Design Analysis 

Intro
I looked for an object that would hold all my books and a personal computer or printer in purchasing a desk. As my intellectual interests multiple, so do my needs for desk space.  With my current setup, space is going to be a problem. Eventually, needs will expand beyond the physical possibilities of the desk. It fulfills a desk's expectations well, though it is not very sturdy, made out of metal and glass. As I type furiously, and at a brisk pace, the desk wobbles like an aftershock from an earthquake. Assembly itself was straight-forward, and since it was assembled, I can assume there were no hiccups in that process. With the advance of age and entropy taking hold in my body, I also had to consider ergonomics. 

Affordances/Feedback
Ergonomically is where the desk has problems. Recently I have needed to stretch my legs in order to relieve pain. This desk has a crossbar. There was one affordance that no design could have accounted for in its conception. To escape the clutches of creeping, persistent clinical depression, I seek out the mirth that can come from comedy. However, I do have the habit of slamming my fist on the desk when I laugh. It could be a meme, a Dave Chappelle skit, or something on Youtube, but the reaction will hold if it is funny enough. Such kinetic action is an ingrained habit, as my last desk was a stalwart wooden object the size of a door. This desk now has permanent damage. I think dropping something on the surface could have popped out one of the panels. What feedback can result from possible interactions? The desk buckling as a result of being struck is essential feedback. Physically, the desk can only take so much. Indeed, in a given environment, tossing a drunken roommate through its glass surface would result in the destruction of the desk. An affordance for that is not possible from the standpoint of desired actions. An affordance is a relationship. The amount of things you can pile on a desk is truly endless, from the mundane to the downright absurd. An affordance would be the flat, open surface, beckoning with so much possibility. A desk often becomes a place of holding, and only in the most organized of minds does it truly serve the purpose of the work it is meant to be used to accomplish. 

Feedback has to be balanced and not prevent the user from learning or failing forward in the interaction.


Glass is not the best surface, as it can get cloudy, but given proper care, it would have massive advantages over a regular surface. Nevertheless, is the glass an impediment? Maybe I do not like my floor, and this could be a problem for some people. Other than the glass panel popping out, there have been no significant damages. The glass is thick and seems to be resistant to damage. Perhaps kinetic testing would be valuable in determining whether a desk can take the stresses required of it. Our conceptual model of the desk is simple. Usually, we think of rectangular objects under which we can place our legs, with our body in a chair of corresponding height. The height of the desk seems adequate.

Discoverability


Discoverability began with assembly. Some items are not possible to assemble quickly. This desk was not one of those; this is, after all, a flat surface with some legs, not an internal combustion engine. How does a desk give you feedback? It gets dirty; it collapses, it breaks. If failure is supposed to be part of a design, it can be hard to incorporate into such a physical object. Discoverability is very easy; feedback is perhaps limited because if you exceed what the object can do, you will meet with a total failure. The continuous flow of information about the results of actions if not entirely possible. The design projects all the information needed to create a good conceptual model.  Human-centered design is a good principle, and perhaps, the feedforward mechanism is built into the manual. It is the support number indicated therein. They cannot prevent problems with assembly, but they can provide an outlet for inevitable issues. 
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Signifiers

A signifier for a desk could be the void left for pulling up a chair. Affordances are the possibilities of interactions between subjects and their environs. Sometimes these are readily perceptible. The line between signifier and affordance is not so direct. An affordance can also be a signifier. Affordances are few, but if the desired action is the proper use of the desk, it works.

Mappings

The most straightforward example of mapping this desk's design would be the screws that secure the glass. It is easy to understand that they secure the surface. The crossbars join the legs, and a mapping is present in them as well. The signifiers of the desk ensure that discoverability. Maybe since we call it a desk, our semantic picture prevents us from sleeping on it. Logically speaking, for food safety, we would use a cutting board for the mincing of meat, and not the desk. Usability is effortless to determine. A mapping would be the ability of the only screws on the desk to hold the surface down.

Conclusion
The desk is well designed. There remain a few flaws. For instance, as indicated, I cannot stretch my legs beyond the crossbar, which curls around and holds the desk's struts up. Given the small space, it would be hard to fit an Ottoman to accommodate the same purpose. You cannot remove these metallic impediments to comfort, as they are part and parcel of the design. While it is always harmful to place any laptop on any surface without a break in between for airflow, it could be worse on a glass surface. The central portion seems to lose surface area because it is curved. Although more space being taken by the desk may scare the average users, however, after all, where I will store my stack of in progress technical manuals, history books, and science tomes, if not on my desk. 
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