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The design/build process is a routine system with the same set of steps
repeated for each individual construction/renovation project.

The design/build process typically follows the same steps to achieve the 
same basic outcome every time: a space or place that fulfills the need of the 

individuals that utilize it.



■ System Boundary: The boundary of this system is feasibility. Design must be innovating and appealing, but it must also be feasible. Feasibility 
can apply to not only the structural integrity of the design and build, or the materials used, but also to the timeline, budget, and wants/needs of 
the client. Regulations (environmental and otherwise) and safety requirements must be met. If this criteria is not reached and accounted for then 
the entire system collapses.

■ System Function: Meeting and exceeding the established requirements of the project is the primary function of the system.

■ System Behavior: Following the established system provides a way of tracking progress from exploration to implementation. The system is 
effected by the amount of input received, and the amount of output is effected by the progression from step to step.

■ System Process: There is a process that an individual designer, design rm, or contractor establishes to ensure that project deadlines are met. 
There is a quality standard and established method for submitting documents to clients, contractors, and governing officials for review. Regularly 
scheduled plan reviews are mandatory and must be completed as directed. For the system to progress from step-to-step, the proper procedure 
must be followed.

■ System Patterns: Patterns that can be observed are branching patterns between the designer/design team and the client and any individuals 
the client involves in the design process on their end. There are often numerous individuals collectively requesting the work that is to be done 
and thus there can be many opinions that must be heard and digested. Additionally, the feedback often follows a circle or spiraling pattern: 
depending on the level of success when interacting with a client, there may need to be many sessions for client review and feedback. 
Construction itself follows an established order to ensure safety and soundness of a building or space.

■ System Shape: There is often a clear path from exploration to implementation but there can be a circular aspect to the system if numerous 
redesigns are required due to changes in opinion, budget/scope of work, and time frame. Often critiques are given/received in a round table 
format where individuals view the work from various angles. Due to the size of the group, individuals may need to sit adjacent to one another to 
adequately view the work and accommodate all persons viewing the work. The same is true for city planners to view the proposed work. 
Interaction with contractors and sub-contractors often follows a more back and forth approach where questions and problems are addressed in 
real time.

■ Living System Subsystem:
– Producer: individual(s) responsible for the design

– Boundary: timeframe and feasibility of implementing the design

– Ingestor: individuals that will be using what is being created

– Supporter: materials/technology used to create the design

– Decider: client/project owner

– Tranducer: feedback leads to progress



Creating a rich picture -
■ Boundary = Feasibility

– Design phase must 
employ realistic design 
ideology that fulfills a 
need and that can be 
implemented 
successfully. 

– Build phase must employ 
adequate labor and 
equipment to meet 
vision.



C.A.T.W.O.E.
■ CLIENT// owner of location where construction is to 

be completed.

■ ACTORS// architect, engineer, marketing, business 
development experts, design drafter, project 
coordinator, additional design team members, 
contractors, sub-contractors, client, inspectors.

■ TRANSFORMATION// fulfilling a design need to 
rework an existing space or provide a new space 
that meets project requirements and code 
requirements.

■ WORLDVIEW// needs to provide a space that 
serves a purpose and meets the needs of those 
who use it.

■ OWNER// Business, building, or property owner

■ ENVIRONMENT// LEED certification, historical 
preservation credits, and remediation of hazardous 
materials.



What is the system?



Resources -



Constraints -



Hierarchy – Designers View

Structure Type: This 
diagram shows the 
hierarchy of the different 
parts of the overall system 
and how different 
concepts and 
requirements nest 
beneath them.



Modules – Client View

Structure Type: This 
diagram shows the 
modular process of steps 
that make
up the whole system. 
While there are inputs 
and outputs that effect 
the flow
of the system, each 
piece is essential to the 
overall goal.



How does time affect the system?



Problems with the system -

■ There are many points of conflict within the Design-Build process.

■ Many of these conflicts can be resolved with clear communication within the design team and with the 
client, through redesign as needed if environmental or aesthetic concerns arise, and through time and 
diligence from the project team and the labor force.

■ Several points of conflict and issues of feasibility stem from:
– The outlook of long-term environmental concerns
– Material availability and specification requirements
– The unknown that comes with renovating existing buildings and historical buildings or planning 

for new construction on a project location that has an undocumented history of previous use or 
a challenging terrain and environment.

■ These issues are quite common and can be addressed through 3 
by learning from 3 systems methods:

– Closing the loop
– Adjusting the systems structure
– Learning from nature (biomimicry)















Updating the rich picture -
■ Boundary = Feasibility

– Design phase must 
employ realistic design 
ideology that fulfills a 
need and that can be 
implemented 
successfully. 

– Build phase must employ 
adequate labor and 
equipment to meet 
vision.



Reflections -

■ What did I learn? I learned that the architect/designer 
and the contractor have varying opinions and levels of 
importance places on materials and their affect on 
streamlining the timeline and saving money.

■ What can I do with my knowledge? Implementing more 
“inspired by nature’ processes is one way I can implement 
the knowledge I have gained through this course and this 
systems exploration.

■ How can I alter my process? My current design process 
focuses heavily on functionality and less on thinking 
outside of the box because I am a young designer and my 
main goal is to please the client so I am afraid of taking 
risks and suggesting an alternative design or material 
that may not be well known or well received. Overcoming 
this fear is an important next step in my design process.

■ What else do I want to know? I would like to focus more of 
the data and figures that go with LCAs as this would be an 
important aspect of continuing to incorporate life cycle, 
breakdown, and product longevity into my designs.
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