising reproduces body image ideals and ageism

e Feminized consumption replaces feminist resistance

e Designers must interrogate branding language and metaphors

e Critical visual literacy is key to dismantling everyday sexism in
ads



CONCLUSION

e Jane Connory’s research is a landmark in linking menstrual
stigma with visual design

e Shame i1s designed—and it can be redesigned

e Extending critique to broader gendered advertising reveals
systemic issues

e Designers hold power: they can harm or heal through
representation

e Ethical design begins with empathy and ends with equity



Abduction, Inculturation,

and Urban Design Thinking
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This study explores how urban designers develop interdisciplinary core beliefs and

terminology to frame problems and create value.
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Introduction

Q

Inspired by Previous
Research

Building on Dorst's (2011) work on
design thinking and Chiaradia's
(2017) exploration of urban design

pedagogy.

Urban designer
characteristics

Urban designers share interdisciplinary
beliefs that frame problems and create

values.

¢i? Focus on Inculturation

Examining the connection between
cultural beliefs and urban design
thinking.

") Cultural internalization
definition

Cultural internalization includes core
beliefs and customs shared by members
of the same culture



Research Hypothesis

Synergistic Relationship Reinforcing Learning

Applying urban design methods directly to studio classes creates Studio work strengthens methodological understanding.
a relationship incorporating both "rigor and relevance." Students apply skills across different contexts.



Research Framework

Macro Scale (City)

ey Community perception of urban image

Meso Scale (Neighborhood)

Interface between public space and behavior

W

Micro Scale (Buildin
( g)

Behavior settings and immediate interactions

Nine different methods address urban form complexity across these three scales, helping students derive design solutions based on
community input and observation.



Abductive Approach to Design
Thinking

¢

Value Proposition

Designers propose values before clearly defining problems.

Value Creation

Design creates economic, social, and ethical value.

Influence of educational background

Educational backgrounds influence how designers frame
problems.

Integrative Learning

Combining "hard thinking" (analytical) with "soft thinking"
(creative).



Course Structure: Integrative Learning

B Urban Design Methods

Theoretical analysis, report writing, research tools

Urban Design Studio
Y g

Creative production, hands-on design

Svnergistic Benefits
< ynerg

Integration surpasses traditional 1solated courses

This bottom-up learning process reverses traditional top-down approaches, challenging students with Type II problems where only
values are known.



Abductive Reasoning in Design

Question Type

Gathering information across multiple {?
scales
Iteration oy
Continuous refinement process ﬁ

Students learned to operate across macro (urban structure), meso
(regional strategies), and micro (spatial designs) scales through this
1terative process.

Tool Application

Students learn nine research methods in
methods courses and apply them
practically in studios.

Teaching environment

During the pandemic, classes were taught
online, students worked independently, and
teachers provided compensatory incentives
and support. conceptual frameworks
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Value Creation in Urban
Design Methods

Interpretation as Learning Core

Students develop personalized logical thinking and value-based interpretations that become foundations for
design goals.

Studio’s Dual Purpose

Addressing real-world problems while integrating theory with practice, despite challenges 1n traditional
teaching models.

Course Integration Benefits

Weaving methods and studio generates deeper learning, enhancing research skills, design ability, and
value frameworks.



Knowledge Integration in Urban Design

Characteristics of  “tough”

Knowledge Integration
& & problems

Urban Design Studio allows students to CD E?
combine theoretical knowledge
(Episteme), technical skills (Techne)

Ambiguous, uncertain and
unpredictable, with no single solution,
it" s difficult for designers to define a

and practical wisdom (Phronesis). .
clear vision.

Problems and Solutions i <« Diversified value creation
5 $
There 1s a co-constructive relationship Even within a top-down framework,
between problems and solutions, which students are able to develop diverse
1s non-linear and non-static. Interpretations and design outcomes.

Urban design problems are "wicked" - ambiguous, uncertain, and without single solutions. Even within top-down frameworks, students
create diverse value through subjective interpretation.



Research Methods and Data Collection

Research Approaches Primary Data Sources
 FEthnographic Content Analysis (ECA) « Students' final reports and design posters
« Trangulation from multiple sources « Weekly classroom discussion records

* Third-party observation notes

Course Application

« Field investigations based on readings

« Transforming methods into strategies



Three Scales of Urban Design

3 9 40+

Scale level Research Methods Number of surveys

Macro, meso and micro scales correspond  Students learn nine research methods Each student must complete at least 40
to different intervention thresholds applied at three scales valid questionnaires
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Macro Scale

Author

Milgram

Nasar

Arefi

Purpose

Mental/psychological
representation of the city
(218 subjects)

Evaluative image of the

city via phone and face-to-

face interviews

Structure of visual
difference

Themes

Clear boundaries and
major elements (e.g.,
topography); commonly
cited: Seine, Louvre,
Concorde, Eiffel Tower

Visual likes and dislikes;
basis for visual planning
and recommendations

Categories of visual
difference: activity, socio-
economic status,
distinctiveness, and
personal experience

Urban Design Methods

Hand-drawn maps listing
all remembered city
elements

Questionnaires from
Knoxville and
Chattanooga, TN

Cognitive mapping &
interviews (Mariemont &
Lebanon, OH)
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Meso Scale

Author

A. Jacobs

Carmona

Al-Bishawi et al.

Purpose

Looking at cities

Place-shaping continuum

Reading urban open
spaces

Themes

Reading the urban
environment and
responding to change

Examines 4 key place-
shaping processes

Behavioral settings and
interactions; space
reading through use

Urban Design Methods

Field observation and
verifying urban trends

Design, use,
management; self-
conscious vs. un-self-
conscious design

Design objects, physical
relationships,
formal/informal rules,
user behavior analysis
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Micro Scale

Author

Knapskog et al.

Gehl et al.

Ewing

Purpose

Exploring ways to
measure walkability

Close encounters with
buildings

Visual preference survey
for transit design

Themes

Infrastructure, traffic,
urbanity, surroundings,
activity; walkability
spectrum

Scale, transparency,
function; dialogue
between city and building

Factors: shelter stops,
trees, curb distance,
setbacks, sidewalk
continuity

Urban Design Methods

Case studies (Oslo,
Kristiansand, Bergen); on-
site interviews and
assessments

Case studies: Stockholm,
Melbourne, Oslo,
Amsterdam, Freiburg

Slides shown to users and
professionals to assess
bus stop preferences
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Table | Cumparing (b (op-down v, botiom-up spproaches e urban desizn stndio pedapazy

Aol

R

Top=dnwm

Bottom-Up Design Practice

Collective Public Perceptions

Starting with emic perspective rather than expert opinion

Data collection and area identification

Using questionnaires, interviews, and cognitive mapping

Data-driven problem definition

Identifying 1ssues from a data-driven perspective

Design Response

Creating solutions based on research findings

Students completed at least 40 valid survey responses each, using various

Haottom-up techniques to read the city through data and 1dentify problem areas.

Problom-defknieen
Anadvses
Drssigett 1agnetlesy

Imterpretation (valss Crostion)
Iregration (lrame CreaEn)
Imcaltaration dantermalumtion & conleatualizalion b




Frame Creation — Urban Design Studio

Macro Scale: Value Expression

Use questionnaires, photos, and spatial maps to identify hot spots and problem spaces and understand human behavior and spatial perception.

Meso- and micro-scales: framing the problem

Integrates nine research methods to analyze transportation nodes, pedestrian flows, spatial accessibility, and visual continuity to establish

causal and structural understanding.

Design Narrative Formation

Combining visual data and analytical metrics, we develop “narrative prototypes  rather than final design solutions, focusing on

design possibilities and strategic interventions.
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As | was doing my usual long walking observation, | was
looking for a place in the target area that impressed me as a
starting point for the design. As | was walking, a statue
caught my eye - a square sculpture of a hand holding an open
book with a few red tulips painted on the pages.

If | had not learned those nine methods, | would have chosen
this square as my design theme. But after being exposed to
these approaches and getting community feedback, |
completely changed direction and ultimately chose a design
theme: redesigning street public spaces with dark corners
and gaps that are often used by drug dealers for safety.




Shift in Design Thinking

Traditional View Transformed View

"Design = Drawing" "Design = Interpretation and Response”
«  Focus on visual output + Focus on problem definition
+  Emphasis on technical skills *  Emphasis on critical thinking
+ Students as task executors + Students as active explorers

True design ability stems from how problems are defined, not merely from how problems are solved.



Transformation in Teacher-Student Roles

Traditional Role

Knowledge transmitter

Instruction giver

Task assigner

Transformed Role

Problem guide, dialogue participant

Question asker and critical thinker

Co-creator of values and direction

Frame creation serves as a bridge to inculturation, helping students learn professional language and design

logic while transforming from observers to practitioners.



Inculturation and Design
Thinking Formation

&

|Identity Transformation

Not just learning to design, but becoming a designer.

From Seeing to Interpreting

Developing awareness and critical insight about urban space.

Integrated Thinking

Combining theoretical knowledge with practical decision-making.

Cultural Logic

Forming a shared design language and professional perspective.



From Student to Urban Designer

Seeing Interpreting
Observing urban conditions 3. Eﬂ Finding meaning 1n observations
Reflecting O Framing
Evaluating outcomes tL Structuring design problems
Acting 4 Reframing
Creating design responses Adjusting perspectives

Students learn to position themselves, define design agendas, and engage through shared language - participating
in a Community of Practice.



Design Education as an Enlightenment Journey

The nature of urban design:

Urban design is a hybrid discipline that integrates research, application and public practice. As
Buchanan (1992) points out: "There is no definite subject matter - it must be defined by the
designer." It is both theory and art, both a mode of thinking and a tool for social engagement.

Design learning as a transformation process:

Students evolve from observers = participants - professional practitioners. The collaborative
teaching model (methods course + design studio) as a specific approach to the development of
design thinking. Students learn to think and create within ambiguity and constraints, to extract
problems from data-driven research, and to combine rational analysis and intuitive response in
design actions.



Key Insights for Design Education

1 2

Integrative Learning  Abductive Reasoning

Bridges knowledge and action across  Core of design thinking, suitable for
multiple scales and thinking modes. uncertainty and ambiguity.

3

Inculturation

Ultimate goal where students become
active participants in design culture.

Urban design thinking 1s not merely a technique but a way of understanding
and transforming the world - finding order 1n chaos and freedom within
constraints.
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