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1. The analysis of product and marketing relationship.
2. Design planning & Proposal.

3. Concept development and evaluation.

4. Mockup sample and color planning.

5. 3D modeling & Rendering.

6. Appearance mockup sample.

7. Display design.
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r4HETEm (Inform)- Idea Brainstorming

Fr4HETEm (Inform)- Competitor/ User Needs

r4HETEm(Inform)- Key Scenarios/Storytelling
ARy 8 SE H

£ 40T (Create)-Create Key Flows/Screens

% 10 4 4r4HETEm (Create)-Paper Prototype

% 114 4r#HETEm(Create)-User Testing and Validation(1)

% 12 A r4HETEm(Refine)-Refine Key Flows/Screens

% 13 r4HETEm (Refine)-User Testing and Validation(2)

% 14 3 r4HETEm(Documentation)-Visual Exploration
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% 153 r4HEEm(Documentation)-Ul Flow/GUI Look and Feel
% 16 3 r4HEEm(Documentation)-Ul Flow/GUI Look and Feel
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