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Design Principles from the Textbook

Development Cycle (p62) - successful products typically follow four
stages of creation: requirements, design, development, and testing

Garbage In-Garbage Out (p94) - the quality of system outputis
dependent on the quality of system input »“‘

Vend
RO

Iteration (p118) - process of repeating a set of operations until a
specific result is achieved

Life Cycle (p126) - all products progress sequentially through four
stages of existence: introduction, growth, maturity, and decline

Prototyping (p158) - simplified models of design to explore ideas

Storytelling (p186) - creating imagery, emotions and understanding
through an interaction between a storyteller and an audience
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This cluster of principles from the textbook all deal with various aspects of Design Process...
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Successful Products typically follow four stages of creation:
requirements, design, development, and testing

Requirements - formal process to gain understanding about user
wants and needs:; best obtained through controlled interactions
between designer and target audience

Design - iterative exploration of concepts to meet the needs identified
in the requirements research in order to create a final specification

Development - turn specification into final end-product through
creative use of materials and manufacturing processes

Testing - validate requirements, design specifications, and end-
product execution with the target audience

Universal Principles of Design - 62
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The first is Development Cycle...(see slide for summary)...these four stages are generic and very
general to be sure...
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requirements, design, development, and testing

Requirements - formal process to gain understanding about user
wants and needs; best obtained through controlled interactions
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Design - iterative exploration of concepts to meet the needs identified
in the requirements research in order to create a final specification
Development - turn specification into final end-product through

creative use of materials and manufacturing processes

Testing - validate requirements, design specifications, and end-
product execution with the target audience
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The first is Development Cycle...(see slide for summary)...these four stages are generic and very
general to be sure...
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The first is Development Cycle...(see slide for summary)...these four stages are generic and very
general to be sure...
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The first is Development Cycle...(see slide for summary)...these four stages are generic and very
general to be sure...
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Successful Products typically follow four stages of creation:
requirements, design, development, and testing

Requirements - formal process to gain understanding about user
wants and needs:; best obtained through controlled interactions
between designer and target audience

Design - iterative exploration of concepts to meet the needs identified
in the requirements research in order to create a final specification

Development - turn specification into final end-product through
creative use of materials and manufacturing processes

Testing - validate requirements, design specifications, and end-

product execution with the target audience
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The first is Development Cycle...(see slide for summary)...these four stages are generic and very
general to be sure...
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...for instance, here is an actual set of stages with accompanying list of activities that a large

corporation employs to qualify and develop a product for market. One way to judge how robust this
process is, is to realize that each of the listed activities represents the work of one individual over

several months period of time.

Ever notice how
same for any big enterprise.
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The quality of system output is dependent on the quality of system
input

Principle grew out of computer science and has been generalized to
apply to most systems, especially complex creative endeavors that are
built on information

Problems of ‘type’ of information occur when the information input
doesn’t match what's expected, like a phone number in a credit card
number field on a website

Problems of ‘quality’ of information occur when the information is the
correct type but is defective, like the wrong credit card number being
inputted into the correct field

Both problems require design affordances and constraints to guide

and qualify the original information
Universal Principles of Design - 94
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This common axiom grew out of the software industry, but it applies to all things designed, having to
do primarily with understanding the targeted user or intended audience before you create your desig
specification.
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This common axiom grew out of the software industry, but it applies to all things designed, having to
do primarily with understanding the targeted user or intended audience before you create your desig
specification.
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This common axiom grew out of the software industry, but it applies to all things designed, having to
do primarily with understanding the targeted user or intended audience before you create your desig
specification.
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This common axiom grew out of the software industry, but it applies to all things designed, having to
do primarily with understanding the targeted user or intended audience before you create your desig
specification.
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