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My Design Philosophy 
And How It Guides My Design Process 

When I was a kid, I thought design was just to create cool and beautiful 

things, like a pair of fancy Nike shoes, an iPod or iPhone, or a Tesla Roadster.  

When I was in college, I realized that design could be more generic and 

abstract, like architectural design, graphic design, etc.. 

After I was admitted to the HCId program and enrolled in this Design 

Theory class, I gradually realized that design is beyond what I’ve known 

before, it could be many things, and everyone can design.  
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With what I’ve learned in class, I gradually consider Design is:  

1. crafting the look and feel of a product, 

2. arranging our bedrooms 

3. how we dress ourselves everyday 

4. envisioning our dream of a service 

5. unleashing our imagination 

6. human centered, or human de-centered 

7. Everywhere  

Realizing design is ubiquitous, and exposed to “Design as Tradition of 

Human Inquiry and Action” (Nelson & Stolterman, 1-23), it makes me think 

that design might be also beyond first traditions, because man can live 

without art, religion, science, and technology (it might be hard though), but 

man cannot live without design. Imagine suddenly you are moved to an 

isolated island by a mysterious force, and there are no civilization trails on 

that island, and you didn’t bring anything with you, then how will you survive? 

In order to survive in that 

condition, you have to find clothes, 

foods and accommodation, etc., 

those kinds of inquiry and action 

can be seemed as Design, to be 

clear, you design your clothes, 

foods and accommodation in that 

scenario. But you don’t have to 

have art, religion, science, and 

technology around you to survive 

(ideally). 
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Ok, if design is ubiquitous, then what makes a design successful? 

Fig. 1 The Design Maze 

Seeing all of the desiderata (Nelson & Stolterman, 117), design elements 

and activities in a high level, and by reframing design using a generative 

metaphor, I consider Design is like playing in a maze with multiple entries and 

exits, which means we can start in many different ways and end up with many 

different design outcomes. You might spend a lot of time wandering and 

found a lengthy route to exit (Fig.1, Line B); you might have observed the maze 

carefully, then you spot the ideal route and spend less time (Fig. 1, Line A), or 

you might get lost during solution exploration. Design is similar to this maze 

(Fig.1, Line C). To come out with a successful design, it depends on your 

strategic thinking and thoughtful analysis, and maybe some kind of luck. 
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Something different though, almost every 

maze has an ideal route, while there isn’t a 

best design in most situations, but there could 

be many good designs for a particular 

situation, it could be human centered, or 

engineering centered, or business-centered. 

For my design process, I designed this diagram below to visualize what I 

understand it should be like. 

Like a Maze, a design can start in many different ways, say a group of 

designers are working on the same design (Fig. 2), Amy may start her design 

process by having some preliminary concepts in the first place, then begin 

her research; Brian may start pushing his concept back for a while, but focus 

on understanding users’ essential needs; Steve might spend less time in the 
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research stage, but because he has a more related experience to that 

situation thus he come out with a most successful design. It depends on 

different scenarios, the best thing within design process in my opinion is that 

there is not a perfect or ideal route, it’s just so dynamic. After realizing this, I 

begin questioning the notion of “The designer’s reasoning appears as a 

process of argumentation” (Rittel, 3), design process is not like 

argumentation, at all. A simple counterargument to that would be: while a 

design outcome always comes at the end of the design process, one cannot 

come out with a design outcome without the design process. 

Also, world is changing now and then, which 

makes a design never perfect, so design should not 

stop as well, we need reflection and iteration on our 

design to make it better and better.  

And, I believe a good design needs a good presentation/storytelling.  

Say a designer has done a truly remarkable job of user research and 

came out with a good design which met users’ needs and solved their pain 

points, but sometimes design is not tangible in every aspect, that’s why 

designers need to communicate their design to others, make others 

understand and appreciate the design outcome. 
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In a nutshell, I think Design is connection. As an organic unity (all of the 

desiderata, design elements and activities), design connects us to our 

surrounding environment, and connects humans together (Fig.3). That’s my 

interpretation of the meaning of design. 
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