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Higher Level Design - 4 Levels



Four Levels of Design 



General Design Awareness
How to Choose



We are all designers. We 
manipulate the environment, 
the better to serve our needs. 
We select what items to own, 
which to have around us. We 
build, buy, arrange, and 
restructure: all this is a form 
of design. When consciously, 
deliberately rearranging 
objects on our desks, the 
furniture in our living rooms, 
and the things we keep in our 
cars, we are designing. 

Epilog to Emotional Design, Don Norman, 
2003
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Leonardo da Vinci’s Ornithopter 

General Design Awareness           Helped by Tradition



General Design Awareness           Helped by Education



Specialist Design Skills
How to Do It



Design Skills - Architecture 

Mies van der Rohe
Farnsworth House
1946-50



Design Skills - Architecture - Modernism, expression 

Frank Lloyd Wright
Falling Water, 
1935-39



Design Skills - Industrial Design - Modernism, less is better 

Mies van der Rohe, Farnsworth House, 1946-50

Frank Lloyd Wright
Falling Water, 
1935-39

BRAUN coffee makers



Olivetti Valentine, 1969

Design Skills - Ettore Sottsass 



Design Skills - Post-Modernism: Ettore Sottsass 
Memphis



Design Skills - Post-Modernism: Ettore Sottsass 



Design Skills - Archetypes 

Leaf - Yves BeharTizio - Richard Sapper



Design Skills - Interaction Design



Interdisciplinary Design Thinking
What to Do



An Innovation Framework



Design Thinking - What Should Shimano do in the USA? 



Shimano Coasting - Some of the Components 



Shimano Coasting - 4 Manufacturers in the First Year 



Shimano Coasting - Website Design - Homepage 



Shimano Coasting - Website Design - Dealers 



Disciplines - & Business, Brand & Sustainability Factors 



Design Research - IDEO’s Innovation Process



Design Harnesses Tacit Knowledge, or Learning by Doing 
Courtesy Jared Spool 



IDEO San Francisco 



Design Thinking - Project Room - Shared Mind 



Design Research
How to Know



“Design research is an 
activity that aims to 
produce knowledge useful 
to those who design.”

Professor Ezio Manzini 



“Design research . .  
means getting out of the 
office, being where 
customers are, becoming 
aware of and sensitive to 
social trends and the broad 
ecology of stakeholders, 
rolling up our sleeves to try 
out unfamiliar things first 
hand.”

Jane Fulton Suri



Design Research - Model for Innovation
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Services and Systems 
Phone Services



Services and Systems 



Phone services used to be simple



Not any longer



The i-mode service



Shibuya, Tokyo



Takeshi Natsuno



The little bear



Applications



Differences between Japan and the USA



Services and Systems
Apple Music System



iTunes came first 



... then came the iPods (portable music players) 



... then came the iTunes Music Store 



... and even later, the iPod touch



Paul Mercer 



... and at last the phone functionality!



... and at last the phone functionality!



Wii Tennis



Epoc - brainwave input sensors
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People and Prototypes



People



Human Factors in Design



 

To design for connectivity

To design user interfaces

To design physical behaviors

To design physical objects

 

^  User Experiences

^  Cognitive Psychology

^  Physiology

^  Anthropometrics

Human Factors in Design



To design a physical object like these sun glasses for Nike,



We have to know how big we are (anthropometrics)



To design a comfortable chair like this for Steelcase,



We have to know how the spine moves (physiology)



To design the user interface for this underwater camera,



You need to control both camera and submarine



And to know how people think (cognitive psychology)



To design services, we must consider the whole experience 



Smart Phone Service - UMPC (Ultra Mobile PC) for Intel 



Design for Different People



Design for Different People



51 Ways of Understanding Latent Needs and Desires



IDEO Methods Cards - 4 Categories

LEARN - Analyze the information you’ve collected.

LOOK - Observe people to find out what they do.

ASK - Enlist people’s participation to elicit insights.

TRY - Create simulations to help empathize with people.



LEARN ~ Analyze the information you’ve collected.

Flow Analysis                Cognitive Task                Historical Analysis         Affinity Diagrams
                                    Analysis      



Fly on the Wall              A Day in the Life           Shadowing                     Personal Inventory
                                         

LOOK ~ Observe people to find out what they do.



Conceptual                    Collage                          Foreign                          Draw the
Landscape                                                         Correspondents             Experience

ASK ~ Enlist people’s participation to elicit insights.



Empathy Tools                Scenarios                      Next Year’s                     Informance
                                                                        Headlines            

TRY ~ Create simulations to help empathize with people.



Complimentary to Market Research Methods



Prototypes



For objects you prototype in a shop, for electronics in a lab



For screen design, you prototype in Macromedia or Flash



For services you prototype with stories 



Experiential prototype



3 Stages of Prototyping



Inspire - Interactions



Inspire - Interactions



Inspire - Stories - Enactment



Evolve - Interaction



Evolve - Interactions - Office IP Phone for Cisco 



Validate - Interactions as Stories 



Validate - Stories - Intel UMPC - Social Networking Service



Validate - Stories - Intel UMPC - Social Networking Service
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Expanding Contexts



Expanding Contexts for Design in a Connected World



Personal Products expand to
Health and Well Being 



Personal Products - Western Digital - My Passport



Health and Well Being - Kaiser Permanente - Thrive



Kaiser Permanente - Perinatal Journey Home - Study



Kaiser Permanente - Perinatal Journey Home - Board



Smart Space Design expands to
Social Impact Programs



Smart Space Design - UC Irvine  



Smart Space Design - UC Irvine  



Smart Space Design - UC Irvine  



Design for Social Impact



Design for Social Impact



Design for Social Impact



Design for Social Impact



Trying to plow after an overnight stay



Delivering water in India as part of an observation



Prototyping products and services during a workshop



Sustainable Products expand to
Global Sustainability 



Sustainable Products - Material Selection



A Scandinavian Milk Container with an air handle, . . 



. . very little material . . 



. . that bio-degrades to water, chalk and CO2 . .



. . from Ecolean. 



Global Sustainability - Shinichi Takemura - Media Producer 



Tangible Earth Demonstration 



Tangible Earth Installation - G8 Summit - Hokkaido



Designing Innovation
Thank You!


