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SME businesses/companies have grown In
complexity over theyears:

A increasedstriving for performance enhancement in the
competi tiwiel Ifagg eoob a |

A greater degree of informational uncertainty and

| mpreci sion i n businesseso
environments.

A Increasedflow of data comingtogetherwith loT,
Industry 4.0,CPSs




AAAAAAAAA

aaaaaaaaaaaaaaaaa
mmmmmmmmmmmmm
OOOOOOOOOOOO

This complexity makes the application of
traditional quantitative tools as problem
solversquestionable

Two perspectivethat canhelp:

AExperienceengineering
ASimulationmodelling
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Knowledge Engineering

[IKnowledgéExperienceengineering KE/EE) Is a
discipline that aims at offering solutions for complex
problems by the means of integratexperiencento
computer systems.

11t involves the use and application of several compu
science domains such as artificial intelligence, knowle
representation, databases, and decision support syst
,among others.
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Severalapplications perform decisions in a structured
and formal way (i.e. formal decision events).
]
All these formaldecisionevents are usually
disregarded once the decision is made, or evarorse, if
the system is queried again, thdecisionmaking
processhas to be repeated.

The question was:

What could be done with such decision
making experience? !
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Multiple applications
produce various
decisional experiences in
different environments.
We have definefbur
basic componenthat
surround decision
making event$ a
decisional experience.
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The four components are variables, functions, constraints, and rules.

If X>70 then K = good R
If W<2thenZ =2
If G=blue then B = high

RCRGRy

2X+3Y.V <= 3450 C
H>=Excellent
G<>blue AND Y+70X<2500

Max P=3%2Y+RQ F

Max K=Excellent C.CCCC,
Min C=YQ AND B=high

FCFCF, =
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Image creditU.S. Department of Energy Human Genome Program (http://www.ornl.gov/hg

Surrogate/substitutesedto determineconsequences

Setof ontologicalcommitments termto think abouttheworld
Fragmentaryheoryof intelligentreasoning,

A mediumfor efficientcomputationenvironmentorn t hi nki ng c‘)I
A mediumof humanexpressionn which we candescribeheworld




AAAAAAAAA

visual interaction

eeeeeeeeeeee

Knowledge Caollection:and
Dlstrlbutlon by Using Set of

Decisionzl DNA (DDNA)




