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[bookmark: _GoBack]The exhibition will inform the viewers on a problem that affects all fields of design, overdesigning. Over-designing is over complicating and creating more than is possible or necessary for the desired result. Thus, it can cause a myriad of issues be it a faulty release or aggravating the end-user. This problem can happen in any field of design such as product, computer games, architecture and websites. The main goal of this exhibition will be to highlight how easy it is for designers to fall into this trap even if they are company as large as Google. The show will be featured as a total overhaul of the interior of the Mission Gallery in Swansea. Its goal will be to simulate gaining knowledge from a book. As the viewers walk through the exhibit, each piece will display how many different products have been overdesigned. One of the theories this exhibit will look at is the sunk time fallacy. The idea behind this theory is that designer and anyone that has created anything ever has a personal attachment to the product that increases depending on the amount of time spent creating it. While this does allow the creator to have assurance in their creation, it can result in over-confidence and will not allow the creator to give an unbiased analysis of it.
However, the effect of products being overdesigned change depending on what field you apply it to. For example, in web design adding more features to a website than is necessary will bulk up the websites size causing slow loading times and thus a worse user experience. In product design, it can mean a product that is frustrating to use or interact with and the design does not lend itself to its intended function.
It is not possible to investigate the overdesigning problem without understanding what the fundamental idea of design is first. To design is to build up ideas and break them down until a satisfactory result is acquired. Through this a constant stream of knowledge and an understanding of what works and what does not will allow the creator to make a well-designed product. Henceforth, Ideas and features must be cut from products, or even entire ideas must be scrapped in the chase for perfection. This same idea is used in the world of writing. As the French writer and journalist Antoine de Saint-Exupéry coined the widely popular quote “perfection is finally attained not when there is no longer anything to add, but when there is no longer anything to take away” (Saint-Exupéry, 1939) implying that features and components must be removed if a design is to progress. From this, it can be deciphered where the problems of overdesigning begin and how this can affect the outcome of the design. One everyday product that is often bogged down by overdesign is doors. Sometimes it can be as easy as removing one component from a door to increase its ease of use massively. This type of door is called the Norman door. 
Norman doors get their name from the design critic and design director at the University of California named Donald A. Norman. He has researched into the design of doors and has set the standard for how doors should be made if they are to be used. The meaning behind a Norman door is a door that requires a sign to instruct how the user operates it, thus declaring that the design is a failure. His simplification of doors has created a design philosophy to “Simplify the structure of tasks” (Norman, 2002) suggesting that a good product makes its usage known without the need to explain itself. (Reference) This overdesign is highlighted in doors because of their supposed simple function but similar issues are present in many different products.
The show will feature a level of interactivity to access the knowledge. For example, the doors on the entrance of the building will be replaced with doors that are stated to be Norman doors. The intended purpose of this will be to frustrate and will force anyone who enters to understand the consequences of overdesigning and subsequently badly designing. This will immediately highlight how even products of simple and daily use can be rage inducing when not created properly. Making the exhibit interactive changes how people feel about the information they will gain from it. Because they must use and “unlock” the information in the exhibit, it acts as a sort of reward or outcome. Meaning that the viewer will be more likely to read and understand what is trying to be told (Barry, 2018).
A psychological problem that affects computer game design especially is the sunk cost fallacy. This is where the designer will continue to work and force a design that clearly does not work. This is because humans naturally find it harder to let go of things that they have invested a lot of time, money, effort etc into. Which will result in a faulty release or a less than satisfactory game (Besanko, D., & Braeutigam, R. 2010).
One of the first exhibits in the show is the Google Glass. This piece was publicly released in 2013 and instantly came under direct criticism for privacy concerns as the product contained a camera and wireless online functionality. However, the product failed for several reasons on top of this. One of them being that the technology required for a piece like this to work does not exist at this time. The camera’s resolution would need to be improved and the online capabilities will need to become more reliable. While the Google Glass does feature a myriad of features, none of them work particularly well. This heeds back to what Donald Norman teaches, a product must have some use for the customer if it is to be successful. The main problem with this piece was Google’s over-confidence with their new technology that should have spent a few more years in the design lab before entering the public domain. This also proves that even a global giant like Google can fall into the overdesign trap.
The second exhibit, an example of an over ambitious computer game goes by the name S.T.A.L.K.E.R. The game was published by Ukrainian developers GSC Game World in 2007. It was intended to be the mark of a next generation computer game, however, the developers bit off more than they could chew as the game quickly bloated in size and became impossible for a team as small as GSC to complete. The game became what is known as “feature creep” in the game industry, where they kept adding features and refused to take them away as to not disappoint fans. If the developers could realise what works and what did not, the game could have met with a much healthier release.
The third exhibit is an example of an overdesigned website. The website in question, a jewellery store by the name of Alfred Sung. The core problem here is that the designer has tried to make the website as minimalistic as possible. This has come at a great cost, with the website being barely usable. Each page is a blank white background with a large file sized image placed over it, during which the menu bar is hidden from the users view. Thus, making even being able to find the store button a puzzle. Putting aesthetics before functionality in a consumer product is an issue because most people have limited time and will only spend a certain amount of time before they give up. To make an easily usable website it must be cleanly laid out, easy to navigate and low in data usage per page. This site does not meet any of these goals.
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