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Sparking the 0G Und. ding the Complexi
Phenomenon Pop Up (PPU) : 2 M T Ep e s

Selection of Every Phenomenon has a
design

COMPLEXITY
ORDER

B The Innovation Meta-Map

JCTURE shapes a well
ordered mental map.
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Engineering to Art Topic
p nd strategy, in order
to begin the project the right
way since its kick off.

In this stage is very important to Classify

v v v v v and Prioritize the information gathered,
Who?  Where? Why? When? ~ How? according with the Core Questions in the
jective Subjective Subjective Cultural and Regional Indicators, as well

INFORMATION GATHERING
AND ORGANIZING

Subjs
as in the Contingent Indicators spot. The
prioritizing process must be through
filtering and selecting from the Global to
the Particular scenarios, or from the
Subjective to the Objective.
The main Objective of this phase is to find
out CUES in the worst case scenarios to
devise the simulation environment that we
must prepare for the next stage.
Chijective Objective Objective

GATHERING OF GENERAL REQUIREMENTS AND OVERALL FEATURES

ANALYZING THE PHENOMENON IN THE DEEP OBSERVATION STAGE

THE MOVIE OF EVERYDAY LIFE

£

The simulation should cover the

extreme scenario users (If required) Every phenomenon is DYNAMIC, that is
why a Phenemenon must be deeply

analyzed in a Time Line format, frame by
frame, in the movie of every day life.

'WHERE, WHEN and HOW the

) Phenomenon happens, WHO is the
protagonist and other stakeholders, since

usability will not only impact the final user

but everyone involved in all USE stages.

SUMULATING AND
ANALYZING

SIMULATE AND ACT THE SITUATION

Deep observation trough the action

SIMULATE AND ACT THE STUATION c 0% DDDD 100% 0

Seed Seed
concept concept

DESGIN DEVELOPMENT BEGINS

The architecture or configuration of the product has been achieved, and the product or
service is ready to enter the characterization phase or aesthetic phase.

v/ FILM OF EVENTS (Thumb nail / frame to frame analysis)
( l l \ Story Telling, UX (User experience)
a Ul {User Interaction), User Usability
= &User Perception
<< Seed Seed Seed Seed
(L] concept concept concept concept
=9
|: E SIMULATE AND ACT THE SITUATION
a N Seed Seed Sead
Z 3 concept concept concept
S5<
o3
v >
wvi
o
e
o

G‘.
Eg

MASTER CONFIGURATION.
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process a ategy, in o
to begin the project the right
way since its kick off.

In this stage is very important to Classify

v v v v v and Prioritize the information gathered,
Who?  Where? Why? When? ~ How? according with the Core Questions in the
jective Subjective Subjective Cultural and Regional Indicators, as well

AND ORGANIZING

Subjs
as in the Contingent Indicators spot. The
prioritizing process must be through
filtering and selecting from the Global to
the Particular scenarios, or from the
Subjective to the Objective.
The main Objective of this phase is to find
out CUES in the worst case scenarios to
devise the simulation environment that we
must prepare for the next stage.
Chijective Objective Objective

GATHERING OF GENERAL REQUIREMENTS AND OVERALL FEATURES

INFORMATION GATHERING

ANALYZING THE PHENOMENON IN THE DEEP OBSERVATION STAGE

THE MOVIE OF EVERYDAY LIFE

£

The simulation should cover the
extreme scenario users (If required) Every phenomenon is DYNAMIC, that is
why a Phenemenon must be deeply
analyzed in a Time Line format, frame by

® " frame, in the movie of every day life.

(.\ 'WHERE, WHEN and HOW the

" ) Phenomenon happens, WHO is the
protagonist and other stakeholders, since

usability will not only impact the final user
but everyone involved in all USE stages.

SUMULATING AND
ANALYZING

SIMULATE AND ACT THE SITUATION

Deep observation trough the action

SIMULATE AND ACT THE STUATION c 0% DDDD 100% 0

v/ FILM OF EVENTS (Thumb nail / frame to frame analysis)

( l \ Story Telling, UX (User experience)
Ul {User Interaction), User Usability

&User Perception
Seed Seed Seed Seed
concept concept concept concept
SIMULATE AND ACT THE SITUATION
Seed Seed Seed
concept concept concept
Seed Seed
concept concept
DESGIN DEVELOPMENT BEGINS

The architecture or configuration of the product has been achieved, and the product or
service is ready to enter the characterization phase or aesthetic phase.

VISUALIZING

CROSS POLINATING AND
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B Abstract

Observation: industrial design projects tend to start with the wrong approach

Consequence: loss of resources, time, professional relationships

Proposal: PRODUCT IDENTITY FOOTPRINT
Design Order and Product Universe Coordinate Chart
Value Factor Prioritization Tool

Type of Project

Goal:
To clarify the Fuzzy Front-end (Vogel, Cagan) by providing a shared and co-developed view by the development

team, that can increase the chances for success and decrease uncertainty of project development.
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B The personalities of the development team

Project sponsor: “| know exactly how the new chair should be, because |
understand the problems of my company.”’

Marketing team: “We need to match the competition and follow what our focus
groups say. It needs to follow the new trends”

Planning team: “The new chair has match our budgetary and time expectations.”

Engineering team: “The new chair needs to be made under our processes, it needs
to meet the project plan, and it needs to function properly.”

Designer team: “This is the opportunity to make an amazing chair, beyond what
chairs do today. Let’s do some innovating!”
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TYPE OF DESIGN INVOLVED
DISCIPLINES | HUMAN RESOURCE EXPERTISE
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BN Commonly misunderstood concepts in early product development

TYPE OF DESIGN INVOLVED
DISCIPLINES | HUMAN RESOURCE EXPERTISE

WHAT NEEDS TO BE PRIORITIZED
DESIGN AND MANUFACTURING STRATEGY

TYPE AND SCOPE OF THE PROJECT
A REAL ECONOMIC AND TIME PANORAMA
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BN From art to engineering

Purpose:
PRACTICAL AND ECONOMIC

Effectiveness = efficacy + efficiency

Purpose:
EMOTIONAL AND ECONOMIC

Transmit or provoke
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RATIONAL EMOTIONAL
DIMENSION DIMENSION

DESIGN UNIVERSE

GLOBAL PURPOSE = PRACTICAL + ECONOMIC + EMOTIONAL PURPOSES




RATIONAL EMOTINAL
DIMENSION DIMENSION

ESIGN UNIVERS

= PRACTICAL + ECONOMIC + EM




DESIGN MULTIVE
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RATIONAL EMOTIONAL,
DIMENSION DIMENSION



I Utilitarian product universe

to engineering to transitional-wholistic
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B Emotional product universe

to transitional-wholistic UNIVERSE OF EMOTIONAL PRODUCTS

to art




DESIGN MULTIVE
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RATIONAL EMOTINAL
DIMENSION DIMENSION
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B A product’s global purpose

RATIONAL N EMOTIONAL
DIMENSION DIMENSION '

PRACTICAL PURPOSE

ECONOMIC PURPOSE
Practical Cost-Benefit
Emotional Cost-Benefit
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BALANCE OF PRACTICAL, ECONOMIC, AND EMOTIONAL PURPOSES = GLOBAL PURPOSE

EMOTIONAL PURPOSE




UTILITARIAN UNIVERSE TRANSITIONAL-WHOLISTIC UNIVERSE EMOTIONAL UNIVERSE
PRACTICAL AND ECONOMICALLY BIASED PRACTICAL, ECONOMICALLY AND EMOTIONALLY BALANCED AESTHETIC AND EXPERIENCE BIASED

GLOBAL PURPOSE EMOTINAL

Economic Purpose

( Practical Practical Emotional Emotional ]
L VALUE FACTORS cost-benelit Bt b B R J

[ " = = .\.L-\'
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B Buchannan’s design orders

Signs Symbols,
Images & Print

Physical Objects

ORDER Busines:s, Organizations,
OF Education, Government,
ORGANIZATIONAL Institutions



B Design order and product universe coordinate chart

“S\_“ONAL-WHOLISTIC U"”ng
S,

Signs Symbols,
Images & Print

Physical Objects

ORDER Business, Organizations,
OF Education, Government,
ORGANIZATIONAL Institutions




BN Understanding the initial Complexity

Undestanding
.. Communication
the Initial Design
Complexity

Identification of
Complexity
Order

Construction
Design

Organizational
Design

Experience
Design

Model of
Industrial Design
Univereses

Universe of

Utilitarian products Universe

of Transitional
Wholistic products

Universe
of Emotional
products
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COMMUNICATION

PERSEPTION &
INTERACTION
LEVELS

INTANGIBLE INFORMATION
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B Design order and product universe coordinate chart

EXPERIENCE

CONSTRUCTION

DESIGN ORDER

COMMUNICATION

PERSEPTION & SMART INTERACTION

INTERACTION

LEVELS DIGITAL INFORMATION DIGITAL INTERACTION

INTANGIBLE INFORMATION PHYSICAL INFORMATION PHYSICAL INTERACTION




B Design order and product universe coordinate chart

EXPERIENCE

CONSTRUCTION
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COMMUNICATION

PERSEPTION & SMART INTERACTION

INTERACTION

LEVELS DIGITAL INFORMATION DIGITAL INTERACTION

INTANGIBLE INFORMATION PHYSICAL INFORMATION PHYSICAL INTERACTION




B Design order and product universe coordinate chart

ORGANIZATIONAL

EXPERIENCE

DESIGN ORDER CONSTRUCTION

COMMUNICATION

PERCEPTIONM & SMART INTERACTION

INTERACTION

|
DIGITAL INFORMATION
LEVELS | DIGITAL INTERACTION

INTANGIBLE INFORMATION PHYSICAL INFORMATION PHYSICAL INTERACTION

DIMENSION
RATIONAL

UTILITARIAN UNIVERSE
PRACTICAL - ECONOMICALLY BIASED

TRANSITIONAL WHOLISTIC UNIVERSE E E.G.CALL CENTER E.G. PRINTED AND WEB-BASED E.G. PHONE E.G. AIRPORT
PRACTICAL, ECONOMICALLY OPERATOR SCRIPTS CORPORATE BRANDING MATERIALS E.G. EXECUTIVE OFFICE CHAIRS E.G. SMARTPHONES INTELLIGENT LOGISTICS
& EMOTIOMNALLY BALANCED ASSISTANTS AND SERVICES

EMOTIONAL UNIVERSE E.G.CALL CENTER E.G.VIDEOGAME E.G. MUSIC

VISCERAL & SYMBOLIC BIASED .G. MAGAZINE ADDS E.G. DESIGNER CHAIRS E.G. SMART TOYS



VISION
I Types of project PROJECT

NEW DEVELOPMENT

Discontinued Development

Discontinued Launch

MINOR ENHANCEMENT

Discontinued

MAJOR ENHANCEMENT
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Discontinued

MINOR ENHANCEMENT

Discontinued

Discontinued

MAJOR ENHANCEMENT

VISION
PROJECT

NEW DEVELOPMENT

Development
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Discontinued
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VISION
I Types of project PROJECT

NEW DEVELOPMENT

Discontinued Development

Discontinued Launch

MINOR ENHANCEMENT

Discontinued

MAJOR ENHANCEMENT
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B Value Factor Prioritization Tool

VALUE FACTOR VALUE SUB-CATEGORY Mid-priority High priority
How easy-to-use, intuitive, or ergonomic Usability
does the product have to be? 3 4 5 6
PRACTICAL How much does the product function Indicative function
PURPOSE need to be understandable? 3 4 5 6
How effectively and reliably does the Practical function
product have to work? 3 4 5 6
How important is it to allocate resources Practical cost-benefit
to make the practical purpose effective? 3 4 5 6
ECONOMIC
PURPOSE How important is it to allocate resources Emotional cost-benefit
to make the emotional purpose effective? 3 4 5 6
How strong of an emotional response is  Visceral appeal
the first impression aimed by the
duct? 3 4 5 6
product?
EMOTIONAL
PURPOSE
How much does the product rely on Symbolic meaning
connecting and resonating with the
person’s aspirations, lifestyle, ideas, 3 4 5 6
values, or similar concepts?




B Value Factor Prioritization Tool
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DESIGN ORDER AND PRODUCT UNIVERSE COORDINATE CHART

PROJECT STUDY

PRODUCT UNIVERSE

COMMUNICATION

PERCEPTION & SMART INTERACTION

INTERACTION
LEVELS DIGITAL INFORMATION

| | |
DIGITAL INTERACTION |

INTANGIBLE INFORMATION PHYSICAL INFORMATION PHYSICAL INTERACTION ; | !

= - _ - - -

Product Image

UTILITARIAN UNIVERSE
PRACTICAL - ECONOMICALLY BIASED

TRANSITIONAL WHOLISTIC UNIVERSE
. J PRACTICAL, ECONOMICALLY
& EMOTIONALLY BALANCED

EMOTIONAL UNIVERSE
VISCERAL & SYMBOLIC BIASED

ETHOS = General definition according to the i . | k | I
roduct universe guidelines.
P & UNDERSTANDING THE INITIAL COMPLEXITY
Identification of the complexity characteristics of the order to which the
COLD product or service belongs to.

[ ]
RATIONAL ~— INTERACTION
DIMENSION '_“. WARM a) Disciplines involved for project development.
EMOTIONAL | INTERACTION b) Humz?r‘\ re§ource dISCIp|II:leS required.
DIMENSION — c) ldentification of most suitable strategy for

O ﬁ\ll\'/lrglglng\,léﬁ(L design and manufacturing.

S d) Exploration of project scope.

e) Definition of the real vision that the client needs
to crystallize the project.

f) An economic scenario that demonstrates where
the customer should focus resources

Q Prosaic or Poetic Meaning level in the
Aesthetic Syntax Elements

\e J




Type of project

Design order and product universe coordinate chart

Product to be developed

Practical purpose:

name and picture

Economic purpose:

Emotional purpose:

DESIGN ORDER
COMMUNICATION
PERCEPTION &
INTERACTION
LEVELS DIGITAL INFORMATION
PHYSICAL INFORMATION
DIMENSION

RATIONAL

UTILITARIAN UNIVERSE

PRACTICAL - ECONOMICALLY BIASED
TRANSITIONAL WHOLISTIC UNIVERSE

PRACTICAL, ECONOMICALLY

&EMOTIONALLY BALANCED
EMOTIONAL UNIVERSE
VISCERAL & SYMBOLIC BIASED —
3|
EMOTIONAL l

‘ORGANIZATIONAL

EXPERIENCE

CONSTRUCTION

SMART INTERACTION

I
1
DIGITAL INTERACTION :
1

Value factor prioritization tool

Design and manufacturing strategy

person's aspirations, lifestyle, ideas,
values, or similar concepts?

VALUE FACTOR VALUE SUB-CATEGORY Mid-prlority High priority
How easy-to-use, intuitive, or ergonomic  Usability
does the product have to he? 3 2 5 5
PRACTICAL  How much does the product function  Indicative function
PURPOSE  need to be understandable? 3 n 5 &
How effectively and reliably doesthe  Practical function
product have to work? 3 4 5 6
How important is it to allocate resources  Practical cost-benefit
to make the practical purpose effective? 3 4 5 6
ECONOMIC
PURPOSE  pow Important Is it to allocate resources  Emational cost-benefit
10 make the emotional purpose effective? 3 4 5 6
How strong af an emotional response is  Visceral appeal
the first Impression aimed by the
product? 3 4 5 &
EMOTIGNAL
PURPOSE s much does the product rely on Symbolic meaning
eonneeting and resonating with the
3 4 5 6

Disciplines involved for development:

Human resource expertise required:

Economic and time panorama:

Design and manufacturing strategy:




Type of project

Design order and product universe coordinate chart

MAJOR ENHANCEMENT

Product to be developed

Metallic folding chair

Practical purpose:
To provide short-term seating in restaurants, cafes, or events
while being easy to store and transport.

Economic purpose:

The minimum amount of manufacturing processes (just
sheet metal cutting, tube bending, spot welding, and paint-
ing) shows this product is intended to be made as cheaply as
possible.

Emotional purpose:
There is ho aim to produce any respanse from the user. Only
color could be used.as possible.

ORGANIZATIONAL
EXPERIENCE
DESIGN ORDER CONSTRUCTION
COMMUNICATION
1
___________________________ I 1
percepiona 0 R B | SMART |NTERA(T|0NI
INTERACTION DIGITAL INFORMATION DIGITAL INTERACTION | !
LEVELS I |
INTANGIBLE INFORMATION PHYSICAL INFORMATION ! 1
DIMENSION

RATIONAL
UTILITARIAN UNIVERSE
PRACTICAL — ECONCMICALLY BIASED
TRANSITIONAL WHOLISTIC UNIVERSE
PRACTICAL, ECONOMICALLY

& EMOTIONALLY BALANCED

EMOTIONAL UNIVERSE
VISCERAL & SYMBOLIC BIASED
EMOTIONAL

Value factor prioritization tool

Design and manufacturing strategy

VALUE FACTOR
How exsy to-use, inuitive, or ergenamic
does the praduct huve to be?

PRACTICAL  How mush does the product function
PURPOSE  nood ta bo understandahla?

How effectively and refiably does the
product have to wack?

VALUE SUB-CATEGORY

Usability

1SR A R0 nan g e pariads
and T e T o mpretant that
trarparta i ty A stoeage.

R
productIs very simple

Practical function
It

vimportent o srouide short

Lo seating a1 storege

Mid-priority

High priority

ECOMDMIC
PURPOSE  How kmportant s It

to make the emationl purpose sHective?

lacate resources

w
comply with iz the lowes st paseiale,

ot beneit

Em.
Hol Latel.

How sirong of an ermetional response is
the frst Impression aimed by the
product?

EMOTIONAL

PURPOSE
Horw much daes the productrely on

connecting and rescnating with the
pereon's sspiratians, festyl, ides,

valuss, or sinilar concepls?

Visceral appesl
Hotir sar srL at 1L

Symballc meaning
Het v anrart at 2l

Disciplines involved for development: Design and manufacturing strategy:

Industrial design and product engineering Definition of the functional product architecture first, char-

acterization under its constraints: to satisfy the practical
purpose and practical-cost benefit, optimization of parts
and components, minimization of manufacturing process-
es, materials, etc.

Human resource expertise required:
Mechanical engineer specialized in metalworking processes
and Industrial designer focused on specialized furniture.

Economic and time panorama:

according to the above, once the real objectives of the proj-
ect have been defined conclusively, it would already be
possible to establish an estimated amount of economic re-
sources for the development of the project draft.




Type of project

MAJOR ENHANCEMENT

Product to be developed

Metallic folding chair

Practical purpose:
To provide short-term seating in restaurants, cafes, or events
while being easy to store and transport.

Economic purpose:

The minimum amount of manufacturing processes (just
sheet metal cutting, tube bending, spot welding, and paint-
ing) shows this product is intended to be made as cheaply as
possible.

Emotional purpose:
There is ho aim to produce any respanse from the user. Only
color could be used.as possible.




Type of project

MAJOR ENHANCEMENT

Product to be developed

Metallic folding chair

VISION
PROJECT

NEW DEVELOPMENT

MINOR ENHANCEMENT

Death

MAJOR ENHANCEMENT



Type of project

VISION
PROJECT

MAJOR ENHANCEMENT

NEW DEVELOPMENT

Product to be developed

MINOR ENHANCEMENT

Metallic folding chair

MAJOR ENHANCEMENT




Type of project

MAJOR ENHANCEMENT

Product to be developed

Practical purpose:
To provide short-term seating in restaurants, cafes, or events
while being easy to store and transport.

Economic purpose:

SR The minimum amount of manufacturing processes (just
sheet metal cutting, tube bending, spot welding, and paint-
ing) shows this product is intended to be made as cheaply as
possible.

Emotional purpose:

There is no aim to produce any response from the user. Only

color could be used.as possible.
Metallic folding chair

8 PRACTICAL PURPOSE

ECONOMIC PURPOSE
Practical Cost-Benefit
Emotional Cost-Benefit

@ EMOTIONAL PURPOSE



Design order and product universe coordinate chart

ORGANIZATIONAL
EXPERIENCE
DESIGN ORDER CONSTRUCTION
COMMUNICATION
3 ‘ ‘ |
1
___________________________ I 1
percepiona 0 R B | SMART |NTERA(T|0NI
INTERACTION 1 1
ioon DIGITAL INFORMATION DIGITAL INTERACTION | |
INTANGIBLE INFORMATION PHYSICAL INFORMATION | 1
RATIONAL -
UTILITARIAN UNIVERSE
PRACTICAL — ECONCMICALLY BIASED
TRANSITIONAL WHOLISTIC UNIVERSE
PRACTICAL, ECONOMICALLY
&EMOTIONALLY BALANCED
EMOTIONAL UNIVERSE
VISCERAL & SYMBOLIC BIASED

EMOTIONAL




Design order and product universe coordinate chart

DESIGN ORDER

COMMUNICATION

PERCEPTION &
INTERACTION
LEVELS

DIGITAL INFORMATION

INTANGIBLE INFORMATION PHYSICAL INFORMATION

DIMENSION

RATIONAL
UTILITARIAN UNIVERSE
PRACTICAL - ECONOMICALLY BIASED

TRANSITIONAL WHOLISTIC UNIVERSE
PRACTICAL, ECONOMICALLY

& EMQOTIONALLY BALANCED
EMOTIONAL UNIVERSE
VISCERAL & SYMBOLIC BIASED
EMOTIONAL

ORGANIZATIONAL

EXPERIENCE

CONSTRUCTION

SMART INTERACTION

I
I
DIGITAL INTERACTION :
PHYSICAL INTERACTION !




Value factor prioritization tool

PRACTICAL
PURPOSE

VALUE FACTOR

VALUE SUB-CATEGORY Mid-priority High priority
How eazy to-ue, ineuitve, o ergenamic
does the produet have to be?

How much does the produst function
oo ta ba undorstandabla?

tounderstand

How effectively and refiably does the Practical function
I

product have to wack?

ECOMDMIC
PURPOSE

How

Al oz shald be allossne 1
™
o maketha pracical purpose efectvat Ll with et e mest o paseale.

How leportant e It to allacate resouices  Ermsonal cost beneft

to make the emationl purpose Hective?  Hotin ot ot 4 ol

EMOTIONAL
PURPOSE

How strong of wn ermotional response ls  Visceral appesl
the frst Impression aimed by the Mol imguortant ot ull.

product?

Hoow much does the product rly on ballc meaning
conmecting and rescnating wihthe riotunssrartat il
pereen's sspiraian, ez, ideas,

valuss, or sinilar concepls?




Value factor prioritization tool

VALUE FACTOR VALUE SUB-CATEGORY Mid-priority High priority
How easy-to-use, intuitive, or ergonomic 5 5 . : .
does the product have to be?

PRACTICAL  How much does the product function
PURPOSE
need to be understandable? ! 2 3 4 > 6
How effectively and reliably does the 1 5 3 . 5 6
product have to work?
How important is it to allocate resources 5 5 . 5 6
economic ~ to make the practical purpose effective?
PURPOSE  How important is it to allocate resources
. . 1 2 3 4 5 6
to make the emotional purpose effective?
How strong of an emotional response is 5 3 2 5 6
evoriona. | the firstimpression aimed by the product?
PURPOSE .
How much does the product rely on connecting
and resonating with the person’s aspirations, 2 3 4 5 6
lifestyle, ideas, values, or similar concepts?




Value factor prioritization tool

Mid-priority

High priority

VALUE FACTOR VALUE SUB-CATEGORY
How easy-to-use, intuitive, or erg i Usability
does the uct have to be? It is aimed at short seating time periods
and thus comfort is less important than
transportability and storage.
PRACTICAL How much does the product function Indicative function
While nothing is indicated through visual
nders! ?
PURPOSE need to he u tandable? or other cues, the product is very simple
to understand.
How effectively and reliably does the Practical function
product have to worl? Itis hlghl\,{ important to provide short
term seating and storage.
How important is it to allocate resources Practical cost-benefit
All resources should be allocated to
. —
to make the practical pu effective? comply with it at the lowest cost possible.
ECONOMIC
PURPOSE How important is it to allocate resources Emotional cost-benefit
to make the emotional purpose effective?  Not important at all.
How strong of an emotional response is Visceral appeal
the first impression aimed by the Not important at all
product?
EMOTIONAL
PURPOSE
How much does the product rely on Symbolic meaning
Noti rtant at all.
connecting and resonating with the otimportantata
person’s aspirations, lifestyle, ideas,
values, or similar concepts?




Design and manufacturing strategy

Disciplines involved for development:
Industrial design and product engineering

Human resource expertise required:
Mechanical engineer specialized in metalworking processes
and Industrial designer focused on specialized furniture.

Economic and time panorama:

according to the above, once the real objectives of the proj-
ect have been defined conclusively, it would already be
possible to establish an estimated amount of economic re-
sources for the development of the project draft.

Design and manufacturing strategy:

Definition of the functional product architecture first, char-
acterization under its constraints: to satisfy the practical
purpose and practical-cost benefit, optimization of parts
and components, minimization of manufacturing process-
es, materials, etc.




Design and manufacturing strategy

Disciplines involved for development:
Industrial design and product engineering

Human resource expertise required:
Mechanical engineer specialized in metalworking processes
and Industrial designer focused on specialized furniture.

Economic and time panorama:

according to the above, once the real objectives of the proj-
ect have been defined conclusively, it would already be
possible to establish an estimated amount of economic re-
sources for the development of the project draft.

Design and manufacturing strategy:

Definition of the functional product architecture first, char-
acterization under its constraints: to satisfy the practical
purpose and practical-cost benefit, optimization of parts
and components, minimization of manufacturing process-
es, materials, etc.




Type of project

Design order and product universe coordinate chart

MAJOR ENHANCEMENT

Product to be developed

Practical purpose:
To provide short-term seating in restaurants, cafes, or events
while being easy to store and transport.

Economic purpose:

The minimum amount of manufacturing processes (just
sheet metal cutting, tube bending, spot welding, and paint-
ing) shows this product is intended to be made as cheaply as
possible.

Emotional purpose:

There is ho aim to produce any respanse from the user. Only

color could be used.as possible.
Metallic folding chair

ORGANIZATIONAL
EXPERIENCE
DESIGN ORDER CONSTRUCTION
COMMUNICATION
1
___________________________ I I
percepTion & o L B ISMART INTERACTIONI
INTERACTION DIGITAL INFORMATION DIGITAL INTERACTION | .
LEVELS | |
INTANGIBLE INFORMATION PHYSICAL INFORMATION ! !

UTILITARIAN UNIVERSE
PRACTICAL — ECONCMICALLY BIASED

TRANSITIONAL WHOLISTIC UNIVERSE
PRACTICAL, ECONOMICALLY

& EMOTIONALLY BALANCED

EMOTIONAL UNIVERSE
VISCERAL & SYMBOLIC BIASED
EMOTIONAL

Value factor prioritization tool

Design and manufacturing strategy

VALUE FACTOR VALUE SUB-CATEGORY Mid-priority High priority
o eazy 1o s, ineuitive, or ergenom
does the produet have to be?

PRACTICAL  How mush does the product function
PURPOSE  nood ta bo understandahla?

How effectively and refiably does the
product have to wack?

w
comply with 181 Lo lawest cot positle.
ECONOMIC . ®
PURPOSE Emotionsl cost beneht
Hok it sor o Lo ol

How strong of wn ermotional response ls  Visceral appesl
the frst Impression aimed by the Mol imguortant ot ull.
product?
EMOTIONAL
PURPOSE

Symballc meaning
Het v anrart at 2l

Disciplines involved for development: Design and manufacturing strategy:
Industrial design and product engineering

Functional product
Human resource expertise required: arChiteCture is developed

Mechanical engineer specialized in metalworking processes f- t
and Industrial designer focused on specialized furniture. Irst.

Product characterization is
developed to match.

Economic and time panorama:

according to the above, once the real objectives of the proj-
ect have been defined conclusively, it would already be
possible to establish an estimated amount of economic re-
sources for the development of the project draft.




Type of project

Design order and product universe coordinate chart

NEW DEVELOPMENT

Product to be developed

DESIGN ORDER

Simple OEM Middle East green
fabric folding staff office chair

Practical purpose:

Provide seating sessions for seminars in executive settings.
The product needts to fold to be stored in rooms that have
transformable settings.

Economic purpose:

The product should look right up to the executive space
standards, work flawlessly every time, and be competitive in
terms of market price.

Emotional purpose:

The chair should look professional and refined while
blending with the environment.

PERCEPTION &
INTERACTION
LEVELS

DIMENSION
RATIONAL

UTILITARIAN UNIVERSE
PRACTICAL — ECONOMICALLY BIASED

TRANSITIONAL WHOLISTIC UNIVERSE
PRACTICAL, ECONOMICALLY
& EMOTIONALLY BALANCED

EMOTIONAL UNIVERSE
VISCERAL & SYMBOLIC BIASED

EMOTIONAL E

COMMUNICATION

DIGITAL INFORMATION

PHYSICAL INFORMATION

ORGANIZATICNAL

EXPERIENCE

CONSTRUCTION

SMART INTERACTION

1
I I

| [
DIGITAL INTERACTION : :
1 1

VALUE FACTOR

PRACTICAL
PURPOSE

VALUE SUB-CATEGORY

How esay to-use, intuitive, or ergonomic

dows the product huve o be?

How much does the produst function
g ta ba understandabla?

How effectively and reliably daes the
product have to wark?

Usabilry

O forT a8 eI AOIcs 372 17 porTant
a1 10 ot setig sessicns.

Practical function
T pracuct recs to T the practical

surpase Hawlessly sil rsliebly ey

e

Mid-priority

High priority

ECONDMIC
PURPOSE

mprtan, Tessarcas shous be alszated

How Important s It to allocate resouroes
to make the emotional purpaze effective?

wravde s

vanied wes vgan, make i (o gkl

[

EMOTIONAL
PURPOSE

How strong of an srmetional respome is
the first Impression almed by the
prosuce

How much does the product rely on
eannesting and resenating withthe
perzon's sspiratians, ifestyle, ideas,

values, orsimilar concepts?

Visceral appeal

£
MOT/Q,V a5,
i,
&y
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Design and manufacturing strategy

Disciplines involved for development:
Industrial Design, Product Engineering, Ergonomics and
Materials Engineering.

Human resource expertise required:

Mechanical engineer specialized in metalworking
processes, Polymer Engineer, and Industrial Designer
focused on specialized furniture, Specialist in Ergonomics
and Human Factors, Specialist in Textiles.

Economic and time panorama:

according to the above, once the real objectives of the proj-
ect have been defined conclusively, it would already be
possible to establish an estimated amount of economic re-
sources for the development of the project draft.

Design and manufacturing strategy:

Functional product
architecture and product
characterization should be
co-developed at the same
importance level.




Type of project

Design order and product universe coordinate chart

NEW DEVELOPMENT

Flux chair

Practical purpose:

Provide seating in the home environment and fold flat for
storage.

Economic purpose:

While the chair is made with simple manufacturing,
processes, and materials, the bulk of the price comes from its
“high design’, thus, the emotional cost-benefit is more
important.

Emotional purpose:

The chairis also a piece of decoration. It should produce joy
when observed. It should be a talking point in the home.

COMMUNICATION

PERCEPTION& - SR B
DIGITAL INFORMATION
LEVELS

EXPERIENCE

CONSTRUCTION

PHYSICAL INTERACTION

RATIONAL -

UTILITARIAN UNIVERSE
PRACTICAL - ECONOMICALLY BIASED

Value factor prioritization tool

Design and manufacturing strategy

Wi priesty Vogh peiorby

PURPOSE usability

Prowide seating In the home  |Combort and human factors are not s priorty. The
emironment and fold flat for  [chair forces the user tosit In » specific wey without
storage. Indicative funetion

it is also very difficult to assemble, requiring video
utordals online.

practical function

[Not very impertant, the produet is more a plece of
decoration than an sctual plece of funiture so it only
needs to comply with Its function for short periods of
time: with litthe frequency. The ehair has good
reviews on wear but they also mention it has.

disassembled while in use.

[ECONOMIC PURPOSE Practical cost-benefit

While the ehale s made with [Not very important s itis mre a piece ef
simple manufactuing decoration than a high-use preduct.
processes and materials, the
budk of the price comes from  |Emotional cost-benefit

its "high design.” Very Important, all the resources are put inta the:
materiality and looks rather than function and use.

[EMOTIONAL PURPOSE Visceral appeal
[This chair is aksoa pleceof  |Highly important_ It should stand out in the home
decoration. It sheuld produce [environment.

oy when seeing t. Itis &
ltalking point inthe home. |Symbaolic meaning.

it seeks 1o be unique and thus make the user feel
Ilnlgl!lnmm.

Disciplines involved for development:
Industrial Design and / or artist.

Human resource expertise required:
Industrial designer with knowledge in patterns and
descriptive geometry or specialist in origami.

Economic and time panorama:

according to the above, once the real objectives of the proj-
ect have been defined conclusively, it would already be
possible to establish an estimated amount of economic re-
sources for the development of the project draft.

Design and manufacturing strategy:

Characterization first,
functional product
architecture is developed
to match.




I Conclusions




B Conclusions

The Product Identity Footprint helps understand:

TYPE OF DESIGN INVOLVED
DISCIPLINES | HUMAN RESOURCE EXPERTISE

WHAT NEEDS TO BE PRIORITIZED
DESIGN AND MANUFACTURING STRATEGY

TYPE AND SCOPE OF THE PROJECT
A REAL ECONOMIC AND TIME PANORAMA



B Conclusions

Potential additions:

MARKET ANALYSIS TOOL
OPPORTUNITY GAP OR SATURADED MARKET

DESIRED ATTRIBUTES OF DEVELOPMENT TEAM TOOL
BEYOND THE REQUIRED DISCIPLINES

Limitation:

EXPERIENCE REQUIRED TO LEAD PROJECTS
BUT IT CAN STILL SHORTEN THE LEARNING CURVE
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