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Os algoritmos generativos vém sendo empregados pela arte e pelo
design na concepcdo de formas e experiéncias inovadoras, como
instalacdes interativas e identidades visuais flexiveis. No campo do
design digital, esses algoritmos podem contribuir para o projeto

de interfaces capazes de responder em tempo real a estimulos do
ambiente e dos usudrios, possibilitando que apps, sites, totens e
displays publicos tenham seu estado alterado conforme a leitura que
fazem dos locais em gue estdo. Existem, entretanto, poucas obras a
respeito de como esses algoritmos sdo empregados em projetos de
design digital, sobretudo no Brasil, e, portanto, a pesquisa propde
uma investigacdo qualitativa baseada em estudos de casos para
descrever o processo criativo empregado por designers profissionais
neste tipo de projeto. A pesquisa toma como objetivos especificos
investigar as principais etapas de processos criativos propostas por
Sawyer (2012) e Lubart (2007), e busca entender a aplicabilidade

de pressupostos tedéricos levantados acerca do projeto de interfaces
digitais generativas em cada uma delas, por meio de estudos de
casos como os projetos "BRUTE", de Patrik Hibner (2018), e 0s
pbsteres digitais generativos de Rebelo et al. (2019). A unidade de
analise - caso, serd o processo criativo pelo qual passou um designer
na elaboracdo de um projeto especifico, objeto a ser elucidado

por técnicas como entrevistas semi-estruturadas e analises de
portfélio e de esbocos. Como existem poucos designers brasileiros
gue trabalham com interfaces digitais generativas, e uma vez

gue os métodos escolhidos pressupdem acesso aos designers e a
documentos sobre os projetos realizados, a principal dificuldade da
pesquisa, em funcdo da pandemia de COVID-19, vem sendo a selecao
dos casos a serem estudados.
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Understanding creative processes employed in the design
of digital generative interfaces
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Currently, generative algorithms are employed by artists and
designers in the creation of innovative shapes and experiences,

such as interactive installations and flexible visual identities. Within
digital design, these algorithms may contribute to the design of
interfaces capable of answering, in real time, to users' inputs and
environmental stimuli, enabling apps, websites and public displays to
change their state according to the place in which they are. However,
there are few works discussing how these algorithms can be
employed in digital design projects, especially in Brazil, and therefore
this research proposes a qualitative investigation based on case
studies to describe the creative process designers employ on this
kind of project. Research's specific goals are to investigate the main
phases of creative processes proposed by Sawyer (2012) and Lubart
(2007), while trying to understand the validity of certain theoretical
assumptions about the design of digital generative interfaces

in each one of them. For this, we will study cases such as Patrik
Hibner's “BRUTE" (2018), and the digital generative posters created
by Rebelo et al. (2019). The unity of analysis - case, will reveal the
creative process employed by a certain designer during the creation
of a certain project, object to be elucidated by methods such as
interviews, and analyses of portfolio and sketches. Since there are
few Brazilian designers currently working with digital generative
interfaces, and once the chosen methods require access to designers
and their projects, the major difficulty, even more complicated due to
the COVID-19 pandemics, has been choosing the cases to be studied.
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