
S
y s t e m s  d e s i g n  
for the learning
space is a complex
process. Through-
out the process,
decisions are made

with respect to function, per-
formance, cost, technology
standards, operations, main-
tenance, and numerous other
variables. It is even possible
that the people who begin the
design process will not be
those who complete it. A valu-
able first step is to engage the
project’s stakeholders in de-
veloping a set of guidelines 
to enable future decision-
m a k i n g  a s  t h e  p r o j e c t  
progresses from concept de-
velopment through imple-
mentation. These guidelines
consist of both precepts and
assumptions.

Precepts
A precept is a rule or principle
prescribing a particular course of
action or conduct. Design pre-
cepts describe the overall
environment in which the
learning space is being de-
veloped and help suggest
the context in which the de-
sign team will formulate the
p ro j e c t .  Exa m p l e  d e s i g n
precepts:

■ New user interfaces are
proliferating.

■ The future of computing
rests on a wireless “always
o n ”  m o b i l e  n e t w o r k
connection.

■ W i r e l e s s  n e t w o r k i n g
technology is advancing
rapidly.

■ Mobile computing devices
are b ecoming smaller,
cheaper, more powerful,
and better integrated.

■ Students and faculty are
often nomadic.

■ The research and edu-
cational environments
hold major transformation
potential.

■ Intelligent systems and fa-
cilities are predicated on
p e r s o n a l  p ro f i l e s  a n d
wearable devices or cards.

■ Te c h n i c a l  a s s i s t a n c e
should be provided when-
ever and wherever needed.

Assumptions
An assumption is something
taken for granted or accepted as
true without proof; a supposition.
Planning or design assump-
tions provide direction to the
design team and also act as a
sounding board when hard
decisions have to be made.
Projects often encounter bud-
get difficulties, programmatic
changes midstream, and/or
other events that can force the
design team to reevaluate the
project. Design assumptions
provide the context for mak-
ing those “value-engineering”
decisions. Example design
assumptions:

■ Classroom spaces will pro-
vide instructional tools 
to support both technology-

enhanced and traditional
teaching styles.

■ A “universal” instructor’s
user interface for technol-
ogy systems is both desir-
able and necessary. This fa-
cilitates ease of use, faculty
training, technical sup-
port, flexibility in room
scheduling, and long-term
systems evolution.

■ Flexibility is required so
that classrooms can be eas-
ily configured for different
instructional styles from
class period to class pe-
riod, as well as within each
class period. The notion of
flexibility should also be
considered in the long
term, to enable the systems
t o  a d a p t  o v e r  t i m e  t o
changes in curriculum,
teaching and learning
styles,  and technology
advances.

■ The project will  strive 
to implement advanced
technologies whenever
possible, recognizing that
the systems must support
state-of-the-art education
yet also provide backward-
compatible technologies to
support existing archives
and content libraries.

■ The technology systems
must be supportable by
technical personnel and fi-
nancial resources.

■ The technology environ-
m e n t  w i l l  p r o m o t e  
the concept of  shared 
resources and will facili-

tate the development and 
d e p l oy m e n t  o f  d i g ita l
media across the college/
university network.

■ The project will strive to
deliver seamless integra-
tion of AV, IT, and other
technology.

■ There will be a fluid inte-
gration of synchronous
a n d  a sy n ch ro n o u s  re -
sources and activities.

■ Bandwidth will not be a
limiting factor.

■ Technology solutions will
support and enable the de-
sign precepts.

■ Technology solutions will
be scalable, insofar as a sys-
tem in a small classroom
will share attributes with a
system in a large lecture
hall, which will share at-
tributes with a building-
wide system, which will
share attributes with a
campus-wide system.

Together, such learning
space design precepts and as-
sumptions provide a road
map for the design team and
enable good decision-making
by project leaders. The effort
invested early in the process
will pay big dividends by the
time the project is completed.
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