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Introduction
Design model, design strategy, design mode: all these are names of theoretical constructs trying to describe and to explain a process difficult to grasp and observe - design. In this communication, two points will be presented for discussion: how design thinking changes depending on the medium of design; and what remains unchanged. Even if the thoughts presented here are the result of a five-year observation study in the context of teaching architectural studio, at this stage, more questions are asked than answered. 
1. On the medium
For this study, a medium is defined as an intermediate or direct instrumentality or means; and as something that helps the communication and the relations in a given process. In this respect, a computer cannot be a medium itself, but a specific representation type or computational approach to design could be one. This implies, for example, that a designer only changes the tool but not the medium if she uses free-hand drawing software on the computer to sketch her designs. But she changes medium if instead of making a cardboard mock up, she uses parametric objects; or if she simulates the influence of some forces from the context of a building on its form, for example. 
2. On the method of observation

Two qualitative methods of observation were compared in terms of the quality of the evidences gathered on the design process: retrospective protocol (Gero & Tang 1999) and natural verbalization by dialogue (Scaletsky 2004) when working in teams of two on small design project. In both cases, the design process was video recorded by a camera and by screen-capturing software (when the work was done on computer). Verbal expression, graphic actions, depictions and gestures were described and coded in order to provide a synthetic representation of the data. 
The data gathered by natural verbalization proved to be much more precise in terms of the declared intentions for a given design action. It gives better understanding of the idea-triggering mechanisms as well (Iordanova & Tidafi 2007). It brings interesting evidence on the communication and the interaction when working in a team (Iordanova et al. 2006). 
3. What changes with the medium
According to Oxman (2008), digital design defines a new body of architectural concepts and ways of thinking that are distinct from traditional ones. According to our observations, in terms of actions leading to emergence of ideas, a new moment introduced by digital media was the effect of continuous parametric transformations. Sometimes, only abstract rules were defined by the designer and the task of ‘form-sculpturing’ was left to the computer for a while, before the architect takes-over the control again. An interesting cognitive aspect observed was that even the design intent is changed according to the known new possibilities of the medium.
4. Conclusion

What remains unchanged in design thinking should be defined as intrinsic for this creative process. In an architectural context, linking a form or a space to an abstract idea, and vice-versa, seems to be omnipresent, and a driving force for the evolution of the project. But the question of “what remains unchanged” still has to be explored. Its eventual answer will provide grounds for assisting or ‘augmenting’ essential design processes and not only reinforcing one medium or another. 
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