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v~ Process Design : s '

_— esired physical and/or chemical transformatigy
of

Process design is the design il .
= —— - it can be considered to be S\fff\‘
materials. Process design is central to Chemical engineering, and : rumm\t‘(, T

field, bringing together all the field’s components.
esign of new facilities

of processes for d

or it can be the modification or expansion of EX‘\;f‘;\

Process design can be the d )
d ultimately ends in the form of fabrication ang

facilities. The design starts at a conceptual level an

construction plans. _ :
Process design documents serve to define the design and they ensure that the design components iy

together. They are useful in communicating ideas and plans to other engineering involved with the design,

to external regulatory agencies, to equipment vendors and to construction contractors. ;
Process design documens includes ;

{;} Block Flow Diagrams (BFD) : Ver
major materials or energy flows. -

y simple diagrams cg’mPQ,SE‘LP_f,_E@.Ctang\es and lines indicatin
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() Process Flow Diagrams (PFDYg) o i it e
dw e They usually include o ol ‘iF’ij?"y*m'um

as U9 . - A Natenial

x JotifD flowrates, stream COMPOsitione ‘mdmhnm,
. 4na stream

iping and Instrumentation Dj
{c) P S Dhaprams (pSID’
- i cive T R S} Di; 2 e " 2 ¢
. m’.w_[.,i_ﬁi_ ze. They also show valving along W-\’ in[gl'}!“jl::’.,‘e:{t‘ile_t-z'mﬂ.rzfi_exex.min@m.ﬁ:&&ﬁp_'mnz_ i
""#(?i’) specmmt"f’_f}‘, _3,_Wrilten desipn foquir(-xm “trument locations and process control schemes,
s cu-.._..‘_‘..’_._._‘;‘s“_;__‘_g

s of all. major equi '
—2 Ll or equipment items.
(md COnstraintS. - p—.-..k‘.«.\-v._‘, =

81

compiex diagrams of major unit operations as well
and sometimes an enargy balance, showing typical
Nd equipment pressure and temperatures,

o

pmgﬁﬁ design have objectives
.~ 5 Throughputrate .
g Processyield —
-

g Product purity

Cop;traints
/g Capital cost
g Available space

g Safety concerns "

el
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v User Interface Design
/—/V

User interface design or user interface engineering is the design of websites, computers, appliances,

ines, mobile communication devij ——— R ains
machines, — Ices and software applications with the focus on the user’s experience

cdi ion. The goal i —— e
BW*M fg of u.ser. Interface design is to make the user’s interaction as simple and efficient as
possible, in terms o accomplishing user goals-which is often known as user centered design.

Good ulser interfacta design facilities finishing the task in hand with out drawing unnecessary
sttention to itself. Graphic design may be utilized to support its usability. The design process must balance

technical functionality and visual elements to create a system that is not only operational but also usable
and adaptable to changing user needs.

Interface design fs ianIVEd in a wide range of projects from computer systems, to cars, to commercial
planes. All of these projects involve much of the same basic human interactions yet also require some
unigue skills and knowledge. As a result, designers tend to specialize in certain types of projects and have
skills centered around their expertise, whether that will be software design, user research, web design,
industrial design.

v Phases of User Interface Design
4

Phasel: Functionality Requirements gathering

Phase 3 : | - Information architecture

Phase 2 Useranalysis V '

Phase 4 : Prototyping
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There are 2 major problems with building information systems :
(17 The system_ development t cycle takes too long.
) The > right system i is rarely. déveloped the first nme
Lengthy development frustrates the user. Analysts seem to get bogged down with tedious
methodologies for developing systems. The reason they often come up with the wrong system is that they
e‘pect users to define their information requirements. It usually turns out that what users ask for is not
what they want, and what they want is not what they need.

An alternative to this ‘paralysis by analysis’ is an advanced technique called prototyping. Prototyping
recognizes problems of cognitive style and uses advanced computer technology. It advocates building a
simple system through trial and error and refining it through an iterative process. The most extensive
research on prototyping has been conducted by Naumann and Jenkins. The basic steps are as follows :

../z,/ Develop a workmg prototype that focuses on only the most |mportant functions, using a basic
database. —

/ Allow the user to use the prototype, discuss requested changes, and implement the most
important changes. ;

Repeat the next version of the prototype with further changes mcorporates until the system
~fully meets the user requirements. ‘ '

R
Identify user requirements
Y
’ Analyze prototype input, \ Revise through
processing, output iterative process
Y
Implement prototype

Y

Final conversion

Y

Post implementation

L'

Maintenance

SDLC with prototyping
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V'C;tegories of Prototyping

me aspect of the
. d to test so
ye is use e of materialg o
: A proof of principle protf;stl\:;' appearance, t:hto‘iac| design approse,
1. Proof of Principle =inVpS - to exactly simulate the tv ‘prove’ out a potenti
: : - o
intended design without attemp“sl:ih prototype can be usid lore the basic sjyq
> rocess. itecture etc. . to explo e
intended manufacturing p i nsors, architec designers f
ion, mechanics, se ’ ill allow the isual appearance o the
such as range of motion, : f prototype wi : r exact vis
. type of p ction o the prodycty
2 Form Study Prototype : e tyzimulating thiel Acthat ine ht into visual aspects of il pscu\ ted
lo0k and feel of the Sy mic factors and provide insig chined models from easily Pteq,
SS ergono or ma
e oA hec'ip asrsc(jtotypges are often hand Car;ed lor, finishing or texture.
- study p . : color,
final forr‘n. Fo:t:,ria]s without representing the intende
inexpensive m ,

i man interaction and g
invites hu
A user experience prototype
i totype :
3. User Experience Pro

ing possible aesthetjc
. . not addl'eSS i .

m focused research. While intentionally verall Size, PropoRing interface,
3 cu ,

e SlJpportm u(:7elrdoes more accurately represents the o

i el do

treatments, this type of mo !

and articulation of 3 promissing concept.

ill capture the intended desig.n a_esth:titcu:‘f;s :r':s:)a;j tt:ee ,!
ool Prototype : Visua fr;t:rtgspi:,the intended product buf: W:| r:::rket r
appeflrance: CO'ofl: aTd rzl;rzi:éTheese models will be suitable for usilr:azu:-‘e.
fu:it;t\:vc;nasnzfat;:m'vr::' ;ackaging mock-ups and photo shoots for sales ite
- 5. Functional Prototype : It is also known as working

esearch, €Xecute

into a program, Normally in

documentation i done outside the 20urce code and at the same time alarge amount of

time out of the totﬁmg@oes Into creating ﬁ??i@.gmd
be ¢ menta| principles?fﬁ%é;‘;m Management a5 NO program is allowed to
i ided with sufficient documentation. There are three 8roups of peq le
who need to refer to program documentation and thejr requirementsmy
W‘“ ‘ g

It enableg a Programmer to maj
into 2 Categories -

Intain 3 Program oyer its life span. Ltkmav be divided
}lgternal documentation

— Externy| documentation
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