9/12/2009

Three criteria for design outcomes [d.school]

The core design process [d.school]
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IDEO variant with activities [d.school]
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IDEO variant emphasizing loop [Terry Winograd]
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“Blomants of Design Process” [Moggridge, 2008]
SAP Design Led Innovation (DLI) process [SAP Design Services Team]




Abstraction/Analysis cycle [Michael Barry]
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Build/Test cycle [d.school]
ITERATION
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Prototyping stages [ Hans Haenlein, IDEO.]
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Diverge/Converge fractal [Terry Winograd]
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Necktie model of flare and focus [d.school]
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The design squiggle [Damien Newman]
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Abstraction Trajectory [Nicole Kahn, Michael Barry]
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Empathy diagram [d.school]

Quotes & defining words l Thoughts & beliefs

Feelings & emotions

Actions & behavj — |
B
ey MV

Classic Waterfall model of Software Development

Spiral software development [ Boehm]
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Interaction design [Dan Hill]
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Information system design [Jesse James Garrett]
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