
05/06/2019                                                                                                      Annotated Bibliography 

Bachelor of Creative Enterprise                                                                           Karthikreddy Andru 1 

INTRODUCTION                                                        
The subject areas that interests me most are Science, Psychology, Technology 
and Design. Though Bachelor of Pharmacy made me familiar in understanding  
science, I’m in search of a subject area that covers the later three. Through the 
research I realized User Experience design deals with Psychology in 
understanding users, Technology in the form of interaction and embeds Design 
for the overall essence. The first annotation is on Leadership because of my 
vision for developing a company for future.  So I thought it would be helpful for 
me to read someone that already dealt with the similar situation - to gain some 
insights and learn the challenges that I would be facing in the long run.  The 
second annotation relates to the first in asking a question what category of 
products my company designs? and the annotation provides answers - giving 
insight into designing for everyone because a product is been used by not just 
single age group but millions of people. So, this provides valuable information 
on how to design. The third one delves into user research which links to the first 
two asking the question if I had to design for millions of people then how do I 
do my user research? This annotation provides answers in addressing how 
companies around the world make mistakes in asking wrong research questions 
and how the research question must be crafted in order to know what user 
needs to design the products. The fourth annotation is indirectly related to the 
first three which is on design speculation because speculation is really important 
to develop innovative ideas and watch where the future leads - imagining 
alternative scenarios to make things better. The fifth annotation arise on 
questioning – I started a company, learned whom to design the products for, 
how to do the research to design products, how speculation helps move into 
realm of product innovation but what is it that makes my company different? 
The answer is developing things that doesn’t affect the health of the planet 
creating sustainable environment for future generations, the facts in the 
annotation made me realise how important it is to design ‘Earth centric’ rather 
than ‘Human centric’ in the current circumstances. The sixth annotation deals 
with the practice of photography because it teaches to observe things otherwise 
for shapes and forms, aesthetics, light and colours. Where all the formal 
elements helps in design process and also been my interest for long. To finalise, 
my annotations doesn’t deal with broad areas of practice but delves deep into 
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the design practice from understanding basics of design to become the leader 
of my dream company.  
 

LEADERSHIP 
The Author of the book Creativity, INC. is the founder and president of PIXAR 
animation studios. The book narrates authors story of being inspired by Walt 
Disney during his childhood on television to transforming his dream of 
developing a computer generated animation film. This book reveals insights into 
becoming a great leader following ones curiosity with determination and will - 
in transforming every hurdle into opportunity to establish a company. From 
being rejected by Disney animation in initial days during late 80’s to being 
acquired by the same company for $7.4 billion US dollars in 2006 this is a story 
of success. According to the author Many companies fail to thrive on their initial 
success because they fail to recognise the unseen forces that acts on the 
company due to impact of growth and reverberations of success. So, as a 
manager one’s duty is to stay aware of those problems and fix them which is an 
ongoing and incremental process, which becomes his only agenda in later days.  
One example is that, after the success of their first film ‘Toy Story’ in 1995 he 
thinks everything is going well and all the employees were happy, until he finds 
that the production team was upset with the creative team as they are seen as 
inferior in their role in the film making process. He points out, a company should 
emphasize on the development of its own culture which only progresses 
through self-expression and collaboration. In authors words “the feeling that 
you create at workplace leaves your workplace successful”(Catmull & Wallace, 
2014). Moreover,  he opines the way communication flows within the people of  
company is crucial for its development - an employee should be able to speak 
to anyone without any hierarchy to express their ideas. On the other hand, 
forming the right teams leads to a quality and healthy workplace. “if you give a 
good idea to a mediocre team they will screw it up. If you give a mediocre idea 
to a brilliant team they will either fix it or throw it away and come up with 
something better”(Catmull & Wallace, 2014). He insists on getting the right 
people and right chemistry then getting the right idea.  He says  quality  is not 
only making a great product but also includes positioning and marketing  well in 
the industry. He recognises the role of good mentors and how does it shapes 
one’s life - after working for Steve jobs for many years. The author admits 
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problems are inevitable, whenever we are in our dark days only our 
determination and candour will lift us up which rings true to me. As a student 
with many dreams of establishing my own design company in the future this 
book provides valuable information on what it takes to achieve one’s longing 
and how is one to look at the negative forces that guides the company towards 
extinction.  
 

DESIGNING FOR EVERYONE 
According to the author Don Norman, people life expectancies are increasing by 
manifold due to advances in the health and human services. Old people may not 
be as capable as the younger ones physically most likely due to diminished taste, 
eyesight, hearing, touch but are still active, healthy, workable and are in a group 
of ever increasing population and opines that they shouldn’t be considered as 
niche market by businesses anymore as they are accountable as good customers 
with extra free time and discretionary income than the younger ones. But, the 
designers today are failing to take into account the physical changes that people 
face during their life time and designing products against the elderly, for as small 
as everyday household goods, such as - needing a can opener or bottles with 
tight screw tops which require more strength to open or labels printed with tiny 
text which is harder for the elderly to read. Though some products are designed 
specifically for the elderly they are ugly and can be sensed as medical devices 
intended for a particular purpose. He says “with so many of us needing better 
devices, why are so many things still designed in ways that defeat our ability to 
function?”(Norman, 2019). The author takes on Apple who worked as a VP for 
the company during his career says that, once upon a time Apple followed all 
the fundamental principles of design for understanding and usability of a 
product but now they are all been replaced by thoughtless, inappropriate 
gestures which have to be memorised and tiny lettering on touch-sensitive areas 
on display screens  becomes exceedingly difficult for the elderly due to poor eye-
hand coordination. All these design flaws sacrifice usability for visual aesthetics 
to make products stylish.  He argues that thoughtful design which in design 
terms called as ‘inclusive design’ is not only for the elderly but is usable for 
everyone because all of us would be suffering from situational and temporary 
disability at some point. For examples no body could read what’s on a 
smartphone under the sun, “wouldn’t it be nice if the display, whether cell 
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phone, watch, or tablet, could switch to large, higher contrast lettering?” 
(Norman, 2019). Everyone finds it difficult to hear in noisy environments so, 
noise-cancelling headphones are for everyone. So, in this context anything that 
is designed for elderly helps rest of all the population. With the advent of 
powerful lightweight motors and batteries anything could be motorised, made 
stylish, usable, accessible and empower all the groups of population and the age 
factor should not be a barrier for the designer because all the ailments that are 
present in the elderly are somehow represented in all age groups according to 
the situation. As a student wanting to be a designer this provides valuable 
insights into creating great products that could be accessible by various age 
groups as one would inhabit the same space one day.  
 

USER RESEARCH IN DESIGN 
The article explores on how user research is critical in defining a product 
outcome. The author states that many designers are in the assumption that 
“research questions are just what you ask in a survey or user interview, and that 
you can ask whatever you want to know directly”(Hall, 2018). If a designer 
doesn’t start with a right question the research would end up as more obscuring 
process than clarifying. Though companies debate on various research methods 
and activities they don’t commit to asking what makes a good or guiding 
research question? Many research teams usually make a habit of talking to their 
customers and collecting the data but are in a dilemma of what to make up with 
it, they stare at the data until a solution emerges from it and build features 
based on anecdotal requests. The author opines that a lot of organizations 
operate for many years on a research conducted on their initial days but fail to 
recognize research as an ongoing and an everyday learning process. For example 
it’s good to ask ‘what’s the weather like?’ every morning and dress according to 
that, but asking  the question once and dressing the same way for another six 
months assuming nothing will change becomes a trap. So, “your research 
question is simply what you want to find out in order to make better evidence-
based decisions”(Hall, 2018). A good research question is specific, actionable, 
practical and becomes a valuable tool as it is used and helps to find answers in 
which a researcher can find sufficient confidence. The author makes clear that 
a research question helps a designer find information to make better product 
decisions whereas an interview question is about asking people how to find the 
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right information. For example a research question can be: How do recent 
college graduates decide what to have for dinner? And an interview question is: 
What did you eat yesterday?. The author supports analogous research which is  
reading the existing literature, observing people in the society or doing a 
competitive analysis which would be more fruitful than emphasizing more on 
customer empathy where lot of designers reside. The author insists a good 
research starts with a clear goal in mind then form high priority questions, 
gather data and analyse data but most designers skip the first two steps and 
chase the later which results in data that reflects unreality which carries biased 
human reasoning leading to a conclusion. He says “the whole point of using 
research is to make sure your work comports with reality rather than reflecting 
wishful thinking”(Hall, 2018). The author concludes saying most designers are 
flawed at mismatching the research method and research question using the 
same method for different questions leading to a bad research as it takes a lot 
of discipline to have a clear shared goal, willingness to be proven wrong, 
collaboration, being sceptical and goal-oriented for an outstanding research 
which pays off overtime. As a student who wants to pursue a career in User 
Experience design this article provokes me in a number of ways into knowing 
how User Research can be used as a tool to design great products.  
 

DESIGN SPECULATION 
The video is a keynote by the speaker Anthony Dunne on crafting design 
speculations. He speaks on the perspective of education where students would 
be able to experiment with different ideas at schools in speculating designs for 
alternative futures for how things could be considering ‘what if’ scenarios which 
enables to open debates and discussions for people about the implications of 
technology on day to day life. He explains that designers work in the area of 
problem solving from small problems to big global issues such as climate change 
and shortages of food which creates an innate optimism in them to save the 
world but faces lots of obstacles in reality. On the other hand, there is 
commentary/critique it doesn’t solve problems but raise awareness among 
people, change the attitude towards future and spark debate in an ironic, 
satirical and aesthetically interesting way but deals with unreality which can be 
disengaging to most people. But there is a space between those two which 
doesn’t solve problems but characterises the optimism of design to push things 
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forward and changes the perspective of thinking and open up space to see things 
differently borrowing comments from the critique world - Speculative design 
falls under this category. He states “the main goal is to work with the values, 
attitudes and belief systems we carry around in our mind and trying to force 
discussion around that. The physical, material and technological world that 
flows from those values will eventually be different, rather  than aiming outside 
and trying to change the world as it is now”(Interaction design association, 
2012). For example one possible idea by one of his students is to go in history 
and build defence mechanisms into products that behaves like animals, like a 
radio that sneezes out the dust and a hard drive that raises up on its legs when 
a coffee is spilled on the table - which creates an emotional link between the 
product and the user to hang on to them for longer which in turn may make the 
product sustainable and other project by the speaker himself is ‘Foragers’ where 
this group of people live with the modified digestive system that helps them to 
digest food that is not digestible by the humans before such as cellulose - 
keeping in mind the rising population. Though these devices are not functional 
this creates a space where design meets critique into thinking about alternative 
futures that provokes students like me to design products keeping in mind the 
possible futures. One such example from my work in Creativity and Design 
fundamentals is creating a household kitchen device that prepares food from 
microbes keeping the global population rise in mind. As a designer though it 
doesn’t solve the actual problem it creates an optimism in me for the future and 
creates a platform for debates and discussions for alternative futures.  
 

DESIGN FOR SUSTAINABLE PLANET 
According to the UN’s 2019 report Agriculture has taken a great toll on forests. 
Between 1980 and 2000 about 100 million hectares had been cleared. About 
three fourths of the land on earth have been altered by humans for agriculture. 
The report says that “we’re producing food without regard for how it will affect 
ecosystems” (Schwartz, 2019). Which is leading to climate change, since the 
industrial revolution the atmospheric CO2 has continuously increased from the 
normal 280ppm to 410ppm by 2018, which contributes to about 30% of total 
greenhouse effect and would remain in the atmosphere for about 100 years 
warming the climate. The speaker engages audience about the NASA space 
technology from 60’s which includes a powerful class of microbes called 
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‘hydrogenotrophs’. This technology is developed to form reliable closed-loop 
carbon cycle between astronauts and micro-organisms in space where the 
carbon dioxide released by astronauts is converted back into complete food by 
these microbes involving a series of biological and chemical synthesis of waste 
gases. The speaker points that people should consider earth as a spaceship with 
limited resources. Once these resources are completely depleted we would end 
up in a catastrophe. With climate change and rapid growth of population which 
is estimated to be around 10 billion by 2050 these microbes provides game-
changing opportunities for a sustainable future. These microbes are grown in a 
vertical bioreactor in a factory like setting which means more food can be grown 
per land area and more forests need not be cleared for agriculture. Unlike the 
conventional farming techniques these hydrogenotrophs produce foods such as 
protein-rich meals and oils in a matter of hours which can be utilised for other 
purposes such as cosmetics. “As a potential source of protein, microorganisms 
could also help us reduce our dependence on animal agriculture, which is the 
number one carbon emitting industry”(Lisadyson, 2016). Soils form at a rate of 
1cm per 300 years and 75 billion tonnes of fertile soil is lost every year to land 
degradation. As these microbes doesn’t need soil and sun we could make 10,000 
times more food per land area. What technology did so far is mitigating the 
already highly altered world such as reducing emissions, creating alternative 
crops that has less impact but the ground on which humans are altering the 
environment is not changing for this we need radical new technologies that 
focus on adaptation visualizing the suffering that is going to come.  So, what 
does this mean to me? Why do I care about it? As a designer I believe we need 
to understand the world as a whole and design our products and services on a 
whole new level. According to my knowledge, we designed our products as 
‘Human Centred’ for centuries taking into consideration our comforts and well-
being. Now as we achieved a considerable amount of comfort, we should focus 
on designing the future products ‘Earth Centred’. Bringing back the earth its 
comforts creating a sustainable environment for future generations.  
 

PHOTOGRAPHY FOR DESIGN 
The author of the article speaks about – is photography art? He points out that 
“photography isn’t art, it is a discipline that can be mastered by passionate 
people in order to produce art, but it is not art by itself” (Alegria, 2019). The 
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author gives some insight into turning photography into an art when creating 
something from inside, resulting from one’s feelings and emotions which is 
defined from ancient Greek philosophy as poiesis, and the second one refers 
to techne- the techniques used to materialize those emotions from deep inside. 
The statements above made me question If I’m making photographs that 
reflects my feelings and emotions. The answer is obvious no. I realized I’m just 
making pictures (though technically sound) but not creating art out of it, in other 
terms they are straight, my images doesn’t provoke me in any way that stands 
out. The author further speaks about the photography evolution from being a 
fundamental portrait and landscape photography to street photography after 
the portable cameras entered the mass market with high speed film capabilities 
creating enormous possibilities. In late twentieth century photography took 
shape as contemporary photography with Cindy Sherman, Jeff wall and Andreas 
Gurksky taking the lead as they research, develop their own style, make 
statements, slowly evolving into artists. The author opines that in digital age 
photography is everywhere which has lost its solidness - in other terms ‘liquid 
photography’ or ‘post photography’ by Joan Fontcuberta. The author concludes 
saying - to make photography meaningful, one has to study and read a lot, get 
the ideas, write a statement, look at the society, the decisions of one’s life which 
all have the potential to stimulate. The article helped me to realize where I’m 
stuck, and develop awareness towards my feelings and emotions, If I’m doing a 
project on photography this time I would certainly think on rendering a 
meaningful and provocative art that draws audience attention, find my own 
style and stand out from the rest. Photography is always been my interest since 
childhood. This led me to capturing images of random things using a 
smartphone. Later, this led me to invest in a professional camera and learn the 
mechanical and technical side of it. Over the years, I tried to capture what I see, 
it evolved more and more technically robust, but there is always a quest inside 
me – what’s the purpose I’m doing all this, I’m just capturing what is already 
there, and why should my photograph tell a story at all? It made no sense to me. 
I started wondering what’s in photography to be an art form? The article helped 
me to understand into becoming a better photographer.  
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