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O a nascent design theory O multiple design principles are usually o disenchanting trumps enchanting
O allows designers to navigate the Al space present O manifest mechanisms and materialize
when designing Al products O however, one will usually dominate the beliefs always disenchant
O helps designers take responsibility for their others O important to have a balance between the
enchanting product’s effects © combining multiple design principles two types to maintain a good mix of user
causes each principle to affect the product

. interest and designer transparency
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important towards users as a security measure and
depending on how or what is requested can impact
their decision.
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Abstract

This paper explores the integration of
causal pathway diagrams (CPD) into

human-centered design (HCD),
Investigating how these diagrams
can enhance the early stages of the
design process.

Background

The Iinformation In this paper Is
from the CHI conference on human
factors in computing systems 2024.

It was published in May 2024.

Authors - Ruican Zhong, Donghoon
Shin, Rosemary Meza, Predrag
Klasnja, Lucas Colusso, Gary
Hsieh

Objectives

Integrating Causal Pathway
Diagrams (CPD) into Human-
Centered Design (HCD) to
enhance creativity, reduce
cognitive workload, and
Improve communication.

e [heteam developedan Al-
assisted CPD Plugin for the
Miro platform to support
designers in structured
design processes.

Design

Research

Material

20 design practitioners
participated in design sprints,
using Miro with and without the
CPD plugin.

Methodology

A user study was done with
20 people to test the
Implementation of CPD
iInto HCD using a plugin
developed in Miro. It lets
users create diverse visual
elements, such as text
boxes, circles, and
rectangles on a
collaborative board.

Analysis

Divergent & Convergent
Thinking.
Reduced Cognitive Workload

Increased Creativity

Points scored

Results
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Compared workflows with and
without the CPD plugin during
structured design sprints.
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Key Findings:

Divergent & Convergent
Thinking: CPD supports both
phases, enhancing the
creativity and structure of the
design process.

Cognitive Workload:
Significantly reduced, allowing
designers to focus on ideation
rather than mechanics.

Creativity: Al-assisted
suggestions helped foster more
innovative ideas.

This template was created by
Slidesqgo

Conclusion

Al-Assisted CPD: A powerfu
tool for enhancing the design
process by reducing cognitive
load, supporting creativity, and
promoting evidence-based
design.

Study Implications: Highlights
the potential of Al in
augmenting human creativity,
with strong ethical and
responsible usage
considerations.

Future Outlook: Al-assisted
design tools like the CPD plugin
for Miro are advancing HCI,
emphasizing the intersection of
creativity, Al, and ethics in
design.
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