
















 
 

5. Conclusions 
In this paper, concepts of emergent design and optimum design, which are artifact designs applicable to the early 

and late design processes, are d iscussed. Specific cond itions and d esign problems are de monstrated, and can b e 

summed as follows:   

1) Emergent design has a reciprocal interactive process, and is applicable to derive diverse design solution 

candidates where the design object and constraint conditions are unclear. 

2) Optimum design is a top-down method, which derives part from the whole using clear design objects and 

constrained conditions. 

3) Emergent de sign ca n be a pplied t o t he design p roblems whe n t he design objective a nd t he co nstraint 

condition are indefinite, and a global so lution search and d erivation of d iverse solutions are n eeded. 

Moreover, optimum desi gn can be a pplied t o design problems when  t he design o bjective a nd t he 

constraint condition are clear , and the local solution search and d erivation of a unique optimum solution 

are needed. 

Future work will use the emergent design concept to propose a specific design method.  
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