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2.1 Four Issues in Analogical Design: Why, What, How and When?
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3 Three Theories of Analogy-Based Creative Design: SYN,
DSSUA, and IDEAL



o DSSUA [Quan,Gero 1992]

e IDEAL [Bhatta 1995; Bhatta,Goel 1996; Bhatta,Goel, Prabhakar 1994]
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3.1 Design Concepts as Generic Abstractions: SYN
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3.2 Design Prototypes as Generic Abstractions: DSSUA
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- (Function-Behavior-Structure: FBS)
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3.3 Design Patterns as Generic Abstractions: IDEAL
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4 A Research Agenda for Analogy-Based Creative Design
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