The original source of these “rules” was not progpdocumented by me, but based on the
comment in #1 below, | suspect it is Dustyn Robelkiga culpa

1. NEVER loan out your copies of:
Machinery’'s Handbook
Shigley’s Mechanical Engineering Design
Making Things Move: DIY Mechanisms for Inventorsplhbyists, and Artistéokay this one
is a shameless plug, bbtig Northtold me it's “destined to be be a classic of S@tsyou
can blame him)

2. Project planning follows the rule of pi. Tdkaw much time you think you can complete
something in, multiply it by pi, and that will blea actual length of time it takes.

3. Parkinson’s Law: Work expands so as to fill tihee available for its completion. Don't give
yourself too much time for a project or it will rervget done. Speaking of done, check out
The Cult of Done Manifestolf it weren't for the last minute, nothing wouddrer get done.
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. Everything is a spring.
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. If it moves and it shouldn’t, use duct tapeit foesn't move and it should, use WD-40.
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. Document everything you do. Someone will ask tojustify your design at some point, and
“Iit kind of sort of looked right” is never a goodswer. This is especially true on
collaborative projects. The group will forget wtidl what and it will make going back and
changing things that much harder.

7. Design is an iterative process. The necessanpauof iterations is one more than the number
you have currently done. This is true at any pmiriime.
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. Ask questions. If you don’t know something, say Your credibility as an engineer lies not
in being infinitely intelligent, but in knowing how get at the right resources to figure it
out. If you cheat, people will die

9. Designing for disassemble is just as importardesign for assembly. It will never work the
first time you put it together. Oh, and make gt everywhere there is a screw, there is a
place for a screwdriver to install it. And for ard to fit around said screwdriver.

10. Business will always be a part of engineeribgn’t work for free (unless you really want
to) and don’t work without a contract. Don't desig better mousetrap THEN expect
someone to want it. The products that sell thé d@snot necessarily the ones that are
technologically superior.

11. Design is based on requirements. There’s ridipagion for designing something one bit
“better” than the requirements dictate. Betteahessenemy of good enough. Get it done then
go play outside.

12. Engineering is done with numbers. Analysis withnumbers is only an opinion.

13. Be friendly and talk to your machinist and/bog techs. You may have a fancier title or
degree, but that does not make you better. A sloortersation on how to make a part more
easily machineable/moldable/etc. can save thousardislars and make you both look
good. You may even learn something.



