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Context

This paper discusses a research project called “Design and contemporaneous digital
technologies in learning” which was sponsored by the Brazilian Funding Agency for
Research (CNPq). This project comes from the knowledge generated by the research
started during the postdoctoral research of the professor Cristina Portugal. It is also an
unfolding of the research regarding the involvement of a new language, new projectual elements and new relationships between teachers and students by means of
different possibilities brought by contemporaneous digital technologies.
Today, a large amount and diversity of platforms/sites is available, storing and
sharing scientific publications. However, there is still a lack of researches setting
guidelines for creating a network of connections between authors and fields, enabling
dialogical processes between specialists from several knowledge areas, aware that the
characteristics brought by contemporaneous digital technologies create a new way of
conceiving and producing design. This study aims to create solutions to reduce this
problem and to provide interdisciplinary theoretical knowledge that support
discussions about the inter-relationship between the study methodology, scientific
methodology and projectual methodology of design considering “interdisciplinarity,
as an inherent and essential condition for the practice of design” (Bomfim, 1997).
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Method

Firstly, it was made an analysis on similar websites. The research about similar sites
and technology was split into three categories: platforms or sites storing and sharing
scientific publications; platforms or sites optimizing the data visualization;
applications with functionalities similar to the ones of this research. For each one of

them, several examples where collected. However, for this paper a few ones, more
accordingly with the research project proposal, were selected.
Then, the efforts switched to the first prototype. For delimitating the research project,
in order to begin the creation of the platform’s prototype, three fields were selected:
Design, Interdisciplinarity and Society. Initially, each one of them was subdivided
into three areas as follows: the field of Design into Theory of Design, Digital Design,
and Graphic Design; the field of Interdisciplinarity into Technology, Education and
Philosophy and the field of Society into Culture, Sustainability and
Inclusion/Citizenship. One of the criteria established for creating a first prototype was
that an author in the field of design must be associated with an interdisciplinary field
and with an application to society. And, as an example for each one of the areas, an
author nationally and internationally recognized by its competence was selected.
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Results

The outcome expected is to provide an environment in the form of a digital platform
for researchers, academics, professionals and students. It will allow the creation of a
network connection between authors and areas of the pilot University and it will enable dialogic processes between experts from various fields of knowledge.
Among the results expected for this research are the intentions of fulfilling/reaching
the following research objectives: Investigating the several relationships of design
regarding contemporaneous digital technologies and the interaction of its praxis with
Education and with the society where it is inserted. By achieving this objective, it is
expected to promote the exercise of reflection, debate and criticism, propitiating to the
users a broad view of the inter-relationship between the teaching, scientific and conceptual methodologies of design. Preparing one interactive hypermedia system available online, gathering the main reflections developed during the research, providing
their results for the academy as well as for society. Allowing the free access of
teachers and students to the interactive hypermedia platform to contribute to
researches, disciplines, courses and classes, among other activities.
The outcome expected is to provide an environment in the form of a digital platform
for researchers, academics, professionals and students. The platform will allow the
creation of a network connection between authors and areas of the pilot University
and it will enable dialogic processes between experts from various fields of
knowledge.
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Conclusions

This study searches solutions by means of an environment that is easy to use and
intuitive, since it considers that there are no platforms aimed at the field of design that
can support the complexity involving the area as well as the several interdisciplinary
connections contemplating social changes inherent to the contemporary world. For
Portugal (2013), generally, there is also no adequate integration of the fields which
are essential for this work. As an example, hypertext technologies, multimedia, social
networks and tools for cooperative work demand a new design and a new way of
relationship that privileges the acquisition of competencies and abilities for searching
and selecting information and for building the knowledge on the available digital
environments that are being used by teachers and students.
The idea of providing a platform emerged, therefore, from the need of creating an
academic interactive space to visualize and make tangible interdisciplinary studies
directed at deepening reflections, discussions and practices of conceptual and projectual activities of design. As mentioned before, it aims at the concepts and characteristics of interactivity, connectivity, navigability, technological development and
innovation in the field of design as well as in related fields.
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