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This past month, my team and I have 
worked tirelessly to identify 
opportunities for helping immigrants, 
refugees, and those who help them. 
While our target group is the helpers, 
we found no harm in also supporting 
immigrants and refugees, as long as our 
primary focus remained on the helpers. 
With this thought in mind, we 
progressed through dozens of potential 
ideas, and whittled them down to 9. We 
then took our ideas, and presented them to stakeholders we first connected with 2-3 months 
ago. With their feedback, we developed further insight and direction on idea improvement, and 
successfully closed out the second phase of our design process.  

Four days later, we received an email. It read along the lines: 

“Hey, it was great meeting with you! I spoke with a woman today who has a connection 
at X, and she wants to speak with you. I also attended a meeting at Y, and the folks 
there are also willing to meet! I’m excited about the work you’re doing, and would like 
to meet again to see what you have in plan.” 

The team could not have been more excited. We thought, “Wow!”, “So many stakeholders!”, 
and “Imagine the possibilities!”. One brainstorming session and ten minutes later, excitement 
transformed into concern. While it was true that our contact’s outreach presented a generous 
opportunity, we were hesitant to accept. Our feedback sessions were closed, and the advent of 
our final design phase was closing in. Should we say no, or do we juggle two processes at once? 

After careful consideration, the team decided that a single meeting with our contact was 
appropriate, but the rest were out of the question. While it was also true that our ideas could 
use feedback, ideas can always use feedback. Even our best work from our first phase could use 
improvement, but it was simply time to move on. To best orient ourselves into our final phase, 
we would have to forego perfection and use what we had. Fortunately for us, we had many 
engagements within the past month, so we had a lot. 

Therefore, for all those in the pursuit of the perfect product, work no further! Surely, your 
product can be improved, but there is a reason why the iPhone X was not Apple’s first model. 
From the standpoint of the designer, it is critical to assess when to move forward. In my team’s 
experience, we realized that the opportunities our contact provided us would lead to more and 
more, resulting in a never-ending vacuum of our time. Fortunately, we also stopped and 
affirmed that the volume of our engagements did not define our success, nor should it. It was 
not about the opportunities, but rather, how we derive the most value from bounded 
opportunity, that would define our success. Whether in a classroom or a professional setting, 



constraints like deadlines, budgets, and other limiting factors will be ever-present in the 
development of a product.  

Returning to the example of Apple, it was never realized that their first iPhone prototype was 
not even functional at the time of its live demonstration. Apple’s decision to stop trying for a 
functional prototype, and redirecting efforts towards creating the illusion of functionality, is 
what enabled the global success they share today. Similarly, designers everywhere can indulge 
in greater success by moving forward in their processes sooner, rather than later. 

Conversely, moving ahead may not always be the best course of action. For example, if one 
moves forward to avoid confrontation with nebulous spaces in their design process, failure to 
address these may cause an entire project to crumble. As with any significant decision, caution 
is advised, because a sacrifice of quality does not always bode well for the designer. Ultimately, 
it is what one trades in for quality that either legitimizes the decision, or dissuades it from 
happening. An exemplary situation occurs on the banner in Page 1, where ambition guided the 
bullseye arrow to its target, only to discover its success was meant to be elsewhere. The missed 
arrow, despite being completely off, ended better off than the others combined. Likewise, the 
designer’s task is to make the decision that will enable their definition of success. 

It is wise to remember that, by no means, does anyone’s boss/professor/higher-ups doubt they 
can create an outstanding product, given all the time and money in the world. Unfortunately, 
no designer owns either, but it is their duty to make do. 


