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The Design Process

Design is a messy, iterative (- A
process Y e

Early descriptions tend to
be less precise

Later descriptions add
more precision and
formality
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A Design Storytelling Strategy
Tell interesting stories

Establish scope, depth and tone
Decide how detailed the story should be

Choose appropriate forms tell it, draw it,
describe it

Emphasize what s important

Clarify, compress, and expand as needed
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Scope, Depth, and Tone

Scope how much territory you cover
Depth  how many details you present

Tone formal, casual, educational,
inspirational
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Story:
A First Look at an Initial Design
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List Key Story Points

List what you want to cover whether big, small
or overlapping and what you don t

Key Points for Build a Message Collaboration
Use a sequence diagram  keep simple
Note complicated guessing logic
Message content is structured
Don t show threading details (yet)
Point out parts that are adaptable
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A Storytelling Example
Goal: Describe a CRC modeling session

Scope: Initial design for a key use case

Depth: High-level paths of interactions between
key objects

Tone: Rough, brief

Results: Collaboration sketch with message names.
Lists of issues and ideas
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Early Collaboration Model Stories

Concentrates on control, coordination, important services,
and information

Focus on your inventions

Stops explanation when you can demonstrate that a
focused set of design elements fulfill their purpose
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CRC Cards

Candidate, Responsibilities, Collaborators

. | Messa e@w/der*
Buwids mas age #rom selections Message

Preserts guesses to user Presenter
Controls the pacing

Messa e@a//der

Purpose: T/ye MessageBuwlder is a hub of
actrvity im the application. It coordmates the
zf/mmg the presemtation of guesses, the
message construction. Tt centratices control | —— |

ard /8 a core element of the control
architecture.
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Start with rough sketches
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...then get more precise

Show a sequence of messages between these
objects
— Label message arrows with names of requests
— Can be*“less’ than afull signature

— Shows arguments and return valueswhen it is
important to understand key information flow
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