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MAPS AND
MODELS
Here we present a series of tools to investigate, analyze, theorize,
conceptualize, design, prototype, and implement changes in the food
system and its connection with eating. To this end we have designed a
set of maps (visual representations) and models (particular cases of
maps that allow inferring results based on data input), thus giving
these tools an explanatory or didactical sense.

MAPS

1. FOOD DESIGN LAB
Design for food innovation
2. THE FOOD CYCLE
3. THE 7 SENSES OF FOOD HEALTH
4. TOTAL QUALITY OF FOOD
5. TOTAL QUALITY OF EATING
6. FOOD DESIGNING PROCESS
7. FOOD MORPHOLOGY: FORM MATTERS
Form matters
8. DESIGN OF THE FOOD EXPERIENCE
Purchase,/Preparation,/Eating,/Post-eating
9. FOOD SEMANTIC AXES
Analysis and construction of branding

MODELS

10. ECOSYSTEM OF FOOD INNOVATION
Towards a value network
Value Network (General)
Value Network (Organic)
11. ECOSYSTEM OF FOOD INNOVATION
Environments and attributes
General Model
12. ALIMENTEX: MODEL FOR THE GENERATION OF NEW
FOOD PRODUCTS.
Generic Model
Applied Model
a. Input - Supplies
b. Input - Processes
c. Input - Forms

FOOD DESIGN
LAB
Design for food
innovation

The general objective of the Food Design Lab is to promote food
innovation processes in a space in which the relevant stake-holders
(business, academic, public and users) are articulated. Due to its
philosophy and methodology, the Food Design Lab allows us to devise
and test new foods, transfer a culture of innovation and train
professionals to lead innovation processes within their organizations or
projects. The specific objectives of a Food Design Lab are to develop
new foods, generate new methodologies to innovate in food, train
human resources in the transdisciplinary field of Food Design, and
establish new collaborative relationships between those who
participate in the Labs and the organizations to which they belong. On
the other hand, there are variants that can be adapted to the
academic, industrial or civil society organizational context, which
pursue a didactic purpose and knowledge transfer of Food Design
methodologies.

EL CICLO
THE FOOD
ALIMENTARIO
CYCLE

This map shows the 5 instances that exist in the food cycle: from
production to consumption, and all that is involved in and around
these instances. It is possible to go from the first instance to the fifth
directly (eat an apple directly from the branch of a tree), but generally
we go through some or all of the intermediate instances. There are
many other external and internal considerations in this simplified
scheme, including; geography / culture / logistics / market /
technology / climate / policies / waste / post and pre cycles, but the
purpose of this graph is to dimension and recognize the full context of
the "food universe".

THE 7 SENSES
OF FOOD
HEALTH

We understand "sense" in its double meaning: sense as sensorial and as
meaning. We seek to give a wider sense to the concept of food health
while we explore our sensoriality (added to our cognition) in order to
envision and develop new and better food experiences. The 7 Senses
of Food Health are the base that allow us to displace the horizons of
what we consider health, breaking the corset that restricts it to the
strictly nutritional, to expand it towards an understanding of food
health that includes the context and cultural, social act of the food
and eating. These are the 7 senses that we consider relevant for the
Food Design framework

TOTAL QUALITY
OF FOOD

In order to give greater clarity and transparency to terms that are
usually used in isolation (e.g., organic, nutritious, sustainable, natural,
healthy, etc.), generating confusion and fragmentation of a systemic
understanding of food quality, we propose to consider the following
attributes to measure them as a whole: (the case of plant food is taken
as an example, but the same model can be adapted for animal source
food). The term quality is defined here as the set of properties that
make the topic in question comply optimally with the proposed
function.
These notions of food quality have to be taken in context with the
quality of eating, which is where the degree and type of food is
measured; sense, quantity, speed, solid and liquid compliments,
moment and context of intake, etc., in order to be able to approach an
understanding of the relationship between food quality and the
quality of eating, which is ultimately how the quality of our
relationship with food is defined

TOTAL QUALITY
OF EATING

Towards the goal of having greater clarity about "how to eat?", some
factors that affect the total quality of eating are considered. We
should take this into account if we want to promote a better
relationship with food, because no matter how good, clean and fair the
food is, if our interaction in the intake is not happy (natural, balanced),
we will not be able to take advantage of good food either. These
questions are applicable to each meal session itself. The term quality is
defined here as the set of properties that make the topic in question
comply optimally with the proposed function.
These notions of the quality of eating have to be taken in context with
the quality of the food in order to be able to approach a complete and
complex understanding of the relationship between both, which is
ultimately how the quality of our relationship with food is defined.

FOOD
DESIGNING
PROCESS

The process of design is a complex one, subject to different views,
values and methods, not being a "correct" protocol or methodology
accepted worldwide. Far from proposing a formula, here we take a
look at the stages and strategies that our Food Design Lab uses in the
process of generating new ideas and putting them into practice in the
food scenario. This schematic diagram shows a number of factors that
affect and inform the design process, including parameters of viability,
impact, cost / benefit evaluation of various types of resources, etc.,
which we take into account during the full design process.
On the other hand, considerations as specific as is the case of food
forms (food morphology) is described and addressed separately, to
maintain this simple but complete diagram. It is worth clarifying that
every specific design case implies an adaptation of this scheme
according to designer and context parameters or preferences

FOOD
MORPHOLOGY

Form matters

Just as form plays a fundamental and leading role in many areas of our
lives (architecture, product design, clothing, communications, etc.),
for some reason it has not been given too much importance in relation
to food. Approaching this topic opens up an immense universe to
explore that goes from the forms in which nature offers us its food, to
how we transform them through diverse processes into various
products (new food forms). A first step to be able to analyze,
understand and describe food morphology is the definition of its
attributes. It is worth mentioning that at all times we are talking about
the morphology of food at an ocular scale. Towards this goal the
following statement is proposed with an emphasis on the food
product- All food products possess these 3 morphological attributes:

• Describable shape
• Measurable size and weight
• Identifiable character

DESIGN OF THE
FOOD
EXPERIENCE

We understand food experience as a mode of knowledge derived from
observation, participation and the experience of a given food action or
event, which at the same time can be shared in the form of a narrative.
We define the food action as a punctual event (e.g., tasting a bite), and
the food event as a set of organized actions (e.g., a meal).
Just as there are infinite natural experiences, there are infinite
experiences that are created or designed. In the world of food, users
participate in a large number of situations where experiences with
food are preconfigured to give meaning to the action or event and
emotionally connect brands (commercial or not) to users, trying to
recreate experiences that are pleasant and memorable.
All experience is surrounded by the search for meaning, and that is
ultimately the goal of designing a food experience. Examples of
meaning for an experience can be; do it yourself, be part of a
collective, learn, get involved, take care of health, care for the
environment, etc.
Experiences between users and food can be given at the time of
purchase, preparation, eating or post-eating. At the same time, the
elements that configure the user experience can be grouped into
these categories of analysis

FOOD
EJES
SEMÁNTICOS
SEMANTIC
ALIMENTARIOS
AXES
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When designed there is always a semantic dimension of the product in
question. The product becomes the vehicle or carrier of the meaning
it emits. Foods signify and communicate things in and of themselves
(e.g., a cake = celebration) and branding can hinder or enhance that
meaning. An industrial snack could hardly communicate a healthy
universe while a functional drink is usually located mentally next to
sports activity.
From there, we can map the level of incidence that each of the
semantic axes has on the general meaning of the food in question (a
scale of 0-10 is used). With this map in view we can perform a shift of
this meaning. As an example we can see that Maqui (a wild berry with
significant health properties) can be placed in a given semantic field;
(freeze dried) and rational (nutraceutical properties), however, by
designing it as a pepper mill and giving it the name "Patagonia", it
becomes a communicator of the artisanal (the use of the mill) and
poetic (the Patagonian region imaginary), leaving behind the
functional and pharmaceutical sense of the initial product to become
a gastronomic and identity carrier.
Making an analysis of the semantic fields in which a given food is
located in allows us to orient it towards where we want this food to be
placed in the mental universe of the potential user. This map of the
semantic axes defines 9 pairs of meanings that are located as opposite
poles

ECOSYSTEM
OF FOOD
INNOVATION

Towards a value network

We propose a model of non-linear food innovation, which allows us to
understand the multiple interactions between the different actors
that make up the food ecosystem in a given territory. This model can
be seen in a generic and specific version, in addition to visualizing its
variants according to the instances of the food cycle in which they
occur. For this purpose, we design the food value network composed
of actors (main one accompanied by institutional and commercial
support) and flows (material, economic, information and knowledge),
which have a specific purpose.
In the value realm of food, different chains and value cycles are
articulated. The network concept allows us to better understand that
the process of added value is not linear and does not necessarily follow
a direction that originates in the primary activities and ends up in the
consumer or end user, it is rather complex and puts the focus on the
interactions of the actors, not only in the mere existence of them.
Today we observe producers who offer agro tourism services to end
users and at the same time sell their products in traditional
commercial channels. There are also gastronomic spaces where you
can consume products that are grown in their own gardens.
Nevertheless, for didactical purposes we have divided the value
network
in
5
instances
(production,
transformation,
commercialization, acquisition and appropriation), which in turn
intersect with the 3 types of activities that we map (main one
accompanied by commercial and institutional support) in order to
visualize the actors and the relationships that make up its ecosystem.
Based on the previous generic model, we have proposed specific case
of mapping and analysis, such as the version of argentine organic
foods, to better visualize the set of actors and their interactions that
shape it's ecosystem.

ECOSYSTEM
OF FOOD
INNOVATION
Environments and
attributes

We define innovation as the successful result of a useful improvement
for a given purpose, in this case in relation to food. This result can be
material or intangible. This model breaks down and ponders the
factors that can foster food innovation and how they interact with
each other, thus allowing us to understand and compose scenarios
that foment the desired innovations
1. Environments: composed of different actors who, in turn, have
different profiles, intentions and contributions.
2. Mediators: these are the factors that mediate the ease with which
these actors can innovate, and include: quantity, quality, connectivity
and barriers, to name a few.
3. Attributes: includes the instances, sense, mode, degree and
vehicles of food innovation.

ALIMENTEX

As a first approximation to a functional model (software) that allows to
visualize the infinite quantity and types of food that can be generated,
a scheme is proposed that contemplates the 3 basic components that
every process of food creation requires; ingredients + processes +
forms. This model is in the development and validation stage, and is
shown here in a simplified and static way, since the model itself is a
computer program that allows introducing the different inputs,
modifying variables and seeing possible results. The function of
Alimentex is to be able to better understand the possible variables and
their mutual influences thereof, in the creation of complex foods
(those that are not in their natural state and usually consist of two or
more ingredients). It is designed for different users, depending on the
degree of knowledge and experimentation intended, but its essence is
accessible to anyone interested in envisioning the infinite range of
possibilities to create new food products.

INGREDIENTS
INSUMOS

Here we make a first distinction between what we consider the
fundamental food compared to the accessory food.
1. Fundamental Food is the one that gives us the greatest amount and
quality of nutrients (e.g. potato, apple, artichoke, etc.)
2. Accessory Food
2.1 Food as an accessory for the increase of pleasure is the input that
is used to highlight the fundamental ingredient by improving its flavor,
texture, etc. (e.g.: umami, salt, sweetener, etc.)
2.2 Food as a health accessory is the input that is used to make the
fundamental ingredient healthier by slowing down its decomposition,
neutralizing acidity, etc. (e.g.: salt, sweetener, etc.)
2.3 Food as a behavioral accessory is the input used to make the
fundamental ingredient work better by serving as a binder, solidifier,
etc., (e.g.: gelatin, starch, etc.)
(Scheme considering only inputs of the vegetable kingdom)*
*Plantae
A taxonomy of the plant kingdom is of little use in this model, but in any case it is named, taking as reference the scientific
classification that orders it thus:
- Spermatophytes or phanerogams
- Bryophytes or non-vascular plants
• Gymnosperms
• Mosses
• Angiosperms
• Liverworts
- Algae
• Anthoceros
• Prokaryotic autotrophs
- Tracheophytes or vascular plants
• Eukaryotic seaweed
• Pteridophytes

PROCESOS
PROCESS

We can categorize the vast majority (perhaps all?) of the generic
operations of transforming a food into the three fundamental groups
described below, from which appear endless specific operations
applied to process a food. Many times these operations occur
simultaneously (e.g.: beating while adding ingredients = reconfiguring
+ alchemy)
1. Reconfiguration - change the form of a food by mechanical means.
2. Time / Temperature / Atmosphere / Pressure - change the chemical
composition of a food by changes in temperature, atmosphere and /
or pressure, regulated by time.
3. Alchemy - changing the chemistry of food by chemical means.
.

CHEMISTRY

FORMS

We can categorize all conceivable forms by means of a morphogenetic
scheme of the "morphoverse". Following is a suggestive scheme, not
exhaustive, of generative or parameterizing categories of the
morphoverse

Following is a sample of the
research models used to create the
proposed categorization of the inputs.
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APPENDIX

INGREDIENTS

INSPRATIONAL RESEARCH BASED ON BIOLOGICAL MODELS

What are the potential sources of food on earth?

INSPRATIONAL RESEARCH BASED ON GEOGRAPHICAL SOURCES

Where are the potential sources of food on earth?
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INGREDIENTS

INSPRATIONAL RESEARCH BASED ON BIOLOGICAL AND PHYSIOLOGCIAL FUNCTIONS

Why do we eat?
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INGREDIENTS

INSPRATIONAL RESEARCH BASED ON PHYSCO/SOCIAL PARAMETERS

What factors are limits to what we eat?
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INGREDIENTS

INGREDIENTS

FINAL INPUT STRUCTURE PROPOSAL

How can we conceive a hierachical taxonomy of food? (Eg: branching of plant based)

INSPRATIONAL RESEARCH BASED ON DEGREE OF COMPLEXITY

What are the degrees and instances of complexity in food processing?

Amasar
Desmenuzar
Amasar
Dividir/Separar
Asar
Estirar
Batir
Golpear
Blanquear
Manos

Mezclar
Brasear

Partir

con el cuerpo

Congelar
Pelar
Cortar/Picar
Plegar
Deshidratar
Tejer
Desmenuzar
...
Dividir/Separar
Pies

Pisar
Escalfar
Desmenuzar

Amasar

Calentar

Batir

Boca

Cortar/Picar
Dividir/Separar
Estirar

PROCESOS

con herramientasmanuales

Golpear
Mezclar
Moler
Partir
Pelar
Rallar
...

Estirar
Estofar
Freir
Golpear
Gratinar
Hervir
Hidratar
Hornear
Licuar
Mezclar
Moler
Partir
Pelar

con herramientasautomatizadas

Plegar
Rallar
Refrigerar
Rotisar
Saltear
Sofreir
Tostar
...
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PROCESSES

INSPRATIONAL RESEARCH BASED ON ANALOGIES OF OTHER MANUFACTURING
INDUSTRIES

What can we learn for food from other manufacturing industries?
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PROCESSES

FINAL INPUT STRUCTURE PROPOSAL

How can we typify food transformation processes?

CHEMISTRY
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PROCESSES

INSPRATIONAL RESEARCH BASED ON GENERATIVE & TRANSFORMATIVE MODEL

What would the morphogenetic universe look like, as a generative
process for the continuous and infinite transformation of forms?
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FORMS

FINAL INPUT STRUCTURE PROPOSAL

What are the factors that inform physical forms?
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FORMS

CASE

CORN
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Illustrative diagram of how the decision path would be visualized according to available parameters and based on pre-established objetives or open to experimentation.

CASE

The COW
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Illustrative diagram of how the decision path would be visualized according to available parameters and based on pre-established objetives or open to experimentation.

(…)!
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FRUITS (evaluation of variables for innovation potential)

(…)!
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VEGETABLES (evaluation of variables for innovation potential)
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