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Overview

What is Desigh Synthesis? DIKW, and the Three Chasms

Design Synthesis Methods:
Concept Mapping
Process Flow Diagramming
Reframing

Insight Combination
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DESIGN SYNTHESIS:
WHAT IS IT?




Design Process

Discover

Contextual Inquiry
Interview
Focus Group
Trending
Competitive Analysis
Surveys and Questionnaires

Domain Research

Design

Personas
Scenarios and Use Cases
Storyboarding
Drawing
Prototyping
Participatory Design

User Testing

Deliver

Powerpoint Deck
Wireframes
Visual Design
Branding Guidelines
Strategic Roadmap
Style Guide

Socialization Materials



Design Process

Synthesis

Discover Design | Deliver



What Is Design Synthesis?

Design synthesis is a process of
organization, manipulation, pruning
and filtering of data in an effort to
produce information and knowledge.

Design Synthesis is abductive.
Design Synthesis is generative.

Design Synthesis is the assignment of meaning to data.

Design Synthesis is the push from Data to Wisdom.
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Creating Clarity out of a Mess

Synthesis is the push from Data to Wisdom.

With a “formal” component, but not necessarily about “styling”
Culturally resonate, and therefore not necessarily “repeatable”
Objectively bounded by subjective constraints and requirements

Data

Methods of Design Synthesis

Information

Knowledge

Wisdom

frog design

Chasm 1. Making Meaning out of Data
Chasm 2: Experience Scaffolding

Chasm 3: Empathy
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Design Process

Synthesis

Chasm 1: Making Meaning out of Data
Chasm 2: Experience Scaffolding

Chasm 3: Empathy
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Help ¢

ipment Preparation" and "Shipped." We can put a link to the shipset under tho
(similar to how we put a link with the invoice number when the line goes to the "invoiced"
state). So on the items tab, the Status Column would read "Shipment Preparation" for the
state and "Shipping Group 3" as a link. Clicking the link calls up the Shipping Tab with the
Group 3 Shipping group expanded. where the us s the shipping options for Group 3 and
a list of major/minor line items in that group.

Any thoughts on this?

Information Knowledge




Synthesis and Chasm 1. Making Meaning out of Data

1. Externalize the Process (get out of the laptop!)

A sense of scale

X The ability to organize in a
mostly logical way

__ See the forest and the trees

Data Information Knowledge Wisdom

Encourage “next bench culture”
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Synthesis and Chasm 1. Making Meaning out of Data

1. Externalize the Process (get out of the laptop!)
2. Use Diagrammatic Representations

)

by & o "
Workspace Solution
p ;
F 4

Required Solution
Mid-Level Line Level
Parameter Parameter

Definition Definition
Compare

Technical
Salesforce Features
.com

Create

Configuration High Level Solution Solution Configuration
) Parameter Recommen- Detail R

=5 T.GU'de Definition n dations Page it
Force prioritization and removal of
data

& ’J( Show relationships
_ Create abstraction (and
Data ‘ Wisdom simplification) of complexity

Become a “point of departure”

Methods of Design Synthesis frﬁg dESI gn © 2008 frog design. Confidential & Proprietary. 11



Synthesis and Chasm 1. Making Meaning out of Data

1. Externalize the Process (get out of the laptop!)
2. Use Diagrammatic Representations

3. Interpret Gathered Data, using “Best Guess” Intuitive Leaps:
Be Abductive

preennennns, psasssesssr (N ...........

Data Information Knowledge Wisdom
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Synthesis and Chasm 1. Making Meaning out of Data

1. Externalize the Process (get out of the laptop!)

2. Use Diagrammatic Representations

3. Interpret Gathered Data, using “Best Guess” Intuitive Leaps:

Be Abductive
P ~ . P
» an < & fwe
Art Science
| observed A, and felt B, and then | decided Ais a fact.
to make Q. B is just an opinion.

Because | like Q.

Data Information Knowledge Wisdom

frog design

Methods of Design Synthesis

We must base things only on A.

Design

| saw a few people doing A, and three days
ago | read an article about B, and I've been
thinking about Q for a few weeks.

It feels like there may be a connection to D
and E. And maybe Z.

Interpretations are based on inference.

Interpretations may be wrong.
And that’s OK!
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Synthesis and Chasm 1. Making Meaning out of Data

1. Externalize the Process (get out of the laptop!)
2. Use Diagrammatic Representations

3. Interpret Gathered Data, using “Best Guess” Intuitive Leaps:
Be Abductive

preennennns, psasssesssr (N ...........

Data Information Knowledge Wisdom
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Dewey, 1938
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Synthesis and Chasm 2: Experience Scaffolding

Tell a Story, through personas

~ : ® Vivid, precise, sensory

Believable and Interesting

Details matter, a lot!

Data Information Knowledge Wisdom
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Synthesis and Chasm 2: Experience Scaffolding

Tell a Story, through a flow chart

Understand the movement through
an experience

Show what people can do, and
predict what people would likely do

Forces the acknowledgement of “non
standard” use cases

Data Information Knowledge Wisdom
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Synthesis and Chasm 2: Experience Scaffolding

Tell a Story, through.. a story!

[rEmy—

___________

Accessible to nearly everyone
Quick and dirty

Articulate the human handoffs,
connections and relationships that
arise out of, or support, the design
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Data Information Knowledge Wisdom
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w
Multisensory
Atmosphere and Culture

Sitting on a Comfy Couch

Comfortable Living Room

A Cup of Coffee

Freshly Ground Coffee

Grinder

Roasted Coffee Beans

Green Coffee Beans

Coffee Tree

Information Knowledge Wisdom
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Synthesis and Chasm 2: Experience Scaffolding

1. Tella Story
2. Change the Scale

K Force conceptual rather than
pragmatic thinking

Data el Information - Knowledge Wisdom “See” problems in a new way

Be like Eames
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Synthesis and Chasm 2: Experience Scaffolding

O

1. Tella Story

A product,
becoming another
2. Change the Scale product
3. Think End-To-End ‘ Q Q
A product, A product, being A product,
not working as passed down to a new being
intended generation upgraded
A product, A product, A product, A [:)I'OdUCt. A product, A product, becoming A product,
being assembled being purchased being unpacked being used becoming worn obsolete being
and set up and loved discarded
A product A product,
accessory that was misplaced

Data Knowledge Wisdom
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Synthesis and Chasm 2: Experience Scaffolding

O

1. Tella Story

A product,
becoming another
2. Change the Scale product
3. Think End-To-End ‘ Q Q
A product, A product, being A product,
not working as passed down to a new being
intended generation upgraded
A product, A product, A product, A [:)I'OdUCt. A product, A product, becoming A product,
being assembled being purchased being unpacked being used becoming worn obsolete being
and set up and loved discarded
A product A product,
accessory that was misplaced Acknowledge that an experience
ﬁ extends beyond the scope of an
artifact
i ) Consider what people “might” do
Data Information Knowledge ~ - Wisdom

with a product
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Synthesis and Chasm 2: Experience Scaffolding

1. TellaStory

2. Change the Scale “...signs, things, actions and thoughts are not only

3 Think End-To-End interconnected, they also interpenetrate and merge in
) contemporary design thinking with surprising

4. Shift the Placements consequences for innovation ...”

Richard Buchanan
Wicked Problems in Design

1 1 1 1
v v v v
Symbolic and Visual Material Objects Activities and Services Complex Systems

Communication

-4,

...........

Data L Information L Wisdom
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Synthesis and Chasm 2: Experience Scaffolding

Tell a Story

Change the Scale ... innovation comes when the initial selection is

Think End-To-End e
Shift the Placements

B w =

Richard Buchanan
Wicked Problems in Design
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Data Information Knowledge Wisdom
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