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ABSTRACT
Quantum Mechanics could have fundamental impact on design
models and measurement. Quantum mechanics allows us to fill
in the blanks of classical models of design, through its ability to
explain ambiguous states of design. An ambiguous state is where
design exists in between two binary states, as a superposition. De-
signers are most likely to be unfamiliar with quantum mechanics,
as well as the subject of quantum mechanics being complex and
sometimes contradictory to human scale mechanics. By discussing
the opportunities of quantum mechanics for design, we are propos-
ing a framework to model and measure ambiguous dimensions of
design through quantum superpositions. The proposed framework
includes the dimensions for the directionality of design (conver-
gence or divergence), the degree of design embodiment (from low
to high) and the decision-making of the designer (yes to no). Once
the designer attempts the measurement of a superposition, a binary
state can be distilled. For the act of designing, filling in the blanks
is equal to sculpting away superposed states. In this philosophy,
to design is to measure. This early stage research raises areas of
opportunities and suggests further research directions for quantum
mechanics and design.
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• Human-centered computing; • Interaction design; • Inter-
action design theory, concepts and paradigms;
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1 INTRODUCTION
Quantum mechanics are fundamental laws of nature that describe
the interaction of the atomic and subatomic scale of the universe. Im-
portant fundamental knowledge from the quantum realm includes
the quantization of energy [17], wave-particle duality [12, 16, 18],
the uncertainty principle [49] and the correspondence principle
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[17]. Currently, quantum mechanics are being used to describe fun-
damental phenomena, with most recent Nobel prize contributions
of (quantum) physics for Parisi (2021) and Penrose (2020).

In general, designers and creatives are not trained in understand-
ing, nor applying quantum mechanics. In this paper, we aim at
bridging the gap by introducing designers to the quantum world,
and take this opportunity to propose a framework to apply quan-
tum mechanics to creativity, cognition and design. Although in
its early stage, our research aims at contributing to the ongoing
discovery of the quantum mechanics of memory functions and
brain activity in ideation and creativity. Creativity and the quan-
tum have been philosophically linked in research as early as 1996
[7]. Quantum perception/cognition research plays a role in answer-
ing unexplained phenomena outside “classical” mechanics, such as
for the cognition of ambiguous Figures [37]. Furthermore, recent
research points towards quantum being a driving force for design
in the way ambiguity invokes creativity [14] and musical creativity
[50], as well as human expertise, knowledge and problem-solving
[8].

This paper aims to explore the fundamentals of quantummechan-
ics to provide and inspire a new way of looking at the designer’s
journey from abstraction to concretization [1], concept generation
to concept selection [23, 51] or challenge to outcome [52]. First,
design’s quantum behavior is explored using familiar terms and
models in design. Then, the quantum state of designs is framed as
superposition of binary states. The aim is to display the opportu-
nities for creating models of design using descriptions provided
by quantum mechanics. Overall, we hope to spark discussion and
research ideas, as well as applications of quantum mechanics in
design, creativity and cognition.

2 BRIDGING THE GAP FROM QUANTUM
MECHANICS TO "EVERYDAY DESIGN"

Our everyday world of interaction, as perceivable by our senses,
is of classical scale. A single electron or photon, and its quantum
mechanics, are of negligible influence to our human perception.
Our human scale and mass rule our ways of perceiving interactions.
However, important links for the investigation of consciousness
may be found in the interplay of scale between quantummechanics’
and classical mechanics’ facilitated by the microtubules inside each
cell of the synapses in the brain. [9, 30].

Quantum mechanics have been of great success in explaining
real-world phenomena [32]. Quantum mechanics have been an
enabling technology for all modern and dated digital electronics
and communication technology in the form of the transistor [8, 53].
Quantum concepts and methods for probability have been used to
explain human phenomena such as cognition and decision making
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[13, 31, 34, 35, 37, 54], common sense [36], consciousness [30, 38],
causal reasoning [39] and episodic memory [15].

2.1 Ambiguity in design, designs overlap in
quantum mechanics

According to the Cambridge Academic Content Dictionary (CACD),
ambiguity is “a situation or statement that is unclear because it can
be understood inmore than oneway”. However, ambiguity in design
is more broadly viewed as both the CACD definition and a creative
resource [55]. In this respect, product or representational ambiguity
acts as a glitch that can manifest at a perceptual (i.e. inherent
properties), cognitive (i.e., conceptual associations) and emotional
(i.e., conflicting responses) level [56]. For design in particular, it
has been suggested that the process of the perception of visual
ambiguous Figures appears to follow quantummechanics [37]. This
is supported by research on how ambiguity invokes creativity [14].
Souparno and colleagues [14] suggest it is reasonable to inspect
the tolerance of ambiguity [21, 22] to consider its importance for
creativity and its role in divergent production.

In the auditory domain, it has been shown that any sound phe-
nomenon can be potentially expressed and described as the evolu-
tion of a superposition of psychoacoustic states, i.e., low-high pitch,
dull-bright turbulence, and slow-fast pulsations [48]. Further, the
perceptual ambiguity of Shepard-tone [45] music has been recently
explained in terms of quantum measurement (i.e., listening) and
superposition of quantum states [43], whose behavioral evidence
has been linked to pupil dilation [44].

In this respect, we could rephrase the afore-mentioned CACD
definition of ambiguity as follows: "a quantum state of the design
representation that is unclear because it can be perceived in more
than one way".

However, according to the quantum view of Penrose [19][30],
it is not the act of viewing Schrödinger’s cat inside the box that
determines whether it is dead or alive. Our viewing of a complex
quantum system of weather on a far-away planet, does most proba-
bly not influence the weather itself on this planet: The quantum
state of the weather however, influences us, to view it in a
reduced state. What this means for Schrödinger’s cat, is that it
is both dead and alive at the same time, an ambiguous state of
50/50 probable existence [10]. This is, until we take a measurement
of the state of Schrödinger’s cat, to reduce the state to a binary
measurement of being perceived as either dead, or alive.

This means that we need to twist the rephrased definition of
ambiguity to a quantum correct notion of ambiguity. Therefore,
ambiguity in quantum and design is the fundamental multiple ways
of designs existence, that can be perceived as unclear.

2.2 Examples of ambiguity in quantum
mechanics

In the realm of quantum scale, particles are behaving fundamentally
ambiguous. This is for instance accepted in the duality of behavior
for a wave-particle such as a photon or an electron [12, 16, 18].
Quantum particles, such as photons or electrons, behave both as a
wave movement, as well as an energized particle. This can be seen
by shooting photons or electrons at a screen as done according
to two-slit experiments for photons [57] and electrons [46] and

Figure 1: Quantum wave interference in Young’s two-slit
experiment. The dotted curve represents the diffraction
fringes, while the solid line represents the interference
fringes. Adapted from Thomas Young and the Concept of
Coherence of Light. Kipnis, 1983.

measuring their location of arrival behind the screen. Even though
photons and electrons are particles, as “energy packets”, the double
slit experiments result in a wave-interference pattern of photons
and electrons, as can be seen in Figure 1. The wave movement
measured in the quantum interference pattern behind the two slits
shows the ambiguous quantum mechanical quality of an electron
or photon being both a wave-motion, as well as a particle-motion.

The uncertainty principle [49] formulates that we can either
measure the position of a quantum particle with a high amount of
certainty, or the momentum of the particle with a high amount of
certainty. This means that we fundamentally cannot measure both
the position and the momentum of a quantum particle, with a high
certainty at the same time. Our way to view a photon, or electron, is
fundamentally uncertain, not because of the measuring apparatus,
but because of the uncertainty principle [49] as a law of nature.
This is an important principle to quantum mechanics for design,
as we need to choose what to measure from a quantum state, in
order to reduce to a classical state. The uncertainty of position and
momentum is another duality in the behavior of quantum particles,
commonly known as entropy in quantum terms, which is known
in design as the term ambiguity.

2.3 Familiarity of quantum in design
In its most classical reduced form, design can be regarded as a linear
process of creation from vague to concrete. This is akin to a painter
starting with a blank canvas, a sculptor with a chunk of wood or
marble and the designer, with an empty sketch book. However,
what happens in addition to this linearity is iteration. The theory of
design thinking [1, 4] regards design as perpetual cycles of analysis,
synthesis, evaluation and communication that take place in order
to achieve an iteration from abstract thoughts and ideas to concrete
models, products and services (Figure 2).
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Figure 2: Design is shown as perpetual cycles of analysis,
synthesis, evaluation and communication, progressing from
abstraction to concretization (adapted from [1] )

An alternative way of describing the conceptualization of design
processes is through a design funnel [23], where the designer’s
journey funnels towards a selection of a concept. This is done by
applying iterations of convergence and generation to move to a
higher degree of embodiment (Figure 3) [40, 51].

Other commonly used terms for “funneling” in order to move to
a higher degree of embodiment and concretization, are divergence
and convergence, as popularized in the double diamond model [52].
The double diamond model consists of two iterations of divergence
and convergence, in the form of discover, define, develop, deliver
[52], as shown in Figure 4.

3 MODELLING DESIGNWITH QUANTUM
MECHANICS

3.1 The wave-particle duality of design
In its simplest configuration, the cyclical or iterative nature of de-
signing can be represented as a periodic oscillation. Sine waves

are a function of a cyclical motion in time. Therefore, we can cre-
ate a simplified model of design as a cyclical process of diverging
and converging (Figure 5). We can substitute “time” with the de-
gree of embodiment, to show the progression from abstraction to
concretization [1] (Figure 6).

Additionally, we can view the design process not as its wave-
state, but as its particle state of decision making in one moment of
time, as a thought, or idea. Here, we view the design process as a
moment of decision making of a binary yes (+) or no (-) to form an
outcome to a challenge, or in other words a solution to a problem
(Figure 7).

Thus far, our wave-particle model of design is based in the classi-
cal realm of mathematics. However, in design and creativity, cycles
are noted to be happening in a fuzzy or chaotic way [3, 5, 6]. This
means that iterative cycles for design in practice, will only partially
happen perfectly linearly and circularly, as visualized in “jumps”
back into the double diamond model (Figure 6). Moreover, for per-
ception and problem solving, our brain faces a quantum perception
[37]. Our rationality is faced with answering perception of a chal-
lenge with the choice of yes (+), no (-), or an ambiguous combination
of the two, maybe (+/-) [37], as shown in Figure 8. This is where
quantum mechanics may help us combine the theory and reality of
a design process.

3.2 How to model classical binary data to a
quantum bit

In quantum mechanical computation, we use qubits to simulate the
ambiguous states of the quantum world. This is for instance done in
quantum computers by superposing the spin of electrons [24, 25],
nuclear spin [26] or nuclear magnetic spin [27]. By superposing
a particle state such as the spin of an electron, we are not sure
of the position of the spin. When measuring the spin of a perfect
superposition, there is a theoretical probability of 50% formeasuring
the spin “up” or “down”. By writing spin-up as yes (+) = |Y⟩ for the
eigenvector value [0,1] and spin-down as no (−) = |N ⟩ for [1,0],
we can formulate any ambiguous state of spin as a combination of
the amount of Up-spin / Yes and Down-spin / No at the same time
creating Maybes (+/-).

Figure 3: Progressing from concept generation to concept selection by applying three iterations through funneling by three
cycles of convergence and generation. (adapted from [51])
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Figure 4: Evolved Double DiamondModel, British Council of Design, 2019. Progressing from Challenge to Outcome, according
to four stages of Discover, Define, Develop and Deliver. Visualized as two cycles of diverging and converging, with occasional
jumps back in steps. (adapted from [52])

Figure 5: Simplified model of a design process as a periodic oscillation of diverging and converging over time.

Figure 6: Simplified model of a design process as a periodic oscillation of diverging and converging over time.

4 DISCUSSION
4.1 Describing the particle state of design
We can model any maybe (+/-) as a combined state vector |φ◦⟩ of
the amount (α or β◦) of “yes” and “no” of a “maybe” (Figure 8),
which results in the following formula.

|φ⟩ = α |0⟩ + β |1⟩

We can measure design in any moment of time, in large scale,
or in a single second, including its chaotic, fuzzy and irregular

states through superpositions. We can regard the act of designing
as taking probabilistic measurement of superposed states.

4.2 Modelling design with qubits
The addition of superposed states for design provides a rich way
for conserving the relativity of design. This means that in theory,
we can describe the iterative nature of design despite its chaos,
fuzziness and irregularities. We base the following dimensions on
the wave-particle behavior of design described in Section 3.
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Figure 7: Simplified model of a designer’s decision-making process as a simplified binary yes (+) or no (-) choice.

Figure 8: The designer’s decisionmakingmodeled as a qubit
with range of possible states yes (+), no (-) or superposed
maybe (+/-).

|0⟩X|1⟩ for X ranges from the amount of Convergence to Diver-
gence

|0⟩Y|1⟩ for Y ranges from the amount of abstraction to concretiza-
tion in the form of Low embodiment to High embodiment.

|0⟩Z|1⟩ for Z ranges from No to Yes decision making of the
designer

These dimensions mapped to a Bloch sphere [41] can be illus-
trated as follows (Figure 9).

The superposed states between the eigenvectors are fundamental
for the design framework. The framework proposes a state to be in
superposition, until measured in a probabilistic outcome, meaning
that the designer makes measurements of the superposed state, in
the act of designing. By placing a measurement, we can distill a

probabilistic state in a moment in time. The framework can describe
large time scales, such as weeks and months, as well as small scales
such as seconds by words of dialogue or thoughts in a string.

4.3 “Measuring” design conversations with
qubits

As an illustrative example of application of our proposed frame-
work, we make use of a short excerpt of a design protocol of sound
design session, represented in Figure 10 as a linkograph with the
corresponding designmoves [42, 58]. The episode sees a soundman-
ager (P1), a sound engineer (P2) and a sound designer (P3) intent in
discussing the sound quality of an electric car engine, by alternating
verbalizations and vocalizations, transcribed as utterances.

We show how the verbal utterances in the linkograph can be
mapped and interpreted as measurements of quantum states of
designs, in Figures 11(a, b, c):

• Figure 11a - State of design conversation visualized on a
single Z-axis of yes (+) and no (-), starting from the question
posed at line 336 “if you add an electric motor”, to which
line 337 is a measured yes response. The Z-axis measures
|Y⟩ accordingly, with the sonification: “Wiinrg wriin wriiing
touc touc touc touc”;

• Figure 11b - Addition of X-axis by line 337 starting a di-
vergence of 3 links (Figure 10), therefore pointing towards
|D⟩ and line 338 changing the measured |Y⟩ for the electric
motor to |N⟩ ”the electric motor is too much modulated”.
Following, there is a new superposition of the Z-axis with
“maybe something smoother”. We now have a 2-dimensional
framework;

• Figure 11c - Addition of Y-axis with line 339 with the addition
of specific asset of “higher frequency” for the sound, the Y-
axis is measuring a higher degree of embodiment for the
to be designed sound |H⟩, the X-axis is resting at |N⟩ for
the modulation. The next state will be measuring |Y⟩ for
“a continuous sound” and we are at the point of heading
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Figure 9: Bloch sphere for measuring the state of design. The axes of the Bloch sphere consist of |C⟩ x |D⟩ for x ranges from
the amount of Convergence to Divergence. |L⟩ y |H⟩ for y ranges from Low embodiment to High embodiment in design. |N⟩ z
|Y⟩ for z ranges from No to Yes decision making of the designer.

Figure 10: Linkograph of an excerpt of 12 moves. Forelinks denote acts of synthesis and divergent thinking, backlinks are
associated to evaluation and convergent thinking.

Figure 11: a. State of design conversation visualized on a single z-axis of yes (+) and no (-), moves 336 → 337. b. Addition of
X-axis by line 337 starting a divergence of 3 links (Figure 10). c. Addition of Y-axis with line 339 with the addition of specific
asset of “higher frequency” for the sound.

towards convergence according to the linkograph (Figure
10). We now have the complete 3-dimensional framework.
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An interesting observation is that protocol analysis studies such
as linkography [42] (Figure 10), discard the role of time in design.
This in contrast to the proposed quantum framework, which is for
Figure 11a, 11b and 11c explicitly used in a sentence-to-sentence
scale of time.

4.4 Design as a sculpting process of
superpositions

Quantum mechanics brings novel opportunity to view design
through a quantum lens.

A designer starts with a blank sketch book, the design itself
exists only in absolute abstraction, just as ideas. For the act of
designing, filling in the blanks is equal to sculpting away the su-
perposed. Quantum mechanics provide a way to model the blanks
of classical frameworks as a combined state between two binaries.
The design process can be regarded as reducing binary states from
superposed ambiguities, such as reducing yes (+) or no (-) from su-
perposed maybes (+/-), convergence or divergence from superposed
directionality, and abstraction and concretization from superposed
embodiment. The act of designing can be regarded as the designer
placing measurements on the superposed, to in turn, reduce binary
states.

As long as we can measure design even retrospectively in bi-
nary states, we can create theoretical superpositions of different
phenomena to measure design. However, superpositions of binary
states need to be formulated, in order to model these using qubits.
This means that there are opportunities for exploring real world
design phenomena such as the co-evolution of problem solution
space [2, 28], or stuckness [29], through a new lens of quantum
entanglement.

This paper provides a real-world touchpoint for quantum the-
ory to approach the measurement of everyday design. For future
research, measurement of design-process-in-the-wild is of most
interest for the design community. Therefore, the aspect of real-
world design measurement modeled by quantum mechanics and
qubits requires elaborate exploration and research documentation
in order to bring validation from the design world together with
quantum theory for design and creativity.

5 CONCLUSION
The mechanics of the design process with converging and diverging
certainty in design communication and the mechanics of quantum
physics seem like two linked fields of research through the funda-
mentals of creativity, cognition and ideation. Through the deepen-
ing journey of this research exploration, the bonds between the
field of quantum mechanics and design are perhaps as fundamental
as classical mechanics or frameworks with which to describe design.
This is most noticeable in the quantum mechanics that lend itself
to describing the complex mechanics of a design-process, as well
as the possibilities to model and measure design according to simu-
lated quantum mechanics such as creating a quantum system using
superposed binary states of design. Due to the classical mechanical
frameworks of design, we can retrieve fundamental binary states of
design such as directionality (convergence & divergence), embod-
iment (abstraction & concretization), and the designers decision
making (no & yes), to create superpositions and model the blanks

in design practice. Besides the theoretical implications of quantum
mechanics for design, there are opportunities to measure design in
the “real world” using quantum mechanical models simulated with
quantum circuits and measurements on qubits. We suggest future
research to be aimed at explaining real world design phenomenon
such as the co-evolution of problem-solution space and stuckness
using quantum entanglement. Furthermore, there is a significant
research opportunity in quantum mechanics for design, such as
entropy and uncertainty, which may have implications for defining
uncertainty in design communication. Additionally, quantum leaps
and “jumps” or fuzziness in a design process may have interest-
ing coherence to examine. Most importantly, we want to focus on
the application of quantum mechanical measurements, to spread
quantum mechanics for design and its opportunities throughout
the design world.

ACKNOWLEDGMENTS
The work described in this paper is part of the project PaDS, which
received funding from the European Union’s Horizon 2020 research
and innovation programme under the Marie Skłodowska-Curie
grant agreement No. 893622.

REFERENCES
[1] Peter G. Rowe. 1991. Design Thinking (New edition). Amsterdam University

Press.
[2] Richard Buchanan. 1992. Wicked Problems in Design Thinking. Design Issues, 8,

2, 5–21.
[3] Lucy Kimbell. 2009 Beyond design thinking: Design-as-practice and designs-

in-practice. Centre for Research on Socio-Cultural Change (CRESC) Annual
Conference. Manchester, University of Manchester.

[4] Charles Owen. 2007. Design Thinking: Notes on its Nature and Use. Design
Research Quarterly, 2, 1, 16–27

[5] Elizabeth B.-N. Sanders, E., and Peter Jan Stappers. 2008. Co-creation and the
new landscapes of design. CoDesign, 4, 1, 5–18.

[6] Elizabeth B.-N. Sanders, E.B.N., and Peter Jan Stappers. 2012. Convivial toolbox:
Generative research for the front end of design, Bis.

[7] Amit Goswami. 1996. Creativity and the Quantum: A Unified Theory of Creativity,
Creativity Research Journal, 9:1, 47-61, DOI: 10.1207/s15326934crj0901_5

[8] Steve J. Bickley, Ho Fai Chan, Sascha L. Schmidt and Benno Torgler. 2021.
Quantum-sapiens: the quantum bases for human expertise, knowledge, and
problem-solving, Technology Analysis & Strategic Management, 33(11), 1290-
1302., DOI: 10.1080/09537325.2021.1921137

[9] Stuart Hameroff. 1998. Quantum computation in brain microtubules? The
Penrose-Hameroff’Orch OR’model of consciousness. Philosophical Transactions-
Royal Society of London Series A Mathematical Physical and Engineering Sci-
ences, 356(1743), 1869-1896.

[10] Christopher Monroe, Meekhof DM, King BE, Wineland DJ. A" Schrodinger cat"
superposition state of an atom. Science. 1996 May 24;272(5265):1131

[11] Vladimir B. Braginsky, Vladimir Borisovich Braginskiı̆, Farid Ya Khalili, and Kip
S.Thorne. 1995. Quantum measurement. Cambridge University Press, 1995.

[12] Erwin Schrödinger. 1935. Mathematical proceedings of the Cambridge philosoph-
ical society. Mathematical Proceedings of the Cambridge Philosophical Society.
Vol. 31. 1935.

[13] Matthew PA Fisher. 2015. Quantum cognition: the possibility of processing with
nuclear spins in the brain. Annals of Physics 362, 593-602.

[14] Roy Souparno, Banerjee Archi, Sengupta Ranjan, and Ghosh Dipak. 2017. Ambi-
guity invokes Creativity: looking through Quantum physics. arXiv: Neurons and
Cognition.

[15] Jeremy R. Manning. 2021. Episodic memory: Mental time travel or a quantum
“memory wave” function? Psychological Review, 128(4), 711–725. https://doi.org/
10.1037/rev0000283

[16] Albert Einstein. 1905. On the electrodynamics of moving bodies. Annalen der
physik, 17(10), 891-921.

[17] Niels Bohr. 1913. I. On the constitution of atoms and molecules. The London,
Edinburgh, and Dublin Philosophical Magazine and Journal of Science, 26(151),
1-25.

[18] Louise De Broglie. 1923. from Notice sur les travaux scientifiques de M. Louis
de BROGLIE; Quanta de lumière, diffraction et interférences (C. R., 177, 1923, p.
548) Paris, Herman & C editeurs.

581

https://doi.org/10.1037/rev0000283
https://doi.org/10.1037/rev0000283


C&C ’22, June 20–23, 2022, Venice, Italy Bas Verstegen et al.

[19] Roger Penrose and Gardner, M. 2002. The Emperor’s New Mind : Concerning
Computers, Minds, and the Laws of Physics (Popular Science) (1re éd.). Oxford
University Press.

[20] WilliamW. Gaver, Jacob Beaver, and Steve Benford. 2003. Ambiguity as a resource
for design. In Proceedings of the SIGCHI Conference on Human Factors in
Computing Systems (CHI ’03). Association for Computing Machinery, New York,
NY, USA, 233–240.

[21] Franck Zenasni, Maud Besançon, and Lubart Todd. 2008. Creativity and tolerance
of ambiguity: An empirical study. The Journal of Creative Behavior. 42(1):61-73.

[22] Adrian Furnham and Tracy Ribchester. 1995. Tolerance of ambiguity: A review of
the concept, its measurement and applications. Current psychology. 14(3):179-99.

[23] Bill Hollins and Stuart Pugh, 1990. Successful Product Design: What to Do and
When. Butterworth-Heinemann.

[24] Daniel Loss and David P. DiVincenzo. 1998.Quantum computation with quantum
dots. Physical Review A. American Physical Society (APS). 57 (1): 120–126.

[25] Lieven M. K. Vandersypen, and Mark A. Eriksson. 2019. Quantum computing
with semiconductor spins. Physics Today. 72 (8): 38.

[26] Bruce E Kane. 1998. A silicon-based nuclear spin quantum computer ", Nature,
393, p133

[27] Neil Gershenfeld and Isaac L. Chuang. 1998. Quantum computing with
molecules. Scientific American. 278 (6): 66–71. Bibcode:1998SciAm.278f..66G.
doi:10.1038/scientificamerican0698-66.

[28] Dorst, Kees, and Nigel Cross. 2001. Creativity in the design process: co-evolution
of problem–solution. Design studies 22.5 (2001): 425-437.

[29] Avigail Sachs. 1999 ‘Stuckness’ in the design studio. Design Studies, Volume 20,
Issue 2, 195-209

[30] Stuart Hameroff, Roger Penrose. 2014. Consciousness in the universe: A review
of the ‘Orch OR’ theory, Physics of Life Reviews, Volume 11, Issue 1, p. 39-78.

[31] Mehrdad Ashtiani and Mohammad Abdollahi Azgomi. 2015. A Survey of
Quantum-Like Approaches to Decision Making and Cognition. Mathematical
Social Sciences 75: 49–80. doi:10.1016/j.mathsocsci.2015.02.004.

[32] Berthold-Georg Englert. 2013. On Quantum Theory. The European Physical Jour-
nal D 67 (11): 1–16. doi:10.1140/epjd/e2013-40486-5.

[33] Michael Olorunfunm. 2021. Electronics: From Classical to Quantum. 1st ed. Boca
Raton: CRC Press.

[34] Jerome R. Busemeyer and Peter D. Bruza. 2012. Quantum Models of Cognition
and Decision. In The Oxford Handbook of Computational and Mathematical
Psychology. New York: Oxford University Press.

[35] Andrei Khrennikov. 2015. Quantum-like Modeling of Cognition. Frontiers in
Physics 3: 77.

[36] Hamid R. Noori and Rainer Spanagel. 2013. Quantum Modeling of Common
Sense. Behavioral and Brain Sciences 36 (3): 302. doi:10.1017/S0140525X1200307X.

[37] Elio Conte, Andrei Yuri Khrennikov, Orlando Todarello, Antonio Federici,
Leonardo Mendolicchio, Joseph P. Zbilut. 2009. Mental states follow quantum
mechanics during perception and cognition of ambiguous Figures. Open Systems
& Information Dynamics 16.01 (2009): 85-100.

[38] Atmanspacher, Harald, "Quantum Approaches to Consciousness", The Stanford
Encyclopedia of Philosophy (Summer 2020 Edition), Edward N. Zalta (ed.), URL
= <https://plato-stanford-edu.tudelft.idm.oclc.org/archives/sum2020/entries/qt-

consciousness/>.
[39] Jennifer S. Trueblood, and Jerome R. Busemeyer. 2012. A Quantum Prob-

ability Model of Causal Reasoning. Frontiers in Psychology 3: 138–138.
doi:10.3389/fpsyg.2012.00138.

[40] Stefano Delle Monache and Davide Rocchesso. 2019. Sketching Sonic Interactions.
In: Filimowicz, M. (ed.) Foundations in Sound Design for Embedded Media, A
Multidisciplinary Approach, pp. 79–101. Routledge, New York

[41] Felix Bloch. 1946. Nuclear induction. Phys. Rev. 70 (7–8): 460–474.
[42] Gabriela Goldschmidt. 2016 Linkographic Evidence for Concurrent Divergent

and Convergent Thinking in Creative Design, Creativity Research Journal, 28:2,
115-122, DOI: 10.1080/10400419.2016.1162497

[43] Bogusław Fugiel. (2022). Quantum-like melody perception. Journal of Mathemat-
ics and Music, 1-13.

[44] Graves, J. E., Egré, P., Pressnitzer, D., & de Gardelle, V. 2021. An implicit represen-
tation of stimulus ambiguity in pupil size. Proceedings of the National Academy
of Sciences, 118(48).

[45] Roger Shepard. 1964. Circularity in judgments of relative pitch. The journal of
the acoustical society of America, 36(12), 2346-2353.

[46] Jönsson, C. Elektroneninterferenzen an mehreren künstlich hergestellten
Feinspalten. Z. Physik 161, 454–474 (1961). https://doi.org/10.1007/BF01342460

[47] P G Merli et al 1974 J. Phys. E: Sci. Instrum. 7 729 https://doi.org/10.1088/0022-
3735/7/9/016

[48] Maria Mannone and Davide Rocchesso. 2022. Quanta in sound, the sound of
quanta: a voice-informed quantum theoretical perspective on sound. In Quantum
Computing in the Arts and Humanities: An Introduction to Core Concepts,
Theory and Applications. E.R. Miranda (Ed.), Springer Nature, 2022.

[49] Werner Heisenberg, Quantum Theoretical Re-Interpretation of Kinematic and
Mechanical Relations. Zs. Physics. 33 (1923).

[50] Matthew Lovett. 2021. Towards a quantum theory of musical creativity. In: Inno-
vation in Music: Future Opportunities. Perspectives on Music Production. Routledge,
London, pp. 389-402. ISBN9780367363352

[51] Saul Greenberg, Sheelagh Carpendale, Nicolai Marquardt, Bill Buxton. 2012.
Sketching User Experiences: the Workbook. Elsevier.

[52] British Design Council. 2019. Evolved Double Diamond Model of Design. Re-
trieved from https://www.designcouncil.org.uk/news-opinion/what-framework-
innovation-design-councils-evolved-double-diamond14/04/2022.

[53] Michael Olorunfunmi Kolawole. 2021. Electronics from Classical to Quantum.
ISBN 9780367513856

[54] Emmanuel M Pothos, Jerome R Busemeyer. 2013. Can quantum probability pro-
vide a new direction for cognitive modeling? DOI: 10.1017/S0140525X12001525

[55] William W. Gaver, Jacob Beaver, Steve Benford. 2003. Ambiguity as a resource
for design. CHI ’03: Proceedings of the SIGCHI Conference on Human Factors
in Computing SystemsApril 2003 Pages 233–240https://doi.org/10.1145/642611.
642653

[56] Lodovico Marchesini, Elif Özcan. 2016. EMBRACING AMBIGUITY. FIVE TYPES
OF AMBIGUITY ENCOUNTERED IN PRODUCT DESIGN

[57] Nahum Kipnis. 1983. Thomas Young and the Concept of Coherence of Light.
[58] Stefano Delle Monache, Nicolas Misdariis, Elif Ozcan Vieira. C&C ’21, June 22–23,

2021, Virtual Event, Italy. Conceptualising sound-driven design: an exploratory
discourse

582

https://plato-stanford-edu.tudelft.idm.oclc.org/archives/sum2020/entries/qt-consciousness/>
https://plato-stanford-edu.tudelft.idm.oclc.org/archives/sum2020/entries/qt-consciousness/>
https://doi.org/10.1007/BF01342460
https://doi.org/10.1088/0022-3735/7/9/016
https://doi.org/10.1088/0022-3735/7/9/016
https://www.designcouncil.org.uk/news-opinion/what-framework-innovation-design-councils-evolved-double-diamond14/04/2022
https://www.designcouncil.org.uk/news-opinion/what-framework-innovation-design-councils-evolved-double-diamond14/04/2022
https://doi.org/10.1145/642611.642653
https://doi.org/10.1145/642611.642653

	Abstract
	1 INTRODUCTION
	2 BRIDGING THE GAP FROM QUANTUM MECHANICS TO "EVERYDAY DESIGN"
	2.1 Ambiguity in design, designs overlap in quantum mechanics
	2.2 Examples of ambiguity in quantum mechanics
	2.3 Familiarity of quantum in design

	3 MODELLING DESIGN WITH QUANTUM MECHANICS
	3.1 The wave-particle duality of design
	3.2 How to model classical binary data to a quantum bit

	4 DISCUSSION
	4.1 Describing the particle state of design
	4.2 Modelling design with qubits
	4.3 ``Measuring'' design conversations with qubits
	4.4 Design as a sculpting process of superpositions

	5 CONCLUSION
	Acknowledgments
	References

