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00  A B S T R A C T 00  A B S T R A C T E

The user perception affect the sensory reception of a design, a journalism or a 
communication project.
The objective is evinced how the communication and the information, transmitted by 
the media, influence the design.
I understand the design as any type of configuration with the aim to get better 
something; we can show how the communication, the design and the journalism are 
directly related. Thus, in this research will be manifested that a project could be accepted 
or not depending on the communication way it is shown.

In this research will also be displayed the different concepts that are directly related with 
the project’s scope like “vision”, “form” or “wabi-sabi”; and some comparisons, made 
previously by researchers, will be remarked such as John Berguer or Penny Sparke.
All these concepts made me think about users’ necessities and also made me look at 
them from the popular point of view, not like a designer.
I could see that the design is perceived as a project done by people who are inside 
an artistic movement. I also think that designers’ figure has forgotten that the design 
causes a social impact inside the culture and that we are losing the processes to carry 
out it.

Les percepcions de l’usuari afecten la recepció final d’un producte de disseny, 
periodisme o comunicació. L’objectiu és plasmar com la comunicació i la informació 
transmeses a partir dels mitjans de comunicació afecten en un disseny (entenent el 
disseny com qualsevol mena de configuració que busca la millora en qualsevol camp). 
D’aquesta manera, podem plasmar com la comunicació, el disseny i el periodisme 
estan directament relacionats. Per tant, es mostrarà que un projecte pot ser acceptat o 
refusat, batejat com a “bo” o “dolent” a partir de la forma en què és comunicat.

També es presentaran diferents conceptes relacionats directament amb l’àmbit 
projectual com ara: vision, form o wabi-*sabi; i es remarcaran comparacions fetes 
prèviament per investigadors de l’àmbit com són John Berguer o Penny Sparke. Tots 
aquests conceptes relacionats directament amb la repercussió del disseny actual i la 
seva relació amb els àmbits de l’economia, sociologia, cultura, antropologia i innovació 
tecnològica van fer que pensés en la dependència de les necessitats dels usuaris en 
un àmbit global, i observar que des del punt de vista popular, veiem com el disseny és 
percebut com a projectes duts a terme per unes persones dins d’un determinat estil o 
corrent, però oblidem com aquest disseny causa un impacte social dins de la cultura i 
que estem perdent de vista el procés per a dur-lo a terme.
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A T T E N T I O N 

As the reader will be able to observe, this project is based on the transmission 
of information through different means. Understanding information as any type 
of communication, exchange or acquisition of knowledge, data or elements on a 
given subject.

Therefore, it is necessary to understand that all images, texts and illustrations are 
part of the project itself, since they determine and communicate its message.

All images are referenced in the information resources section (page 156).
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I N T R O D U C T I O N   
A N D   J U S T I F I C A T I O N02  

WHAT IS THIS PROJECT

This project is based in two basic columns. On the one hand we have a wide section on research, 
where the background of communication, design and art has been studied in order to transmit 
messages, either through texts, images or sounds. The study of the target users is also an important 
point covered in this section.

On the other hand, we obtain a result from the creation of a digital platform where users can apply 
this study in a tangible field: communication through streaming platforms.
This platform offers to its users the possibility of obtaining the digital tools that are necessary to 
be able to communicate with their audience through streaming, giving total freedom to share any 
kind of information.
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C O M M U N I CA T I O N          D E S I G N         J O U R N A L I S M

Are the communication needs of today’s human being the 
same as those of the past? Do we cover the current ones 
with obsolete means? Could we have a more suitable design 
for our current habits? How do we act today to receive 
information? Do we have bad communication habits? What 
can we do to share information?

Introduction

User perceptions affect the final receipt of a product or information. Through this 
work, I want to capture how communication and information transmitted from 
the media affect a design (we understand design as any type of configuration that 
seeks improvement in any field).
In this way, we can show how communication, design and journalism are directly 
related.

My goal is to show that a project can be accepted or rejected, baptized as “good” 
or “bad” based on the way in which it is communicated.

In this project I want to cover the different knowledge that I have achieved in 
the master’s degree in “Journalism and digital communication” and in my 
undergraduate studies.

18 19



Justification

In this project I want to supply the different knowledge that I have acquired in 
the master’s degree and in my degree studies. My academic origin comes from 
industrial design, therefore, I find it very interesting to be able to unite the two 
fields of knowledge to be able to extract an academic project.

I think that the work fits within the framework of the master’s degree because it 
is directly related to many of the subjects studied in it. I also consider essential 
and an essential part of my training, to connect the world of industrial and 
project design with communication and journalism, since they are my academic 
foundations.

Consequently, I consider that it is a relevant topic of study because it gives us a 
communicative vision from the industrial aspect, added to journalistic information.

The final result is a thesis where the forms of communication, art and design 
are considered, but also a digital platform that provides the necessary digital 
resources and tools to content creators to be able to develop their main objective.
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03  O B J E C T I V E S

How do we transmit and how do we 
look at the information around us?

From this question I want to develop an investigation about the different ways 
in which we transmit meaningful information through sensations. I want to 
supply the different knowledge that I have acquired in the master’s degree and 
in undergraduate studies, showing that a connection between the aspects of 
design, journalism and communication is essential to carry out a project in these 
three main areas, although many Sometimes they live together individually and 
rarely connect when they share a common space.

I also want to answer the following questions:
- Does the information around us influence us through sensations?
- Can we determine our pure needs without social interventions?
- Does design intervene within society?
- Should truthful journalism use design to reach a greater number of users?
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04  R E S E A R C H   Q U E S T I O N S 

- Are the communicative needs of today’s human being the same as 
those of the past?

- How do we currently communicate information (or How do we act 
today to receive information) and what are the means used?

- Does the information around us influence us through sensations?
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05  H Y P O T H E S I S   F O R M U L A T I O N

Hypothesis
Design, communication and journalism aims to show that 
the forms and sensations interact with the information 
and the receiver, in a way that allows us to reach the 
specific user understanding how they communicate, how 
they receive and what media they consume.

Currently, creators are starting to transfer their projects to streaming platforms, where 
they receive “real life” feedback from followers and viewers.
The idea is, at first, to understand and analyze this new way of creating through native 
digital communities.
Also, to research and investigate the differences and connections between streaming 
platforms to enjoy content and/or to create it.
To later, innovate in this emerging sector, developing a platform/web/other that allows 
the use of external creative products in them and that provides tools that have not yet 
been considered in the sector.

Certain products that surround us and that
they transmit us sensations and information

The user communicates, receives 
and consumes information media

The space in which 
we communicate

26 27



“Within the framework of industrial capitalism, which created 
it and continues to dominate it in contemporary society, 
design is characterized by a double alliance with mass 
production and mass consumption, and both phenomena 
have determined almost all of its manifestations.”
- Penny Sparke -

As can be expected, communication based on design has 
been a topic mentioned by many authors from the branches 
of journalism, art, design and, obviously, communication; 
it is completely logical, since it is fascinating to be able 
to communicate information through inputs that are not 
just words.

In 2000 John Berger showed the similarities of 
contemporary advertising with oil paintings, through his 
book “Ways of seeing”. In it he mentioned:

“Sight comes before words. The child looks and sees 
before speaking. But this is true in another sense as well. 
Sight is what establishes our place in the world around 
us: we explain this world in words, but words can never 
override the fact that we are surrounded by it. ”
In this way, the author reflected his concern towards a 
visual world where information is transmitted with words. 

06  T H E O R E T I C A L   F R A M E W O R K  

Background

In the same book, he also conveys:

Oil paintings often depict things. Things that can be 
bought in reality. Having a thing painted on canvas is not 
very different from buying it and putting it in your home. 
If you buy a painting, you also buy the aspect of the things 
represented in it ”. 
In this way, he made it clear that the pictorial narrative, 
let’s call it an oil painting, was not a simple work of art 
bought and hung on the wall, but rather presented the 
concerns of those who had acquired it, since what was 
represented in it was what the user wanted to broadcast.

Another important feature of the design-communication 
relationship is culture, in this “contact” of terms we find a 
common semantic origin, as mentioned by Penny Sparke 
in her republished book “An Introduction to Design and 
Culture”:

28 29



“Curiously, the root of the word“ culture ”also has, like“ 
design ”, the verbal derivation, linked in its case to the 
idea of   cultivating. In recent times, this term has become 
a noun that indicates the result of this activity. Putting the 
two words together, design and culture, their complexities 
immediately combine and influence each other with very 
interesting results. ”
Given these data, we can understand that the connection 
between both terms comes from the entire cultural range 
that a society possesses. She also alleges the following:

“In 1914 it was already clear the existence of a sophisticated 
knowledge of the ways in which material culture and its 
design could be manipulated and used by certain groups, 
institutions and countries in order to create identities and 
communicate with a large number of people. Lobbyists of 
various sizes, bent on proving their status and authority, 
began to use design objects and images as a means of 
expressing themselves and to try to persuade others 
of what they believed to be, or wanted their economic 
preeminence to be, political, technological or cultural ”.
In this way, Penny Sparke introduces a theme known to 
all; how companies and different powers influence society 
through communication, design, journalism and the 
culture they present, and how they show or make known 
real values   or not, so that this mass that observes them 
accepts their input.

On the other hand, we find the concept wabi-sabi, this 
term that so many theorists have spoken about, but which 
still continues to represent an abstract sensation.
I quote Leonard Kolen from his book “Wabi-sabi for 
Artists, Designers, Poets and Philosophers”:

“The simplicity of wabi-sabi is probably better defined 
as the state of grace reached by a sober, modest and 
sincerely sensitive intelligence.
The main strategy of this intelligence is the economy of 
means. Go reducing to the essence, but without taking 
away the poetry ”.

This “essence” of which the author speaks is the sensation 
that a “wabi-sabi work” transmits, it is the fact of stripping 
any unnecessary information of what is primarily essential 
and indispensable that has to be transmitted.

“Observing the two fronts of 
communication, I detect that in 
some cases information is masked 
to transmit what a power or 
individual wants, and that on the 
other hand there are concepts that 
reduce unnecessary information 
to the maximum until reaching 
the essence of what they want. to 
transmit.”

Background
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07  M E T H O D O L O G Y

I would apply the deductive method with a first phase of 
research and development of the idea through a
theoretical section, followed by a creation of a new 
content concept and finishing ther project with a possible
practical application in the final project.
In order to successfully conclude the project, different 
phases of action must be carried out. In the first
phase, there will be an exhaustive study of platforms and 
elements necessary for streams, as well as
information architecture and analysis of the communicative 
framework, language, and new narratives.
In the second phase, theoretical concepts will be applied 
to shape a complex digital element, which connects
different previously determined requirements.
In the last phase, the prototype will be launched to 
determine the traceability of the project. 

My research is based on the deductive method, since to 
carry it out I consider a reasoning based on generalizations 
that were present, not only currently, but from the past 
of some authors and I draw the pertinent conclusions. 
The observation of the environment is also essential, I 
consider it very necessary to transmit firm hypotheses 
about what I can observe in a general way and, from this 
point, investigate and make coherent conclusions.
It is necessary to bear in mind that the work “Design, 
communication and journalism” is an investigation with 
a purely qualitative method, since, as I have stated in the 
objectives, I consider it essential to be able to transmit 
from words and images, and at work there is no reference 
to quantitative methodology.

Likewise, the project itself is an implementation of 
the substantial objective of the work, to make known 
the information it transmits from the sensations and 
images it presents; transmit what the author intends 
through communication. I have considered essential 
that the graphic layout of “Communication, design 
and journalism” transmit the same knowledge acquired 
during the investigation.
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08 I N N O V A T I O N 
R E S E A R C H   Q U E S T I O N S

This section presents different questions related to the field of innovation and 
knowledge. They are part of two subjects of the area Innovation and Technology.
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11. Think of an example that illustrates the goodness of 
digital technology.

The goodness of technology is visible in the 
globalization of information and knowledge.
Currently, in the so-called Information Age, we have 
the resources and tools we need to be able to create 
an opinion and train ourselves in all areas.
It is a brutal technological evolution that allows us to 
supply ourselves with any type of knowledge and, at 
the same time, garthers  people from the same circle 
and with the same interests.

It has increased the equity of information transfer in a 
global format.
Therefore, a large part of the world population has the 
opportunity to be informed.

12. Find a case, a fact or whatever supports the thesis 
of exponential knowledge development.

I think that an example of exponential knowledge 
development could be Wikipedia.
Because it encourages the sharing of information and 
knowledge among users, who determine the validity of 
the information through references and corrections, or 
add more information to the” knowledge post”.

We can also apply the concept of exponential 
knowledge development in streams, since they allow a 
globalization of communication that is not determined 
by large television networks. 
While it is true that users (streamers) would have 
sponsors, the individual has the free decision to decide 
what to say (they are freelancers), and the public judges 
and praises him according to these decisions. 
There is a much stronger social pressure because the 
communication is direct.

13. Find a singular example of an xBot in the field of 
services.

Currently, if we want to unsubscribe from a mobile 
service, it is very likely that we will be attended by a 
robot that asks us the action we want to perform and 
answers our questions.
So we interact with it and we answer questions it asks 
us in order to carry out a specific action.

During a streaming performance there are some 
different bots that act as moderators. 
We can determine that this Bot is centered within 
parameters that the person determines at the 
beginning, and serves to control and help during the 
live.

14. Find a singular example of human augmentation 
that has a connection with design.

1. Challenge | The fourth revolution Some medical operations are carried out from another 
continent than the one where the patient is. 
We can do it with technology that allows us to see and 
manipulate the necessary tools from distance.

I believe that not only can we carry out remote 
operations, currently one year after the start of the 
pandemic, we can observe how our working life is 
evolving towards the digital world rapidly, focusing 
on teleworking and technologies that allows us to be 
more “nomadic” in a working context.

We can say that streaming is a human augmentation so 
the person is developing their communication skills by 
using technology (increasing the chances of achieving 
their objective).

15. Cite an example of collective intelligence applied 
to innovation methodology.

https://gem.co/
An example would be the Blockchain applied in the 
economic sector.
The startup Gem uses collective intelligence to drive 
the disease outbreak and improve the response to 
them.
With Gem people can give to their users crypto and fiat 
funding options through an easy use widget with three 
different steps:
ONRAMP: Users can buy crypto from your app with fiat 
payment options or by transferring from their exchange 
accounts. All in a beautiful embeddable widget.
CONNECT: Access a comprehensive, uniform stream 
of aggregated user transaction data including account 
history and balances across all exchanges.
API: The most complete API to connect to and transact 
with cryptocurrency exchanges. Covering more than 
2,000 cryptocurrencies across 20+ exchanges.

16. Imagine and propose, from any field, a design 
that combines xBot, augmentation and collective 
intelligence. 

The augmented employee concept can be formed 
by these three fields, where robots  (Xbot) that avoid 
repetitive tasks by substituting their intervention in 
different processes (augmentation), learn from common 
results (collective intelligence).

Streaming platforms offer Bots to speed up the 
moderation of the performances.

22. Bring an amusing case of simple creativity.

Apple is a great example of simple creativity: by 
changing the position of the computer’s pieces they 
solved a space problem, allowing a better design of 
their products.

In streaming platforms, it is a bit complex to find the 
performances that the user is looking for if they are not 
fully used to the platform itself. 

Perhaps we could determine the objective of the 
project as the new organization and architecture of the 
information within it, as Apple did in the example that 
I raise.

23. Find a pure example of creative inspiration.

Alvar Aalto and his projects created from nature are a 
great example of creative inspiration. An example is 
the glass vase designed from the wooden log of a tree.

The use of the “Nature concept” within the field of 
furniture is common and recurrent. Like Alvar Aalto, 
many architects and designers have applied the value 
of Biomimetics. Can we try to apply the concept of 
Biomimetics within the new technologies? Are we able 
to use this concept in a world as abstract and ethereal 
as data is?

26.Give an example of divergence in a creative process.

An example of divergence in creative processes in the 
development of an industrial Product, can be the lack 
of understanding between a designer (creative part of 
the project) and an engineer (more technical part).

Convergence and divergence:
The divergence and convergence between designer 
and engineer within a project is essential, since 
both profiles seek a common goal through different 
processes and knowledge.

In order to develop my project, it is necessary to apply 
developer knowledge, it can be by engineers and also 
creatives.
In addition, the project is focused on content creators 
and professionals, so it is also essential to try to make 
all the elements converge in the same focus.

31. Find a relevant case that shows the evolution of 
change.

The evolution of writing support is a clear example.
Where the first was made of stone and the last change 
is an electronic screen

This evolution has changed a lot of concepts that we 
are using nowadays, but also  is preserving the idea 
of sharing information by using external human body 
tools.

The evolution of written support is very important in 
my project. The way of interacting through different 
media is a predecessor of the elements that today 
make up the streaming platforms with digital image, 
video, sound, graphic content and also text, among 
many others.

It is very necessary to understand the evolution of 
change since we are trying to add and bring value and 
innovation to one of them.

I have to think about the process before: The art 
representation through pictures and realism had 
characterized the human being, when pictures evolved 
to photographies (realism) another artistic revolution 
began distorting the reality because it was not 
necessary to be able to obtain an image equal to what 
the human eye needed ( it was easy to obtain with a 
camera). So what was needed from a social point of 
view was a change in the representation of reality.

Streaming would be this new point in social 
communication, changing the reality through thed 
human beings are sharing information and knowledge.

33. Find a case in the past that can be explained with 
the same model: Facts, desire and  luck.

The creation of the photo camera in 1816

Facts: people wanted to freeze the moment and they 
used drawings and paintings to remember events and 
people.
Technique and perfection were completely necessary.
Desire: When Nicéphore Niépce managed to take the 
first photograph, this process of capturing the moment 
went from the technique of a person to the use of a 
technology.
Luck: At the time of its creation, the image was not 
saved, it only appeared, later it was learned to fix it on 
photographic paper.
Currently we are no longer talking about a physical 
support, but digital and ethereal.

Apply this example in the previous point (Evolution of 
change)

2. Ideas | Production of ideas 3. Scenarios | Futurisation
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34. Try to develop a new scenario of the future, relevant 
for your project and argue its chance.

The future languages in communication:

The process of change within the digital world is in 
constant evolution. Currently we can find multiple 
languages, digital content and forms of interaction that 
unleash communities of people who do not know each 
other in the physical sphere.

So we are currently communicating by the use of 
different languages that we can call different codes. 

They are within a wide range of symbols, which can 
range from typefaces and letters, to the use of colors 
and sounds. These symbols determine the extinction 
of multiple languages that are integrated within the 
collective intelligence, but that must be learned.

36. Identify three different elements in the future: tactic 
strategic and transcendent in your field of interest.

Tactic: Understand current communication processes 
to solve the problem.
Strategic: Reorganize platforms and digital content to 
improve the way and easiness of obtaining  it (to make 
it accessible to the whole society).
Transcendent: Applying Ai in the creative content 
process areas as a working Bot.

51. Find a design vision from someone outside the 
“formal design world”

Prof. John Heskett: Design is to design the design of 
a design. 
I think this definition is relevant because it allows us 
to observe that design is a constant modification and 
evolution of itself.

Apply this graphic and concept on the project  in some 
way.

53. Find a clear example of a situation where lean 
design could be helpful.

Can we use Lead Design in the project? 
Improving the UX-UI by using it and creating the 
interaction and useful research that non-expert users 
would need.

Lead meaning:
Cause (a person or animal) to go with one by holding 
them by the hand, a halter, a rope, etc. while moving 
forward.
Be a route or means of access to a particular place or 
in a particular direction. The initiative in an action; an 
example for others to follow.

51. Find a design vision from someone outside the 
“formal design world”

Prof. John Heskett: Design is to design the design of 
a design. 
I think this definition is relevant because it allows us 
to observe that design is a constant modification and 
evolution of itself.

Apply this graphic and concept on the project  in some 
way.

53. Find a clear example of a situation where lean 
design could be helpful.

Can we use Lead Design in the project? 
Improving the UX-UI by using it and creating the 
interaction and useful research that non-expert users 
would need.

Lead meaning:
Cause (a person or animal) to go with one by holding 
them by the hand, a halter, a rope, etc. while moving 
forward.
Be a route or means of access to a particular place or in 
a particular direction.
The initiative in an action; an example for others to 
follow.

I believe that Lean Design is applied every day by 
multiple creatives on social networks, as is the case 
with Instagram.
They ask, analyze and improve their designs through 
personalized interaction with their followers, having 
completely clear the values of the end users.

54. Find a pure and simple example of a design case 
where sprint could be “the best” strategy.

I think that content creation is completely focused on 
the sprint process. It is very necessary to understand 
that trends, attitudes, phrases and content are very 
volatile and the sector needs a lot of creation everyday. 
Can we compare the world of streaming with that of 
Fast Fashion?

Sprint Meaning:

Run at full speed over a short distance.
An act or short spell of running at full speed.
(Especially in software development) a set period of 
time during which specific tasks must be completed.

Design Sprint is a good method and the one most used 
in fashion design, given that the fast fashion concept is 
the most used in the market, brands must accept this 
design process.

Currently some emerging brands are trying to 
focus their process on slow fashion, where different 
methodologies would be applied.

1. Challenge | The fourth revolution

65. Find a successful case of a collective decision 
process.

This example is the step before the performances we 
are focusing on, so I think it is interesting to apply it 
to research as a previous story (predecessors) and 
develop it further.

Make a preliminary study of operation.

Currently there are singers who are promoted on 
YouTube singing covers. Later, when they have a large 
enough fan base, they start to promote themselves 
thanks to the collective decision to buy their albums 
and support their small concerts.

66. Find a good example of co-creation connected to 
service design.

In this case, I am also thinking about how streamings 
and digital platforms are actively connected to the 
creative process.

In fact, the internet of things is a blue ocean to be in 
touch with people that users don’t meet, so it’s a very 
large co-creative space where all projects that we can 
imagine (and not) can be done in a collaborative way.

55. Find an example of a product or service where 
Agile could be a very appropriated strategy.

So, this Agile concept (Scrum) is also interesting for 
the Floating Creativity because the streaming sector 
is in constant change, so being improving the same 
project when it is in the market would work (in fact 
it is a mandatory because we are talking about “fast 
communication, performances and creative content”).

Scrum meaning:
An ordered formation of players, used to restart 
play, in which the forwards of a team form up with 
arms interlocked and heads down, and push forward 
against a similar group from the opposing side. The 
ball is thrown into the scrum and the players try to gain 
possession of it by kicking it backward toward their 
own side.
 
A set of practices used in agile project management 
that emphasize daily communication and the flexible 
reassessment of plans that are carried out in short, 
iterative phases of work.

A good example of Agile is the current and growing 
demand of comfort fashion in the industry. Brands 
have decided to abandon formal wear and implement 
comfortable clothing.
The reason is that users do not go to the offices, so it is 
not necessary to wear formal clothes.

6. Collective Dimension

7. Teamwork & Multidisciplinarity

8. Project management

Streaming platforms are not a different medium, 
so another point of view would be how can we help 
streamers to perform in a co-creative way?

The concept of coworking allows people to work 
independently in the same space. What is interesting 
about some of these workspaces is the communication 
that different profiles can have during the working day 
and thus collaborate with each other.

74. Review your TeamEquilibrium profile and discuss if 
your results are appropriated or not and why.

From the first moment I have thought that the Team 
Equilibrium profile fits perfectly in my way of working. I 
believe that I am a very visceral person, that I perform 
and act spontaneously in the moments that I consider 
essential, added to the group leadership and project 
management part. The combination of both makes me 
a very determined person when it comes to a project.

On the other hand, I also want to emphasize that I like 
to focus on the creative and conceptual part of the 
project, so that I do not determine possible setbacks in 
advance, as the graph says.

75. Can you find another “relevant” profile or element 
not considered among the previous ones?

Can we apply this concept in performances? Bots and 
Moderators would be the new “mediator” concept?

I think that an interesting profile that is not contemplated 
in the Team Equilibrium platform is “the mediator”.
A person who not only connects teams and knows how 
to lead them towards a goal, but also allows flexibility 
and new points of view towards the whole team. 
Someone who can connect ideas and mould them.

81. Is your project a challenge to you? Why?

Yes, of course. 
For me it is a very enriching experience to start from 
a project focusing on its innovation and development, 
and not on the communicative and “not so conceptual” 
aspect.

I know this is my weak point and I am trying to improve 
in being able to apply new methodologies, organization 
and prototyping.
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82. What’s going to fail in your project?  Why?

If the project does not sell content in a way that makes 
a different contribution to existing creatives, we may 
not reach our entire target audience.

It’s also important to think that large streaming 
platforms have the monopoly on the applications that 
can be used during performances and we need to 
overtake and advance them to reach the goal. If this 
doesn’t happen, the project would fail.

83. How fuzzy is your project? How can you manage 
that?

My project is currently still a bit in the conceptual phase, 
but it is beginning to take shape through prototyping 
and management techniques.
I think I have to continue following the methodologies 
that we are applying in the subject to be able to move 
on to a more applied phase.

84.  How are you going to live your innovation project?

I want the project to become a real application and / or 
service, which will be carried out as a company.
After developing and prototyping it, I want to 
implement The Floating project in real life and focus 
my job on it, with the aim of bringing digital creativity 
to more people.

85. Critical path in your innovation project?

I believe that in every project there are multiple 
points that can be considered as  critical. In the case 
of my project, I would determine that we are talking 
about the technical development of it (coding) and 
the implementation in the market, going through the 
economic costs that it may be expected.

Interesting case 

I think it is interesting to be able to talk about the case 
of Domestika, a digital platform where small deferred 
courses are taught. Users can start training in different 
subjects and find out if they are interested in them, to 
after that go deeper.

Domestika has grown exponentially because 
professionals in the sector present their way of working 
to the community, so that users show their interest in 
the excellence of work.

91. Can you anticipate something in relation to your 
project? How?

I can anticipate that this project would need  to be 
constantly redirected, since we are talking about a full 
expansion sector and changes are constant. So we 
will need a team of innovation and “new oceans” that 
allows us to adapt to this constant growth.

92. Reflect on the WKID of your project¡
Have you discovered something?

Analyzing the data and the interactions between 
them, I have deduced three essential branches in the 
prototyping of the project.
First of all we need a team dedicated to the People 
section, where emerging needs are raised and we 
apply innovation, followed by a visual, communication 
and user experience team. Finally, we also need a more 
technical section for coding, digital development, data 
management and security.

93. Which should be the role of Machine Learning in 
your project?

Machine Learning would be an essential part of the 
project. Because I am about developing a creative part 
made of Artificial Intelligence, so Machine Learning 
would suggest digital content by using some parameters 
that users will share with our platform.  Gardening data 
and analysing it would be a very important point for 
the project.

94. Reflect about the ownership of the data generated 
through your project.

Well, I am thinking about three different ways of 
working in my project:

Creative content that a professional would sell to a 
streamer in a personalized way (in that case data would 
be of both users, we would be dealers).
Some professionals would create content to be sold 
in our platform in exchange of a fee (in this case data 
would be ours).
The platform itself will provide the information through 
Artificial Intelligence from the user’s data. In this case, 
data will be from both parts, since users will have to 
share theirs with us and in exchange for an economic 
amount, so they will receive the digital product they 
want.

95. Dangers associated to privacy in relation with your 
project.

I think we are entering a complex field, since we are 
talking about a platform that can be used throughout 
the world.

As  we are talking about many countries and the legal 

9. Physics of data

10. Research and innovation

11. User

relations with privacy would be different in each of 
them, I want to determine some general privacy bases 
that can be applied in a generalized way.
 So, I would need legal advice to talk about it, but I 
can determine that it would be some privacity data that 
professionals would  need to know in order to develop 
content, while economic data will need to be fully 
encrypted.

101. Are you going to contribute some kind of 
knowledge to the world? Which one?

Absolutely! In fact, I think we are talking about the new 
way of communicating. Streaming in real time would 
be the new television, so I think that with this project 
we can add and contribute with the development of 
information and knowledge sharing.

102. Do you have an interesting research question?
Do you have a reasonable hypothesis?

We could define the question and the hypothesis as:

Q: Which could be the impact of the streaming 
platforms for the evolution of the communication 
system? 

H: Streaming platforms will keep growing to reach the 
status of “seattle media”, supported by the global 
visions of information, with individuality as a catalyzer.

103. Do you have any specific prediction to validate?

In the near future there will be an increase in the demand 
of digital creative content, largely from streaming.
We, creatives, will be able to meet these needs from a 
structural change in our way of providing design.

104. Are you going to experiment? How?

Yes, I am getting in touch with some streamers to be 
able to apply some types of tools that will help us to 
better understand how streams work.
I also want to experiment with creations from different 
fields and apply the knowledge to an initial prototype 
that has to evolve along with the sector.

I also want to experiment with data and experiences.

111. How are you putting your user in the centre?

My target group is in the center by putting the creative 
needs of the user as the main objective of the project.

The goal of The Floating Creativity is to fulfil all creative 
necessities that a Digital Content Creator would have. 
So, we are creating and developing the whole project 

with one eye on the technology and the other towards 
the user.
For this reason all development, from the platform 
interface to the resulting service, is based on our end 
users.

112. How will you maximise empathy with your user?

In order to empathize with the end user we have to take 
into account that there are many styles of streaming on 
these platforms.
If we focus on the Twitch platform, we can see that 
there are some specific themes that stand out the most.
At the time of interface development, it is very 
necessary to know and understand the user of each of 
the topics.

I think it is essential that the user feels understood and 
sees that they can fulfil their needs using our platform.
They may often feel judged by people who are not 
part of their outreach group (or streaming world). So 
our mission is to try to appease this feeling and create 
comfort in the market

113.How will you measure and assess the user 
experience?

I think there will be two ways to assess and measure 
UX/UI from Floating Creativity platform:
· Understand and be completely watch out for the most 
selected sections and contents that are downloaded in 
more quantity from the platform (this data is essential;  
If number of downloads decrease, it would be an 
indicator that  the market evolves towards new needs 
and we would need to follow the steps on content and 
service issues).
· To inquire “continuously” (in a friendly way) with 
the user about improvements and feelings they are 
experimenting with the platform. We can do it with 
engagement forms, with which our users would be 
happy (possibly with some reward??) and of course 
using a very good interface form experience.

114. Which is the community of innovation for your 
project?

The community of innovation for The Floating Creativity 
is based on Streamers and Content Creators. 
Curiously, in our community we can find from 
professionals in the sector (people who are dedicated 
to creating content and focus their entire working hours 
on digital platforms) to specific streamers or amateurs 
who use these platforms as a hobby.

It is important to understand that within each of these 
platforms very diverse communities are created that 
are determined by the streamer. Each channel has 
its own community and viewers navigate through the 
different performances depending on the hours of the 
live shows and their preferences.

115. Are there any innovation networks that may be 
relevant to your project?
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I would like to mention the Network that Arduino has, 
called Arduino Hub. I find it relevant because it is a 
space where users share their creatives and contribute 
knowledge, sharing processes and techniques.
I think the concept is related to my project, although I 
consider that The Floating Creativity seeks to achieve 
something more of  interactivity and technology 
development.

116. What will really change for your user?

· “Intern” Streamers: Although it is motivating to prepare 
all the content to start streaming, it is exhausting trying 
to get / develop all the content the streamer would 
like. (Taking into account that an initial investment is 
also needed in the physical tools or hardware and the 
configuration of the softwear).
So these initial users, who have not yet experimented 
with the platforms, cannot perceive a change since if 
they start to use our platform their user experience will 
be based directly on our services.

· “Amateur” Streamers: Users who use streaming 
platforms as a hobby are the group that will invest in our 
services if they consider that it can contribute to improve 
their experience during their entertainment hours. So 
the change that they can experience is an aesthetic 
improvement and comfort in the performances.

· ”Professional” streamer:  People who are 
professionally dedicated to performing and creating 
content can find a big change when using the service 
of our new platform, since they would go from creating 
digital creative content (which can take large time 
from work) to obtaining the necessary tools instantly 
and take advantage of the time in making streams or 
videos without worrying about the small elements that 
are needed to make them.

12.1. Business model (view)

ESSENTIAL CAPACITIES
The Floating Creativity has been created by Paula and 
a computer engineer in 2021.
It started as a Master’s Thesis and evolved to a Digital 
Company that is composed by 5 people.
The Team is focused on Digital Technology and Social 
Trends and manages a knowledge base that includes 
UX-UI design, AI, participatory engineering, VR, art 
and business.

TARGET “CUSTOMERS”
Streamers: People who are professionally dedicated to 
performing and creating content. They need specific 
creative tools to develop their project.
Content creators: Professionals of design and art sector 
who can provide digital content to streamers.

1212. It’s my offer in the middle?

Yes, the offer is in the middle between the essential 
capacities of the company and the target “customers”, 
so it connects necessities of the users with our 
professional creative tools and processes!
The Floating Creativity solves some concepts and 
speeds up the preparation time of a streaming with our 
tools.

1213. Reflect on your business model:
My alliances, My resources and processes.

ALLIANCES
Streaming platforms
Paypal agreement
Creative communities
Digital creative organizations such as Behance.
Digital communication agencies

RESOURCES AND PROCESSES
The project is based on other platforms that offer 
streaming services. So our resources provide the tools 
streamers would need to do lives since we offer some 
contents to apply there.
Users must fill in a series of parameters that will allow 
them to define where their digital product is evolving.

1214. It’s my offer fulfilled?

Well, I think that the  project needs to evolve a lot to 
say that the offer is fulfilled.
The streaming world is “being born” and we have to 
experiment and understand every new development 
that is appearing or vanishing. 

We just need to learn and flow as the market changes, 
leaving behind old concepts and innovating in the 
essence of streaming.

12.1. Business model (view)
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09  U S E R S 

Who are we targeting
our project?

D E T E R M I N E D
U S E R

We can meditate and talk about how to 
communicate information or transmit 
feelings, but of course, the essential point 
that we must have as a starting point is the 
receiver.

This person will be the one who uses our 
input, how will he receive it? Will you want to 
know the information? Can we convey what 
is expected?

This user is our objective and we must study 
it, understand it and take care of it with the 
intention that it wants to receive what we 
offer: information and sensations.
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10 A R T ,   D E S I G N   A N D   
C O M M U N I C A T I O N   B A C K G R O U N D
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The relationship that I found between the impact 
of current design and its relationship with the fields 
of economics, sociology, culture, anthropology and 
technological innovation led me to think about the 
dependence on the needs of users in a global envi-
ronment.
From the popular point of view, we observe how 
design is perceived as projects carried out by some 
people within a certain style or current, but we for-
get how this design causes a social impact within the 
culture and that we are losing sight of the process to 
carry out.

In recent decades design has become a global phe-
nomenon, currently it ranges from the ranges of fur-
niture that we find in the market to interactive spaces 
where to socialize, through video game interfaces, 
web pages and corporate images of all areas, as in 
the communication and mass journalism design. We 
no longer speak of design as an added value, but as 
one more part of each project. The current designer 
sells a business vision, how to organize and execute 
the design process.

In the 1990s, design projects began to be recogni-
zed in the growth of the global economy in terms of 
cultural goods and creative industries and this hel-
ped to relate materials and visuals with production 
and consumption.
Three major factors (technological change, econo-
mic globalization and the growing importance of 
branding) have made the figure of the designer inte-
ract with a wide range of job profiles such as adver-
tising agents, engineers, creatives, anthropologists, 
journalists ... To be able to cover all the needs of the 
consumer.

In this way, each design is based on a convoluted 
fabric of sensations, actions, structures, needs, ma-
terials, shapes, textures, images, spaces, culture, his-
tory; and among so many disciplines a circumstantial 
design of each situation is conceived.
In general areas, design is considered within the 
culture of each group of individuals, understanding 
culture as the social legacy that we inherit from our 
ancestors and that is part of the structured group to 
which we belong.
These ideas, images, sensations, perceptions or re-
flections that begin in our mind, can continue in the 
physical world from the design; We evolve the con-
cept towards the tangible through the creation of 
projects that represent our culture; and these crea-
te, in turn, a material culture. This is understood as 
a goal to appreciate and explain in a detailed, and 
often seductive way, the meaning of objects in peo-
ple’s daily lives.

“The current design has become an ad-
ded value in most of the projects; it is a 
discipline that ranges from the furniture 
of a home, to the interfaces of a video 
game or the corporate image of a 
company ”.

design in society

52 53



The project “Design, communication 
and journalism”, starts from the 
idea of   developing a theoretical 
basis on the fact of communicating 
information in a contemplative way 
with visual material, transmitting 
sensations and forms. The concept 
arose by asking how and where we 
communicate, how we transmit our 
content to users and how we interact 
with them.
From these questions and observing 
cases in the history of communication 
and the evolution of industrial 

design, we can observe an evolution 
of information.
The objects that accompany the 
human being in the course of their 
lives are coupled to him in an 
intuitive way through the design 
implemented according to the 
needs that the user presents; in this 
way each recipient of information 
(within the parameters established in 
society) can receive this informative 
design in their day-to-day life.
These communicative complements 
that identify human beings also 

transmit information about them, 
since with culturally learned 
sensations we can understand what 
kind of people they are, as John 
Berguer said by comparing works of 
art with a cultural level in his book 
“Modes of watch”.
The essential thing is that this 
communicative product carries out 
the task for which it was created, but 
that at the same time, it transmits 
sensations and well-being to the 
receiver.

11  C O M M U N I C A T E   W I T H   I M A G E S 

Transmit and feel
Referred to in the field of design, it is any product that 
meets spatial or project needs that, as human beings, 
helps us in our daily life in relation to the environment 
that surrounds it.
Body positions will be essential to be able to develop 
these products.

I M A G E S V I S U A L   C O M M U N I C A  T I O NG R A P H I C   D E S I G N
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Currently if we mention the word 
“need” our mind finds multiple 
possible applications for this 
term (from the natural obliga-
tion to eat food to the perma-
nent presence of an electronic 
element called a smartphone 
that, in my opinion, has become 
the most used prosthesis in our 
times), but the true need is “that 
which it is impossible to escape, 
miss or resist,” 8 although hu-
man beings have given more 
meanings to this term.

One of the needs that we find 
in our day is housing, one of the 
points where the human being 
determines his individual posi-
tion; This is determined by limi-
tations in the form of a wall that 
separate the private from the 
public; as peter zumthor said
“In architecture there is still so-
mething very special that fasci-
nates me: the tension between 
interior and exterior. I find it in-
credible that with architecture 
we tear off a piece of the globe 
and build a small box with it. Su-
ddenly, we find ourselves with 
an inside and an outside.

To be in, to be out. Fantastic. 
That means –something also 
fantastic-: thresholds, transits, 
that little hiding place, imper-
ceptible spaces of transition be-
tween interior and exterior, an 
ineffable sensation of the place, 
an unspeakable feeling that en-
courages concentration by fe-
eling ourselves suddenly enve-
loped, gathered and supported 
by space. Either we are one or 
more people. And then a game 
takes place there between the 
individual and the public, be-
tween the spheres of the priva-
te and the public. Architecture 
works with all of this. “ 10
I believe that this reflection can 
be applied to any concept in 

the field of design and the arts; 
From the point of view of a pro-
duct, the use to which it is inten-
ded (body position, communi-
cation ...) is as important as the 
set of people to whom it will be 
addressed: will it be individual 
or collective? Public or private? 
That a single object manages to 
create bonds with other indivi-
duals and that makes them sha-
re emotions and experiences is 
also fascinating.

Within the scope of the object 
I want to focus on the products 
that we use within the domes-
tic environment; I believe that 
currently “the object” has cea-
sed to be understood by itself 
and has become a simple expe-
rience of vision; as Scott Lash 
said “Objects in today’s society 
have become symbols, they are 
no longer signs and, therefore, 
their significance is increasingly 
aesthetic, not cognitive… the 
concrete object consequently 
has to be judged as an aesthetic 
expression , as part of an event, 
by a singular subject and not a 
universal fact. The subject who 
experiences knows things in 
terms of the structural ontology 
proper to things. The subject 
is among things. Subjects no 
longer know things; they know 
what they are experiencing. “ 
eleven

With this quote I want to deter-
mine that the result of this pro-
ject will be a reflection resulting 
from what we understand as the 
needs of its users, created to be 
understood and used in a uni-
versal way, not only based on 
the knowledge of how it works 
or how it should be used.

“That a single 
object manages to 
create bonds with 
individuals and that 
invites them to 
share emotions and 
experiences is also 
fascinating”
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WABI

SABI
“Wabi-sabi is a beauty of things imperfect, impermanent and 
incomplete. It is a beauty of things modest and humble. It is a 
beauty of things unconventional. The extinction of a beauty”8

-Leonard Koren-

12  W A B I   -   S A B I  

“The beauty of imperfection”

J A P A N E S E 
T E R M

-Andrew Juniper-

If an object can provoke 
in us a feeling of serene 
melancholy and spiritual 
longing, then such an 
object can be considered 
wabi-sabi. 

Wabi-sabi is a Japanese term that describes a type 
of aesthetic perspective structured in “the beauty of 
imperfection.” This point of view is frequently present 
in Japanese society in the form of elements of “natu-
ral or rustic vision” that we can observe in everyday 
objects or in some architectural elements. This vision 
comes from the Zen culture and is extracted from the 
Buddhist affirmation of the Three Characteristics of 
Existence; impermanence or Anitya, non-self or Anat-
man and unsatisfactory or Duhkha.

In general terms, we can define the wabi-sabi con-
cept within a wide range that starts from being a 
way of life to representing a certain type of beauty. 
Currently this word connotes freshness, quietness or 
modesty, represented in prominent objects both in 
nature and in human creations; in some cases they are 
also products of understated elegance. It can also be 
described as a singularity or irregularity that arises in 
the course of creating a product and gives elegance 
and uniqueness to the object.
Therefore, the wabi-sabi associates detail with mini-
malism, and the warmth of objects of natural origin.

Some characteristics of the wabi-sabi aesthetic are 
asymmetry, roughness, simplicity or naivety, modesty 
and intimacy, and it also suggests a natural process.
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At present, the meaning of these two terms has 
been derived to one, wanting to represent the 
same thoughts, but still allude to later repre-
sentations; Wabi mentions a way of life, the in-
ternal “I” of each being, circumstances in spa-
ce; while Sabi is an aesthetic ideal, objects, art, 
literature temporary circumstances.
The arts that exemplify this current are: Honk-
yoku (traditional music for shakuhachi of Zen 
monks), Ikebana (flower arrangements), Japa-
nese gardens, Zen and bonsai, Japanese poe-
try (especially haiku), Hagi ware (Japanese pot-
tery) and Ceremony of the Japanese tea.
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13 V I S I O N   A N D   F O R M
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13   V I S I O N   A N D   F O R M

Inspiration:
Vision and Form

C O M M U N I C A T E
T O   T H E   W O R L D

Vision and Form are two abstract concepts 
that show how to communicate ethereal 
visual information.
With them we can share the sensations 
that certain information transmits, whether 
material or non-formal.

Thanks to this information, the sender is able 
to display and transmit without the need for 
words.
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Sensations
The “vision” section presents a 
set of photographs of the abstract 
concept with which it transmits 
ethereal information. These 
images are intended to convey 
the sensations that a project would 
acquire during its realization and 
once it is finished.

V I S I O N 
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Forms

The "form" section presents a set of 
formal concept photographs. These 
images are intended to convey the 
formal sensations that a project would 
acquire during its realization and once 
it is finished, that is, they present 
more literal images of the elements 
subsequently reflected.

F O R M
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P H A S EM A T E R I A L I Z A T I O N
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14 T H E   F L O A T I N G   C R E A T I V I T Y
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15  T H E   F L O A T I N G   C R E A T I V I T Y   C O N C E P T

T H E   P R O J E C T

The Floating Creativity is a project based 
on a digital platform that offers artistic 
and communicative resources for content 
creators.

Its starts from the idea that media is evolving 
and the needs of users are digital, but they 
lack a customization that helps them reach 
their target audience.

Communication, design and art form a 
fundamental part in the field of exchanging, 
acquiring and transmitting information, 
therefore, as can be practically observed in 
this report, these tools are used for sharing.

In the same way, we can say that current 
communication media are much broader, 
streaming platforms are part of the daily life 
of many digital users, for this reason, design 
tools, art and other inputs are applied to call 
the end user attention.

Currently we do not find a platform that allows 
content creators to acquire complementary 
tools to stream in a personalized way. This 
means that streamers have to generate this 
type of content. A digital platform is missing 
that allows the intermediate user to generate 
this type of content.

It is possible to create a digital platform that 
allows the generation of content through 
artificial intelligence, with a pleasant user 
experience and that provides comfort to the 
content creator.
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The content creation system is determined by a series of different pre-
determined questions according to the user's profile.

During the registration, the creator selects different parameters that allow it 
to be placed in a specific creation sector (gaming, just chatting, illustration, 
communication ...), this information wold be crutial because all the data, colors 
and elements that would be shown during the user experience will be based 
on their creator category.
 
To determine the needs, an algorithm is being developed that, with the help 
of artificial intelligence, learns with each user response.

For this reason, each time that the content creator uses the platform, and 
depending on their new answers, the algorithm will develop new and 
innovative tools that will feet with the user's necessities.

The Flating Creativity is a digital platform where content creators can obtain 
all necessary digital tools to be able to stream in a more comfortable and agile 
way.

It is a complementary element to streaming platforms, where users can 
create complementary content for their live shows, from a simple branding, a 
background composition, a gif or a professional layout.

H O W   I T   W O R K S ?

W H A T ' S   T H E   F L O A T I N G   C R E A T I V I T Y   
P L A T F O R M 
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16  C O L L E C T I V E   C R E A T I V I T Y   T E C H N I Q U E S

Mindmap SWOT

Structured Brainstorming

Parallel to the research process that has been 
presented above, we can find an evolution 
based on innovation techniques. These 
focus the project towards another truth 
of creativity, trying to provide a practical 
purpose to all the previously mentioned 
knowledge.
In this way, a set of Collective Creativity 
Techniques is presented to create a digital 
platform for creatives.
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CoolhuntingLights and Shadows

Association - Ideas - WordsReverse Brainstorming
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Design RouteUser Journey map

Rational FuturizationPersona
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Branding IIHistory Newspaper

Branding IDesign Tasks

102 103



Landing PageBranding IV

Press ReleaseBranding III
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PitchReady for Collective Intelligence

Science no FictionSolution Mindmap
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User ExperienceData Knowledge

Prototype DevelopmentData Aware
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Business VisionRoleplay I

Roleplay IIResearch Map
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Scenarios Planning IIValue Deconstruction II

Scenarios Planning IValue Deconstruction I
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Digital Presence IIStorybrand

Digital Presence IScenarios Planning
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17 T H E   P L A T F O R M  

The Floating Creativity prototype link:

https://xd.adobe.com/view/95a1ae61-6022-4069-aab5-c773ccc12cc1-c0f2/?fullscreen

116 117

https://xd.adobe.com/view/95a1ae61-6022-4069-aab5-c773ccc12cc1-c0f2/?fullscreen


T H E   P L A T F O R M

To give a clear visualization of the 
project’s final result, I have develo-
ped a prototype of the platform, in 
which the same design and interac-
tion experience can be felt as the 
final user would experience.

Below there is a small sample of the 
platform and some design decision 
reasons about it. In the annex you 
can find the totality of platform 
screens.
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18  P R O T O T Y P I N G 

I decided to make a prototype to be able to check 
if the conclusions drawn from the theoretical 
part squared the reality of social networks.

The result of the prototyping is a series of 
75 screens, where the user interacts with an 
algorithm and artificial intelligence. This learns 
from each response it receives from the creative 
and increases the curve of the asymptomatic in 
each use that it gives.

Therefore, the more it is used, the more 
characteristic is the result of the platform.

In this way, we can get the user to define and 
evolve each of their accessories and tools for 
streaming, thus making the capacity for change 
and personal growth prevail.

The user experience of the creatives has 
been taken into account in the creation 
of the prototype of the digital platform.
It is understood that the final receiver 
needs creative accessories, elements or 
tools that would make their experience 
more comfortable and agile.
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D E S I G N   A N D   I N T E R A C T I O N   D E C I S I O N S

In the development process of the 
platform, the user experience for digital 
creatives has been taken into account.

From this question I want to develop an investigation about the 
different ways in which we transmit meaningful information through 
sensations. I want to supply the different knowledge that I have 
acquired in the master’s degree and in undergraduate studies, 
showing that a connection between the aspects of design, journalism 
and communication is essential to carry out a project in these three 
main areas, although many Sometimes they live together individually 
and rarely connect when they share a common space.

I also want to answer the following questions:
- Does the information around us influence us through sensations?
- Can we determine our pure needs without social interventions?
- Does design intervene within society?
- Should truthful journalism use design to reach a greater number 
of users?
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1.

2.

3.

P R O T O T Y P E   S C R E E N S

Below are all the platform's user 
interaction screens, each leading to 
results and learning from the content 
creation system.

There are a total of 75, although the 
creation of new tools and the evolution of 
the streaming sector is in full growth.
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153

Communication, design and art form a fundamental part in the 
field of exchanging, acquiring and transmitting information, 
therefore, as can be practically observed in this report, these 
tools are used for sharing.

In the same way, we can say that current communication media 
are much broader, streaming platforms are part of the daily life 
of many digital users, for this reason, design tools, art and other 
inputs are applied to call the end user attention.

Currently we do not find a platform that allows content creators 
to acquire complementary tools to stream in a personalized way. 
This means that streamers have to generate this type of content. 
A digital platform is missing that allows the intermediate user to 
generate this type of content.

It is possible to create a digital platform that allows the generation 
of content through artificial intelligence, with a pleasant user 
experience and that provides comfort to the content creator.

In conclusion, The Floating Creativity project has been based on 
two fundamental sections: on the one hand the research phase 
and on the other the realization phase of a digital product to 
compile all the information and give a materializable result. 
Therefore, I believe that it is a theoretical project applicable to 
tangible realities.

C O N C L U S I O N S  
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The work "Design, communication and journalism leaves open
many branches of study; I think a future line of
research could be the development of a manifesto that
determine some execution guidelines between the connections 
of
these three great areas.
Another line of research that remains open is to develop a
study on the implementation of the design in a newspaper or
informative magazine, empirically applying the conclusions
extracted from the project and determining the supply of a news 
item.
As I mentioned in the previous section, in the project
there are certain sections treated or alluded to superficially:
art direction, moodboards, trends and
color psychology, among others.
In a later study, I foresee the possibility of relating
these great fields to the work of “Design, communication and
journalism".
Finally, another future line of research could emerge from
relate types of materials and their touches with information.
I believe that the concept of transmitting through objects that
develop to communicate specific information
it can be very interesting.

The main contributions of my research, such as
the application of the vision and form concepts, have allowed me
observe that the sensations conveyed by a visual project
largely determine its reception. I think this data
is essential to be able to continue developing products in a
future.

I consider that the format chosen to develop the project;
the qualitative deductive method, together with a structure
strongly marked towards the investigation of referents
theoreticians, has directed the project towards a theoretical 
framework that has been partly buried by the digital platform 
(materialization phase).

In the project I mention certain sections so
superficial, for example the art direction, the moodboards the
trends and the psychology of color. These large areas, which
we find within design and the arts, they are elements that
they should be broadly related to the subject of study. For this, 
it would need to carry out a more extensive investigation and 
provide more information in order to be applied in a practical 
way.
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Figure 4. Seed archive, Bóveda del fin del mundo (page 09)
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Figure 6. Núria Puchol, Equa bag IV (page 11)
Figure 7. Anónimo, Basset dog (page 12)
Figure 8. Lizzy S. Beyond 110 (page 13, left)
Figure 9. Julie Cloutier, Ceramic Lidded Jar (page 13, right)
Figure 10. Freda Rupp, Ceramics III(page 14)
Figure 11. Arne Jacobsen, Tea Rests (page 15)
Figure 12. Kirstie van Noort, Ceramics (page 16)
Figure 13. Gestures, A Drinkware Set Inspired (page 17)
Figure 14. Ouur, Making Believe (page 19)
Figure 15. Herman Miller, Accent Table (page 20-21)
Figure 16. Kindfolk, Spring Sesion(page 22)
Figure 17. Uh la la Ceramics, Ceramics (page 23)
Figure 18. Monica Castillo, Oda a sus labios (page 24)
Figure 19. Narciso Rodriguez, Dotted around (page 25, up)
Figure 20. Michael Kukla, White art (page 25, down)
Figure 21. Claudia Fernandez, Wool tweed (page 26)
Figure 22. Raw Color, De Intuïtiefabriek (page 27)
Figure 23. Igigi, Linen jacket sleeve detail (page 28)
Figure 24. Siren Lauvdal, Nytt Rom (page 29)
Figure 25. Bourullec, Slow chair (page 30)
Figure 26. Raw Color, Tictorial textiles (page 34)
Figure 27. Philippe Malouin, Resident presents (page 36-37)
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Figure 29. claykatceramics, Products (page 39, up)
Figure 30. Anónimo, kitchen items (page 39, down)
Figure 31. Anónimo, pink bethroom (page 40)
Figure 32. Gestuz, Silk Button Up Cami (page 41)
Figure 33. INSPO, Bathroom Trends 2017 (page 42)
Figure 34. Matt Black, Towel Ladder (page 43)
Figure 35. Freda Rupp, Ceramics III(page 44)
Figure 36. Arne Jacobsen, Tea Rests (page 45)
Figure 37. Kirstie van Noort, Ceramics (page 50)
Figure 38. Gestures, A Drinkware Set Inspired (page 68)
Figure 39. Ouur, Making Believe (page 76)
Figure 40. Herman Miller, Accent Table (page 80-88)
Figure 41. Kindfolk, Spring Sesion(page 89)
Figure 42. Uh la la Ceramics, Ceramics (page 99)
Figure 43. Monica Castillo, Oda a sus labios (page 101)
Figure 44. Narciso Rodriguez, Dotted around (page 102, up)
Figure 45. Michael Kukla, White art (page 102, down)
Figure 46. Claudia Fernandez, Wool tweed (page 104)
Figure 47. Raw Color, De Intuïtiefabriek (page 146)
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