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1 Introduction

Inquirement enables product teams, designers, and innovators to explore competing
solutions, evolving ideas, and requirements in increasing levels of detail with full traceability.
It creates insight that shapes the right questions and supports translating them into Al
prompts with readable response formats.

Inquirement is not just a tool — it’s where know-how thrives.

Automation and Al radically reduce the cost of the application of know-how. This is why well-
structured and human readable know-how has gained so much value. Inquirement supports

this, while still being flexible enough to be used during brainstorm sessions. Its simplicity and
semantic core help you organize the ideas and ask the right questions — supporting creativity
and transform it to value.

Learn more about Inquirement on our website.
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2 The process

The process is built to find a Solution based on Requirements. It is built to gradually explore
possible solutions in increasing levels of detail and to discover derived Requirements that
are applicable for each Option. The process creates a branch structure, where one of the
branches leads to the Optimal Solution.

The process roughly follows the tabs shown in the upper right corner of the Inquirement
window (see chapter 3 for explanation of the layout). The following sections will explain the
Inquirement steps in more detail.

2.1 Usage Scenarios

Inquirement supports human interaction with know-how. It helps to organize ideas, while
asking the right questions — supporting creativity and transform it to value.

Inquirement can be used individually and in groups. The sections below discuss
Inquirement’s usage scenarios.

2.1.1 Brainstorm: Generate ideas without limits

The Inquirement process allows generation of Options for complex systems. Work in a group
or individually from concept level to detail Requirements that matter. Keep track of
alternative Options and find the optimal solution.
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2.1.2 Analyse: Reveal insight layer by layer

Experienced people know that the details determine the outcome. Work in a group or
individually to formalise the causal connections between Options, detail Requirements and
Top Level Requirements. This allows analysis of why a Requirement exists and which Option
is invalidated if not met. The validity of each Option is clearly linked through Arguments to
Evidence. Options are not dismissed before the killer (detail) Requirement is found. This
prevents missing viable Options without a clear reason.

2.1.3 Explore: Uncover new or existing know-how

Inquirement helps you to capture the critical know-how involved — documenting not only the
solution, but also the reasons why alternatives were not selected. Uncover the hidden truths
of existing solutions, while any inconsistencies are uncovered and potential improvements
identified.

2.1.4 Simplify: Prevent over-engineering

Every solution has a reasoning behind it that is not always clear. Unstructured reasoning
tends to cause solutions that solve problems that should not be there in the first place. Work
in a group or individually to keep only required solutions.

2.1.5 Reuse: Stop reinventing the wheel

A problem will be solved again and again if knowledge is not properly documented. Work in
a group or individually to build upon existing knowledge. Take the next step forward instead
of reinventing the wheel.

2.1.6 Identify and mitigate risks

Risks are identified by introducing a Requirement that it should not happen. This approach to
risk puts people in solving mode instead of remaining focused on everything that can go
wrong. Introducing Requirements makes the Option invalid if the risk is not mitigated. Work
in a group or individually to identify the risks as Requirements. Define Options that can
prevent those risks. Find Evidence that proves the Options are safe to pursue.

See also §2.8.
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2.2 Inquirement objects

The Inquirement process is interwoven with the Inquirement objects. The graphical
representations of the Inquirement objects are discussed in Chapter 7. This section explains
the purpose of the Inquirement objects in the process.

Project
User Story Mandate
| |
Requirement Argument —# Evidence

Integration

Requirement—‘

‘ Design Problem H Option

2.2.1 Project

A Project node is the top node. It defines the name and a description of the discovery
project.

See also §7.3 Project Object.

2.2.2 User Story

A User Story node is an informal description of what the discovery project should deliver.
The User Story node is translated into a formal Requirement through a Mandate Node.

See also §7.4 User Story Object.

2.2.3 Mandate

A Mandate node is the approval of the Project owner to execute the Project. A Mandate
defines to which Readiness Level the final project solution must be proven. The levels are
derived from technology readiness levels. The Evidence node provides a certain level of
confidence that a solution is proven up to a Readiness Level.

See also §7.5 Mandate Object.
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2.2.4 Requirement

A Requirement node defines a Requirement that can be:

- Functional:  If the Requirement does not define any quantitative value.
- Goal: If a number or property must be as small/large as possible.
- Range: If a number or property must be smaller or larger than a certain value.

- Fixed Value: If a number or property must be a certain value.

A Top Level Requirement is derived from a User Story node directly. Integration
Requirements are added if multiple sub-options must be integrated into one.

See also §7.6 Requirement Obiject.

2.2.5 Integration Requirement

It is possible to break up complex problems into multiple Design Problems that only try to
solve a subset of the Requirements.

‘ Argument |
Y L
| Requirement 1 ‘ ‘ Requirement 2 |
| Design Problem A ‘ ‘ Design Problem B |
| Option X ‘ ‘ Option Y |
Y L
| Sub Option 1 ‘ ‘ Sub Option 2 |

An Integration Requirement is automatically added if more than one Design Problem exists
in one branch as shown in the example above.

Option X by itself must satisfy Requirement 1

Option Y by itself must satisfy Requirement 2

The Argument in the example above is invalid if the combination of Design Problems A and B
do not satisfy both Requirement 1 and 2. Therefore Option X and Y need an Integration
Requirement.

It is also possible to divide Options into Sub-Option Objects. In such cases each Sub-Option
Object will automatically receive an Integration Requirement as well.
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2.2.6 Design Problem

A Design Problem is the node that collects certain Requirements to properly define the
challenge at hand. The Design Problem should collect all Requirements that need to be
satisfied. Any Options proposed to solve the Design Problem should satisfy all linked
Requirements.

See also §7.7 Design Problem Obiject.

2.2.7 Option

An Option node describes a possible Solution for a Design Problem. Argument nodes are
used to explain why.

It is possible to define Sub-Option Objects of an Option. For instance, to divide the Option
into functional elements. In such cases each Sub-Option Object will automatically receive an
Integration Requirement because the Sub-Option Object must be integrated with other Sub-
Option Objects into the Option.

Options can be:

¢ Invalid if the Option does not meet the Requirements
¢ Valid if the Option meets the Requirements
e Optimal if the Option meets the Requirements and either

has the best Parameter values with respect to the Goals, or
has the highest Readiness Level if no Goals are defined.

The combination of all preferred valid Options defines the solution for the Project. This
combination can be selected and visualized in the V-diagram tab page.

See also §7.8 Option Object.

2.2.8 Argument

An Argument node explains how an Option solves a certain Requirement. The Argument
also states the conditions for this Requirement to be valid. These conditions are defined as
Requirements or Evidence. While brainstorming, any risk or scepticism about an Option can
be efficiently expressed as these conditions. Any doubt is captured and turned into a
challenge that can later be solved. Validation tests are required if no direct Evidence is
available. Test method Options and Evidence that the test method can deliver proof then
need to be found. The cost of the test can be added in the Evidence Parameter value.

See also §7.10 Argument Object.
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2.2.9 Evidence

An Evidence node is the reference to Evidence that a certain Option can satisfy a
Requirement. An Evidence Object does not share a Subject, Verb or Capability with any
other object; it exists as a separate piece of evidence.

Evidence proves the Option validity to a certain Readiness Level. The levels are derived
from technology readiness levels. The Mandate node defines to what Readiness Level the
final solution must be proven. As the Readiness Levels suggest, the Evidence can have
several sources: ‘analysis’, ‘test’ and *..." up to ‘proven in actual environment’.

See also §7.11 Evidence Object.
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2.3 Semantic Relations

The Inquirement objects have underlying semantic links. For instance, the subject of a
Requirement reappears in a Design Problem as shown in the example below.

(Requirement

The | SYSTEM <must KEEP OUT | PEOPLE )
(Design Problem | ]
L Howcana . SYSTEM KEEP OUT | = PEOPLE ' ? )
(Option ]

LOCK 1

(Argument
L A LOCK can KEEP OUT ' PEOPLE |if: )
/Requirement |
L The LOCK must . RESIST || BREAK-IN @)

The semantic rules within Inquirement will, for instance, define the Design Problem based on
the parent Requirement as shown in the example above. The semantic relations drastically
reduce the amount of user input needed and ensure data consistency because, for instance,
a shared subject is defined only once and reused where needed.

2.3.1 Subject

The Subject is the description of the solution or Option. The Subject is defined in a User
Story or Option and shared with relevant objects. Accordingly, a Subject can only be
changed in a User Story or Option. Changing the subject will immediately change the subject
of all related objects as well, ensuring data consistency.

2.3.2 Verb

The Verb defines what the Subject must do. Never use the word ‘must’, since that is always
put before the Verb in a Requirement. The Verb must always be specified.

2.3.3 Capability

The Capability is a further description of what the Subject must do. In rare occasions the
Capability can be left empty if the Verb description is already clear enough.
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2.4 Readiness Level

The Readiness Level defines the readiness level to which the solution must be proven. The
definitions of each level represent a level of confidence that the solution will actually work as
expected. The required Readiness Level, to which level the solution must be proven, is
defined in the Mandate. Evidence proves that a solution is valid up to a certain Readiness
Level. The overview below shows the Readiness Level and corresponding Evidence type.

Level Evidence type Readiness Level

0: Expectation No level set

1: Observed Principle Basic principles observed

2: Concept Analysis Technology concept formulated

3: Concept Simulation Experimental proof of concept

4: Lab Test Technology validated in a lab

5: Relevant Env Test Technology validated in relevant environment

6: Relevant Env Demo Technology demonstrated in relevant environment
7. Operational Demo System prototype demonstration in operational env
8: Fully Qualified System complete and qualified

9: Fully Operational Actual system proven in operational environment

An icon (highlighted with a red square) in each Inquirement object shows the achieved
Readiness Level. Hovering over the icon will show the Readiness Level of the object (see
lower right picture).

(Requirement 0 fﬂ
The basket diameter mUSTD The Requirement REQ_2026_04_08_08_10_47_00000007 is Valid.

larger than 300mm. B
The reguired readiness level is; 1
The achieved readiness level is: 8

The average readiness level is: 5.688

See also §7.2.2 for more on the Readiness Level Icon
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2.5 Project definition

This phase defines the project goal and scope. The project is described in the Project object.
The outcome of the project is defined in User Story objects. The Mandate captures the
approval of the project owner and defines to which level the final project solution must be
proven.

The Top Level Requirements are defined in the project definition step as well. They are
derived from the User Story objects. Do not try to create a complete set of Requirements in
this phase. Restrict the number of Requirements to Top Level Requirements that are directly
derived from User Story objects. The full set of Requirements will evolve during the
Inquirement process.

See §3.2.1 for a detailed description of the Project tab page.

2.6 Problem statement

In this phase the Problem Statement is defined in Design Problems. A (set of) Requirements
can be selected to define a Design Problem. This can be repeated until all Requirements are
covered in a Design Problem. It is best practice to tackle the most critical or most
contradicting Requirements first in order to find a lightweight, yet strong solution.

| Top Level Requirement .Eﬂ | Top Level Goal .Eﬂ
The solution must do The solution must do
something. something with a price as low
cost as possible (weight:
100).
I
| Design Problem .Eﬂ

How can a solution:

- do something;

- do something with a price as
low cost as possible?

New Requirements will evolve during the validation step (see §2.8). The process will
therefore restart at this step until all Requirements have been solved.

An Integration Requirement is automatically created if more than one Design Problem exists
in one branch as shown in the example in §2.2.5.

See §3.2.2 for a detailed description of the Problems tab page.
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2.7 Define Solutions

In this phase the solutions to the challenges, defined in Design Problems, are defined in the
Options.

| Design Problem .Eﬂ
How can a solution:

- do something;

- do something with a price as
low cost as possible?

OR |
Option or (Option oF)
Option 1 Option 2
T
| I AND |
Sub Option ®F) (sub Option ®F1) (sub Option (1)
Option 2 system A Option 2 system B Option 2 system C

Options can be generated manually, during a brainstorm, but can also be generated with the
help of Large Language Models (LLM). Inquirement can create a LLM prompt on the
clipboard based on the Design Problem by using the ‘Copy Al prompt’ menu item in the
Design Problem Object. The prompt can be pasted into any LLM interface. The LLM is
instructed to provide the answer in a specific format, so Option objects can be defined by
just pasting the LLM answer back into the Design Problem Object by using the ‘Paste Al
answer’ menu item.

The LLM can only be aware of the specific questions that were asked through this manual
step. Full integration with an LLM would expose the entire project. This is not desirable given
the confidentiality the information might have.

It is possible to define Sub-Option Objects of an Option to divide it into functional elements
for instance. If Sub-Option Objects are added, they will automatically receive an Integration
Requirement because the Sub-Option Object must be integrated with other Sub-Option
Objects into the Option. See also the example in §2.2.5.

See §3.2.3 for a detailed description of the Options tab page.
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2.8 Validate the Solutions

In this phase, Options are evaluated against the Requirements. The Option must satisfy all
Requirements that are included in the Design Problem. The evaluation is performed using
Argument objects, which state that the Option satisfies a Requirement based on Evidence or
assumptions. The assumptions are captured as new Requirements as shown in the example
below.

| Optimal Option QEH | Top Level Requirement .Eﬂ

Basket The solution must hold apples
with an amount more than 10

[l

I
| Argument .Eﬂ

A basket holds apples with an
amount more than 10[-] if:

| Requirement .l;:-n [Concept Simulation .W
The basket diameter must be According to ref X:
larger than 300mm. Experimental proof of concept

that a basket holds apples
with an amount more than 10

The example shows a typical validation step. The suggested Option ‘basket’ is assumed to
be able to ‘hold 10 apples’ if the diameter is at least 300mm. As many Requirements can be
added as deemed necessary.

Risks can be addressed as new Requirements too. For instance, the Requirement that the
‘basket’ must not have any concentrated pressure points on the apples can be added to
address the risk that the apples might be damaged by the ‘basket’.

Any supportive Evidence can be linked to the Arguments as well. The header of the
Evidence shows the Readiness Level to which the Option is proven. Evidence that proves
that the Option is not a good solution can be added as well. In that case the Argument has to
be set to ‘invalidates’. The Argument and Option will receive a red Readiness Level icon to
indicate that the Option is proven to be invalid.

See §3.2.4 for a detailed description of the Validation tab page.
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2.9 Inspect the Requirements

In this phase, the current set of Requirements is inspected. This can be done in the
Requirements tab page, which is an overview of how Arguments led to each Requirement.
This allows for a close inspection of the origin and validity of each Requirement. The next
step in the solution discovery can be identified and subsequently implemented by going to
the Problem statement to continue the process.

Each Requirement has a reason why it exists. This reason can be shown by using the ‘Show
Why’ function in each Requirement. See §3.2.5 for a detailed description of the
Requirements tab page.

2.10 Select the best Solution

This phase defines the best solution using the V-diagram tab page. The branch of
Inquirement objects diverges into multiple Options. In this step, the best branch can be
identified and visualized.

The V-diagram tab page starts with repeating the objects from the Project definition. It then
shows successive levels of more and more detailed Options in the left branch of the V-
diagram. The right branch shows all Evidence.

The V-diagram displays the optimal Option in each level if an applicable goal Requirement is
available. The first valid Option is shown if no goal Requirement is applicable. Options can
be switched, so that the V-diagram shows the preferred Option on each level. The
combination of all Options from different levels in the V-diagram define the final solution of
the Project.

See §3.2.6 for a detailed description of the V-diagram tab page.
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3 Inquirement window

The Inquirement window has two main parts. The Tree View on the left and the Workspace
on the right. Six different tab pages can be chosen for the Workspace. There is also a Menu
Bar and a Toolbar with buttons at the top of the window.

‘ OG0 e~ O D A+ vaE s AQAY Project Problems Options Validation  Requirements  V-diagram
= @ MyProject
= @ User Stories
| @ Solution do somethin [Project MyProject LS [ Mandate o
= @ Mandates

Project description. developed to readiness level
1 (Basic principles observed).
An additional Remark can be

dded here

@ solution readiness ley
= @ Requirements

® Solution do something
® Solution do something
@ Option 1 perform actio User Story .|§|| [ Top Level Requirement .EH [ Top Level Goal [ ]5] |
@ Option 1 do something A solution is needed that The solution must do HThe solution must do

Project MyProject ‘ The solution must be

= @ DesignProblems does something. something. something with a price as low
Double Click to modify cost as possible (weight:

@ Solution: do something 100).

@ Option 1: perform actic
= @ Options

=€ Option 1

& Option 1A

@ Option 1B

@ Option 2

= @ Arguments

@ Option 1 do something
@ Option 1 do something
@ Option 2 do something
® Option 2 do something
@ Option 1B perform acti
@ Option 1A perform acti
@ Option 1A do somethir
=@ Evidences

@ Option 2 do something
@ Option 1B cannot perfi
‘ ® Option 1A do somethir

o

3.1 Tree View

The Tree View on the left shows all Inquirement objects of the Project. The icons in front of
each object show the Readiness Level and validity of the object.

The objects in the Tree View can be selected and deselected. This acts as a filter for the
view in the Workspace. For instance, the Validation tab page will show the validation for the
selected Option.

Right-Mouse-Click on each object in the Tree View will show a Treeview Menu. It allows to
‘Show related objects’ or ‘Show and Edit comments’ of each object.

Left-Mouse-Click on each object in the Tree View will select or deselect that object.
Multi-Select is activated if CTRL is pressed at the same time.
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3.2 Workspace

3.2.1 Project tab page

The Project tab page is intended for the ‘Project definition’ process step to define the project
goal and scope. The tab page shows the Project Object, User Story Objects, Mandate
Object and Top Level Requirement Objects.

‘ OG0 o~ O D A+ vaEa AQAQ Y Project Problems Options Validation  Requirements  V-diagram ‘
= @ MyProject ‘
= @ User Stories
. ® Solution do somethin [ Project MyProject LS (Mandate o
= @ Mandates

Project description developed to readiness level
1 (Basic principles observed).
An additional Remark can be

dded here

@ solution readiness le\
= @ Requirements

® Solution do something
® Solution do something
@ Option 1 perform actio User Story o5 (Top Level Requirement @[] [ Top Level Goal LS
@ Option 1 do something A solution is needed that The solution must do H The solution must do

Project MyProject ‘ The solution must be

=[ ] DesignProblems does something something something with a price as low
® Solution: do something Double Click to modify cost as possible (weight:
@ Option 1: perform actic 100)
= @ Options
= Option 1

& Option 1A

@ Option 1B
@ Option 2
@ Arguments
@ Option 1 do something
@ Option 1 do something
® Option 2 do something
@ Option 2 do something
@ Option 1B perform acti
@ Option 1A perform acti
@ Option 1A do somethir
@ Evidences
@ Option 2 do something
@ Option 1B cannot perfi
® Option 1A do somethir

m

Start by defining the Project Object by double clicking the Project Object.

Create User Story Objects. Do not go into too much detail, as a broad description of what
the Project should do is sufficient in this phase. More detail will be added during later stages
of the process.

Define the Mandate Obiject to state to which Readiness Level the final project solution must
be proven.

Derive Top Level Requirement Objects from the User Story Objects. Consider adding at
least one Goal Requirement. Having a goal enables (automatic) selection of the optimal
Option if multiple Options are valid (i.e. satisfy the Requirements).

Determination of the optimal Option uses the Goals in the Top Level Requirements if there
are no Goals in the Design Problem that are directly related to the Option.
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3.2.2 Problems tab page

The Problems tab page is intended for the Problem statement process step to define which
Requirements must be solved by solutions for Design Problems.

The tab page shows the Requirement Objects and Design Problem Obijects.

DEEE-

@ Option 1 do something
= @ DesignProblems

@ Solution: do something
@ Option 1: perform actic

@ Option 1 do something
® Option 1 do something
@ Option 2 do something
@ Option 2 do something
@ Option 1B perform acti
@ Option 1A perform acti
@ Option 1A do somethir
@ Evidences

® Option 2 do something

[

PO A+

| Fully Qualified

FRFA

L g=H A'KQ@Q

v | @,

Project Problems Options Validation Requirements
= @ MyProject
= @ User Stories [Project MyProject 12!
@ Solution do somethin Project MyProject
= @ Mandates Project description
@ solution readiness le\
= @ Requirements
® Solution do something [
® Solution do something | ]
® Option 1 perform actio Top Level Requirement @] (Top Level Goal o)

The solution must do
something

The solution must do
something with a price as low
cost as possible (weight:

100)

low cost as possible?

= @ Options | I
=/ Option 1 [
& Option 1A Design Problem []S]
@ Option 1B How can a solution:
@ Option 2 - do something;
= @ Arguments - do something with a price as

=)

Func Requirement [ 5]

[Goal

02

According to ref1:

System complete and
qualified that an option 2
does something with a price
equal to €50

The option 1 must perform
action

The option 1 must do
something with a price as low
cost as possible (weight.

100)

@ Option 1B cannot perf:
@ Option 1A do somethir

fDesign Problem .L?—n
How can an option 1: ‘

[

Aotion:

Start with a proper inspection of all Requirement Objects that have not been allocated to a
Design Problem Object yet.

Focus on a part of the tree by selecting an object in the Tree View (or Right-Mouse-Button —
Select object in tree on the object in the Workspace). The Workspace will show objects
below the selected object only.

Try to find contradicting Requirements. For instance, if a certain strength is necessary for an
object with a maximum weight. Contradicting Requirement Objects are good candidates for
Design Problems.

Aim to tackle the most challenging Design Problems first.

Try not to add all Requirement Objects to one Design Problem Object unless it is absolutely
necessary.

Attempt to break up complex problems into multiple Design Problems. Each Design Problem
will solve a subset of the Requirements. Be aware that this will automatically create
Integration Requirements. These Integration Requirements ensure that all solutions together
solve the combination of all Requirements. Automatically created Integration Requirements
can be deleted if it is absolutely certain that they do not make sense. Integration
Requirements can also be temporarily hidden in the initial phase of the project (see Object
Filter button).

@ Inquirement User Manual v1.0.8 22



3.2.3 Options tab page

The Options tab page is intended for the Define Solutions process step to propose solutions
for each Design Problem.

The tab page shows the Design Problem Objects and Option Objects.
O Fle ESt View Tods Hep Inqurement-FromBrsinsomtoBreskhouh = O X

‘ OGEEBE ~ 00 ax vEel A AQAY Project Problems Options Validation  Requirements | V-diagram ‘
= @ MyProject 1
= @ User Stories Project MyProject (]S
@ Solution do somethin Project MyProject
= @ Mandates Project description

@ solution readiness le\
= @ Requirements

@ Solution do something
@ Solution do something
® Option 1 perform actio Design Problem L 1S
@ Option 1 do something How can a solution

= @ DesignProblems - do something;

® Solution: do something - do something w_ri(h a price as
® Option 1: perform actic low cost as possible?

= @ Options I

=/ Option 1 | OR ]

@ Option 1A Optimal Option @R (valid Option 12!
@ Option 1B Option 1 Option 2

@ Option 2

= @ Arguments

@ Option 1 do something

® Option 1 do something

@ Option 2 do something

® Option 2 do something Design Problem o=

@ Option 1B perform acti How can an option 1:

® Option 1A perform acti - perform action;

® Option 1A do somethir - do something w_'lth a price as
h low cost as possible?

= @ Evidences

® Option 2 do something O;R

@ Option 1B cannot perf: | ]

® Option 1A do somethir (Optimal Option OF) (option o)

|Opti0n 1A | ‘ Option 1B ‘

Start with a proper inspection of all Design Problem Objects that have not been solved by
potential Option Objects yet.

Focus on a part of the tree by selecting an object in the Tree View (or Right-Mouse-Button —
Select object in tree on the object in the Workspace). The Workspace will show objects
below the selected object only.

Manually add Option Objects with Right-Mouse-Button — Add Option in a Design Problem
Object.

A feature to use a Large Language Model to come up with potential solutions is available in
the Design Problem Objects. Right-Mouse-Button — Copy Al prompt will copy an Al prompt
on the clipboard. Generate the answer using any Large Language Model. Copy the answer,
given in the requested xml format, back in the Design Problem Obiject using Right-Mouse-
Button — Paste Al answer. This will automatically create Option Objects. Inspect the result
and modify the resulting Option Objects where needed.

Create a breakdown through Right-Mouse-Button — Add Sub Option in the Option Object.
Doing this will automatically create Integration Requirements to ensure that all Sub-Option
Objects work together as one to solve all Requirements.
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3.2.4 Validation tab page

The Validations tab page is intended for the Validate the Solutions process step to evaluate
an Option against the Requirements.

The tab page shows an Option Object, Design Problem Object, Requirement Objects,
Argument Objects and Evidence Objects.

] (2] .. |
‘ ODGEEB = ~ 00 A+ vEEa” AQAR Project Problems Options Validation  Requirements  V-diagram
= @ MyProject |
= @ User Stories
® Solution do somethin | Design Problem o
= @ Mandates How can a solution
® solution readiness ley - do something; ) ]
@R . t - do something with a price as
équirements low cost as possible? Optimal Option @R
@ Solution do something

@ Solution do something
@ Option 1 perform actio
@ Option 1 do something
= @ DesignProblems

@ Solution: do something

Option 1 ‘

|Top Level Requirement L5

® Option 1: perform actic ;2:1:3::*;;0” MNELED
= @ Options
El+] Option 1 (Argument o

@ Option 1A
@ Option 1B

@ Option 2 -
@ Arguments Func Requirement | ]S \

® Option 1 do something ;:t?oiplioﬂ 1 must perform

® Option 1 do something
@ Option 2 do something
@ Option 2 do something
@ Option 1B perform acti
® Option 1A perform acti [Top Level Goal L2
® Option 1A do somethir “The solution must do

An option 1 does something
if

[

. something with a price as low
o EVlde.!nces . cost as possible (weight:
[ ] Opt!on 2 do something 100) (Argument .|§_||
[ ] Opt!On 1B cannot perf: An option 1 does something
@ Option 1A do somethir with a price as low cost as
possible if:

(nal ;e
Select an Option Object in the Tree View to visualize its validation in the Workspace.
The Option is a solution for a Design Problem, which is shown in the upper left corner.

The Requirements that define the Design Problem are located on the left of the Workspace.
The Option must satisfy all Requirements.

The Option can only be valid if the Integration Requirements are valid as well. Integration
Requirements are always shown to the right of the Option to make this clear (even if
Integration Requirements are hidden in ‘Show related objects’).

Add Argument Objects via Right-Mouse-Button — Add Argument in the Requirement Object
or Right-Mouse-Button — Add Argument or Add all Arguments in the Option Object.

Add Requirement Objects using Right-Mouse-Button — Add Requirement or Add Goal in the
Argument Object. Add Evidence Object using Right-Mouse-Button — Add Evidence.

Use help from Large Language Model Al by using ‘Copy Al prompt’ and 'Paste Al " in the
‘Requirement Object’ menu items on the left.

See also §7.10.4, §7.10.5, §7.10.7 or §7.10.8 on how to link or unlink existing Requirements
or Evidence obijects to the Argument Object.
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3.2.5 Requirements tab page

The Requirements tab page is intended for the Inspect the Requirements process step to
inspect the current set of Requirements.

The tab page shows the Requirement Objects and Argument Objects.

‘ Or e O O Al+ vEEa” AQAR Project Problems Options Validation = Requirements = V-diagram ‘
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® Option 1A perform acti action because: if: with a price as low cost as
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® Option 2 do something ] ‘
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Focus on a part of the tree by selecting an object in the Tree View (or Right-Mouse-Button —
Select object in tree on the object in the Workspace). The Workspace will show objects
below the selected object only.

Each Requirement has a reason why it exists. This reason can be shown by using Right-
Mouse-Button — Show Why in a Requirement Object.

Integration Requirements originate from Option Objects (The Option must be integrated into
the higher level Option) instead from Argument Objects. Therefore the Option Object is
shown as parent of an Integration Requirement instead of an Argument Object.
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3.2.6 V-diagram tab page

The V-diagram tab page is intended for the Select the best Solution process step to identify
and visualize all preferred Option Objects from their alternatives.

This tab page shows preferred Option Objects, Requirement Objects and Evidence Objects.
Unless otherwise specified, each row displays the optimal Option Objects.
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The V-diagram shows the Project tab page objects in the upper row. The rows below show
the Requirement Objects and the Option Objects into increasingly detailed levels. Evidence
Objects are visualized in the right branch of the diagram.

Focus on a part of the V-diagram by selecting an object in the Tree View (or Right-Mouse-
Button — Select object in tree on the object in the Workspace). The Workspace will show the
V-diagram below the selected object only.

Requirement Objects are displayed behind each other. Use Right-Mouse-Button — Hide or
Show Nodes in the Requirement Object to hide or show each Requirement Object in that
row.

Optimal Option Objects are shown by default. Use Right-Mouse-Button — ‘Hide or Show
Nodes’ to manually select another Option Object. The function File — Export Requirements
pdf will export the requirements that appear in the V-diagram. It will omit Requirements that
belong to Options that are not selected in this tab-page.
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4 Menu Bar

4.1 File Menu
The first menu is the File menu.

New

Open

Save

Save as

Export pdf
Expert Requirements pdf
Export reqlF
Import comments
Close

Exit

no recent files

4.1.1 New

Use this function to create a new Project. You will be asked whether to first save the current
Project first.

4.1.2 Open

Use this function to open a saved Project. A Project is saved as an xml file. See Chapter 8
for information about Inquirement files. You will be asked to first save the current Project file
before opening a new one. A warning is displayed if you try to open a locked file.

Ie This file is already in use by another user.
' The file has been opened read-only.

OK

4.1.3 Save

Use this function to save the current Project. A Project is saved as an xml file. See Chapter 8
for information about Inquirement files. The function appears grey if no license is available.
Please Renew License to restore the Save function.

4.1.4 Save As

Use this function to save the current Project in a new file location or using a different name.
A Project is saved as an xml file. See Chapter 8 for information about Inquirement files. The
function appears grey if no license is available. Please Renew License to restore the save
function.
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4.1.5 Export pdf

Use this function to export all information of the Project to a pdf file. The pdf file contains all
information of the Project, including Options that were not selected, comments (see §7.2.1)
and any tooltip texts (see §7.2.7).

The pdf can be helpful for long term storage, data sharing or, for instance, registration of
ideas.

4.1.6 Export Requirements pdf

Use this function to export the Requirements from the selected Options in the V-diagram tab
page to a pdf. The pdf contains a subset of the information exported when using the Export
pdf function discussed in §4.1.5. Use ‘Hide or Show Nodes’ to select other Option Objects
and export another subset of the Requirements.

The pdf file can be helpful when a choice has been made between all possible Options. The
Requirements and Options in the pdf file offer a readable input when migrating to a tool to
manage the lifecycle of the Requirements and Options. For direct export and import between
tools the reqglF file format is recommended (see §4.1.7).

4.1.7 Export reqlF

Use this function to export all information of the Project into a reqglF file. Almost all
Requirements Management and SysML modelling tools today support reqlF import and
export.

Since the Inquirement process focusses on the initial creation of Requirements and Options,
there currently is no function to import reqlF files.

4.1.8 Import comments

Use this function to import comments from a similar Project file into the current Project.
Comments can be added to each of the Inquirement objects. Other users can then Show
and Edit comments to the Project in their local file. These comments can be imported from
another file into the original Project file.

This function basically checks for comments in each of the Inquirement objects in the
selected file. It copies the comments to the object with the same Unique Identifier.

The process is as follows:

Create a Project file.

Share the Project file with other people.

Other people can add comments to all Inquirement objects and save the file.
Select ‘File Menu’ — ‘Import comments’ in the menu bar.

Select the file received from another user.

The comments added by the other user are now added in your original file.

©oabhwbdh-~

The ‘Edit Menu’ => ‘Find all comments’ function can be used to inspect all objects that have
a comment.
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4.1.9 Close

Use this function to close the current Project file. You will be asked whether to first save the
current file if there are unsaved items in the current Project file.

I-Q Do you want to save the existing Project?

Yes No Cancel

A new Project will be created once the Project is closed.

4.1.10 Exit

Use this function to close the Inquirement application. You will be asked whether to first save
the current file if there are unsaved items in the current Project file.

4.1.11 Recentfiles

Recent files can be found here. Click on any file to directly open it.
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4.2 Edit Menu

The second menu is the Edit menu.

Undo

Redo

Find text

Find all comments
Find object with UID

4.2.1 Undo

Use this function to Undo the last action. There is nothing to Undo if Undo is grey.

4.2.2 Redo

Use this function to Redo the last action. There is nothing to Redo if Redo is grey.

4.2.3 Find all comments

Use this function to find all objects that have a comment (see also Show and Edit
comments). This function can be used when the ‘Import comments’ function has been used.

Search result for: 'Objects with comments'.

There are 1 Objects.

(Top Level Requirement @)
The solution must let in ‘

authorized people.

Select Close
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4.2.4 Find Text

Use this function to find Objects or Parameters with a certain text.

Specify the string to find

Match case
No Upper or Lower case match v

Match whole word

Parts of a word can also match v

Exact line

The entire string should match v
OK Cancel

The menu above shows the following options for the text search:

Match case ‘No Upper or Lower case match’ or
‘Upper or Lower case must match’

Match whole word ‘Parts of a word can also match’ or
‘String must match whole word’

Exact line ‘The entire string should match’ or

‘At least one word should match’

Press ‘OK’ to search. The search result shows all Objects and Parameters with a certain
text.

Search result for: 'price’.

There are 14 Objects with the string.

[ Top Level Goal 8F) [ Design Problem 0F) [Optimal Option oR)
The solution must do How can a solution: Option 1

something with a price as low - do something;

cost as possible (weight: - do something with a price as

100). low cost as possible?

There are 1 Parameters with the string.

price

[€]. [$]

factors: 1, 0.9

deltas: 0, 0

as low cost as possible

Select Close

Press ‘Select’ to Select object in tree for each object or press ‘Close’ to close the window.
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4.2.5 Find Object With UID

Use this function to find an object using its Unique Identifier. This function displays a window
with a pull-down containing all Unique Identifiers in the Project.

Select the UID of the object you are locking for:
ARG_2026_04_11_14_49 52_00000012 +

OK Cancel

Find and select the Unique Identifier you are looking for and press ‘OK’. This will show the
object with the Unique Identifier and its related objects in a new window like in ‘Show related
objects’.
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4.3 View Menu

The third menu is the View menu.

Appearance
Set appearance as default

4.3.1 Appearance

Use this function to change the appearance of the Inquirement Application. Clicking the
function will show the window below.

I | Project

| Background Color Text Colar
. | User Story | Background Color Text Color
| | Mandate | Background Color Text Color
| Design Problem | Background Color Text Color
| Requirement | Background Color Text Color ‘ _
: | Argument | Background Color Text Color .
! | Evidence | Background Color Text Color .
| Parameter | Background Color Text Color ' . . .
l | Invalid Option | Background Color Text Color '
| - ENEeans
| Valid Option | Background Color Text Color . . RGB: 40, 40, 40
| Optimal Option | Background Color Text Color . HEX: #282828
| Normal Text | Normal Background Text Color R: 40 v
Selected Background Text Color G 40 ]
Button Border Button Color Connect Color Border Color . _ v
Predefined color scemes: =B
Dark Mode Default Mode White Mode _ rightress B
Dark Colors Light Colors Cancel Apply OK Cancel

The buttons can be used to change the colors of the items. Objects, text and button
apearance can be changed. Clicking a button shows a color picker window as show on the
right above, allowing direct selection of pre-defined colors or input of Red Green and Blue in
the textboxes.
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Several predefined color scemes can be selected below in the Appearance window.

Project

User Story
Mandate
Design Problem
Requirement
Argument
Evidence
Parameter
Invalid Option

Valid Option

* Modify Appearance

Optimal Option

Normal Text

Selected Text
Button Border

Predefined color scemes:

Default Mode

Light Colors

Button Color

Background Color
Background Color
Background Color
Background Color
Background Color

kground Color
Background Color
Background Color
Background Color
Background Color
Background Color

Normal Background

Connect Color

‘White Mode

Cancel

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Border Color

User Story
Mandate
Design Problem
Regquirement
Argument
Evidence
Parameter
Invalid Option

Valid Option

.
=
o
o
F
pd
o
o
[}
]
o
=}
2
(]

Optimal Option
Normal Text
Selected Text
Button Border
Predefined color scemes:
Dark Mode

Dark Colors

Button Color

Default Mode

Light Colors

ground Color
ground Color
ground Color
Background Color
Background Color
ground Color
ckground Color
Background Color
Background Color
Background Color

Background Color

Normal Background

Sel d Background

Connec

Dark Mode (left) and Dark Colors (right, each object has a unique color)

Additionally, an alternative light mode with different colors for each object can be selected.

There is also a White Mode that can be used for, for instance, printing.

Project

User Story
| Mandate
Design Problem
Requirement
Argument
Evidence
Parameter
Invalid Option
Valid Option

Optimal Option
Normal Text
Selected Text

Button Border

Predefined color scemes:

Dark Mode

Dark Colors

Button Color

Default Mode

Light Colors

Background Color
Background Color
Background Color
Background Color
Background Color
Background Color
Background Color
Background Color
Background Color
Background Color
Background Color
Normal Background
Selected Background

Connect Color

White Mode

Cancel

Text Color
Text Color
Text Color
Text Color
Text Color
Text Color
Text Color
Text Color
Text Color
Text Color
Text Color
Text Color
Text Color

Border Color

Apply

White Mode

Cancel

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Text Color

Border Color

I ‘ Project | [ Background Color | [ Text Color
‘ User Story | [ Background Color | [ Text Color

| ‘ Mandate | [ Background Color | [ Text Color
‘ Design Problem | [ Background Color | [ Text Color

‘ Requirement | [ Background Color | [ Text Color

: ‘ Argument | [ Background Color | [ Text Color
T ‘ Evidence | [ Background Color | [ Text Color
‘ Parameter | [ Background Color | [ Text Color

: ‘ Invalid Option | [ Background Color | [ Text Color
‘ Valid Option | [ Background Color | [ Text Color

‘ ‘ Optimal Option | [ Background Color | [ Text Color
Normal Text [ Normal Background | [ Text Color

[ Selected Background | [ Text Color

{ Button Border |[

Button Color

| [ Connect Color \ { Border Color

Predefined color scemes:

{ Dark Mode

| [ Defauit Mode | [ White Mode

{ Dark Colors |[

Light Colors | |

Cancel

Apply

Light Colors (left, each object has a unique color) and White Mode (right)

Selecting Apply will set the defined colors to the Inquirement interface and also store the

color setting as default for your Inquirement application in the future.

4.3.2 Set appearance as default

Use this function to set the current colors as default for your Inquirement application in the
future. This can, for instance, be done when a Project file with color settings that you like is

opened.
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4.4 Tools Menu

The fourth menu is the Tools menu.

Customize Parameters

Review Integration Requirements
Review Evidence

Renew License

Buy License

4.4.1 Customize Parameters

Use this function to create or modify Parameters.

Acti... [Type

Unit Symbol

Conversion Factor

Delta

Target

Action

at most as bright as

equal to

at least as bright as

brighter than

as bright as possible

<new unit symbol>

<new unit factor>

<new unit delta>

add unit

velocity

m/s

1

0

as slow as possible

km/s

1000

0

slower than

[ 1< 1<

km/h

0.2778

0

at most as fast as

equal to

at least as fast as
faster than

as fast as possible
<new unit symbol> <new unit factor> <new unit delta> add unit
force N 1 0 as low as possible
lower than

at mosts

equal to

at least

larger than

as large as possible
<new unit delta> add unit

<new unit symbol> <new unit factor>
<new base unit symbol> 1 0

<new type name> <as small as possible>
<lower than>

<lower than or equal>
<equal to>

<larger than or equal>
<larger than>

<as large as possible> add type

Inquirement has a standard set of Parameters that cannot be deleted: function, real, length,
angle, time, mass, price, temperature, amount of substance, luminous intensity, velocity and
force.

The Parameter’s activity can be (de)selected. Deselecting does not delete the Parameter,
but will prevent the Parameters from showing up in the pull down menu in for instance
Change the Quantification. Parameters that are in use in an object cannot be deactivated.

Parameters can be represented in different units. Each unit has a ‘symbol’ and a ‘conversion
factor’ and a ‘delta’. The ‘conversion factor’ and ‘delta’ are used to re-calculate the value if
the unit is changed. (e.g. °C = 5/9 x °F + 17.778, where the ‘conversion factor’ is 5/9 and the
‘delta’ is 17.778

Units can be added to each Parameter by clicking the ‘add unit’ button. Make sure the
symbol, factor and delta are properly defined before clicking ‘add unit’.

New types can be added as well using the ‘add type’ button. Check that all fields are defined
before pressing this button.
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4.4.2 Review Integration Requirements

Use this function to check for any Options that are lacking an Integration Requirement.
Integration Requirements can be lacking because the automatically created Integration
Requirements can be deleted.

All Option objects below are lacking an Integration Requirement:

(Sub Option @)  (subOption ®F)  (sub Option om)
Option 1B sub option 1 Option 1B sub option 2 Option 1B sub option 3
[ Sub Option @]  (sub Option o)
Option 1B sub option 4 Option 1B sub option 5
‘ Close

This function allows to justify deleted Integration Requirements. Use the ‘Add Integration
Requirement’ context menu function to correct unjustly deleted Integration Requirements.

4.4.3 Review Evidence

Use this function to check the Evidence that is supporting the Project. See §7.5.4 ‘Mandate
Object’ -> ‘Review Evidence’.
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4.4.4 Renew License

Use this function to update the license information. This window will pop up when the license
has expired or when there is no active license yet.

Please provide the license information below.
User name used when purchasing the license:

John Doe

e-mail adress where the license key was received on:
john.doe@user.com

Provide new license key or renew existing license:
<paste new license key here>

Provide a name for the license on this computer:

LAPTOP_JD|

OK Cancel

Please provide the user name used when purchasing the license as well as the e-mail
address where the license was received on. The license key itself must be pasted or typed in
the license key textbox.

You can install Inquirement on as many computers as you want. The license has a name on
each computer. This allows deactivation of licenses on certain computers if needed. Go to
www.lemonsqueezy.com or follow the link in the license activation e-mail to view the order.
Click on the License to go to the activation or deactivation page.

Click ‘OK’ when the information is provided. The application will try to contact the license
provider and grant access to the application if successful.

Only during this process Inquirement needs connection with the internet. Inquirement will try
to validate the license every 13 days (see also §12).

Saving a Project will not work without a license. All other options and functions will still work
without a license, making it possible to open and investigate Inquirement without a license.
The example Projects can be used for this (see also §4.5.3 Example Projects).

4.4.5 Buy License

The purchase page will be opened in a browser when this button is pressed. Having a
license also enables recovery files to be saved if Inquirement crashes.

‘9 An unexpected error occurred.
The Project has been saved in:
C:\My

ml

OK
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4.5 Help Menu

The fifth menu is the Help menu

About @\
Privacy Policy F

Example Projects » Explain Objects Project
Explain Objects Gate Example Project

4.5.1 About

Use this function to view the ‘about page’.

4.5.2 Privacy Policy

Use this function to view the ‘privacy policy’. See also Chapter 12.

4.5.3 Example Projects

Having an example makes it easier to play around with the features and possibilities of
Inquirement. Use the example projects below to make yourself familiar with the application.

4.5.3.1 Explain Objects Project
Use this function to create an example Project that shows all Inquirement objects.

4.5.3.2 Gate Example Project

Use this function to create an example Project that shows possible solutions for keeping
certain people out and letting certain people through a gate.
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4.5.4 Explain Objects

Use this function to show a window that explains all Inquirement objects.

| Click one of the objects to see more. Maximize window to switch fo presentation layout.

| [ Project ‘

'

[ User Story }—p[ Mandate ‘

I |
]

[ Requirement H Argument H Evidence

l Llntegration Requirement—| T

[ Design Problem }—»[ Option ‘

A Project node is the top node.
It defines the name and a description of the discovery project.

Clicking one of the objects will display further explanation of that object. Clicking the
maximize button in the top right will show a full screen version of the window in presentation
format.

Click object for explanation

Project Project

l Top node
User Story —— Mandate

I |
!

Requirement -—  Argument —— Evidence

L Integration

Requirementw

Defines Project name

Defines Project description

Design Problem —— Option

4.5.5 Keyboard Shortcuts or Hotkeys

The following keyboard shortcuts or hotkeys are available:

CTRL + Z: Undo the last action.

CTRL+Y: Redo the last action.

CTRL + S: Save the current Project (only if there is a valid license).
CTRL + F: Access the Find Text function.

CTRL+ O:  Open a Project.

CTRL + N: Create a New Project.
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5 Toolbar

You can find the toolbar in the left upper corner of the Inquirement window.

DLGEE~~LL A+ vEEALAQAR

5.1 New

[

The button has the same function as the 'New’ File Menu item (see §4.1.1).

5.2 Open

[3

The button has the same function as the ’Open’ File Menu item (see §4.1.2).

5.3 Save
=

The button has the same function as the 'Save’ File Menu item (see §4.1.3). The button
appears grey if no license is available. Please Renew License to restore the save function.

5.4 Save As

&

The button has the same function as the 'Save As’ File Menu item (see §4.1.4). The button
appears grey if no license is available. Please Renew License to restore the save function.

5.5 Undo

[“qu¥

The button has the same function as the 'Undo’ Edit Menu item (see §4.2.1).

5.6 Redo

7~

The button has the same function as the 'Redo’ Edit Menu item (see §4.2.2).
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5.7 Find

Jo

The button has the same function as the 'Find Text’ Edit Menu item (see §4.2.4).

5.8 Find object with UID

Jo

The button has the same function as the 'Find Object With UID’ Edit Menu item (see §4.2.5).

5.9 Object Filter

This dropdown menu can be used to control which objects are shown or hidden.

Al vl A AQAR

All- | Hide Integratlon Requirements

Show Integration Requirements
Valld | Hide Integration Requirements
'Valid+ | Show Integration Requirements
Optimal | Show Integration Requirements

Choices include hiding or showing invalid, valid or optimal Integration Requirements

All- Hide Integration Requirements Show all objects

All+ Show Integration Requirements Show all objects

Valid- Hide Integration Requirements Hide invalid objects

Valid+ Show Integration Requirements Hide invalid objects

Optimal Show Integration Requirements Only show the optimal objects
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5.10 Image of Current Tab Page

[ iy |

LoJ

Use this button to take an image of the current entire tab page (also the part that is out of
view in the scroll area).

An image is stored on the clipboard if CTRL is pressed when the button is clicked. In this
case the png image has the same resolution as the current tab page. It can be directly

pasted into any document without first saving the image. Use functions §5.12 to §5.16 to
change the size manually if a higher resolution is required for the image on the clipboard.

W5~

) | Top Level Goal .Eﬂ

The solution must do
something with a price as low
cost as possible (weight:
100).

mrO A

Detail of 500% zoom (left) versus 100% zoom (right)

A save menu will appear when the button is pressed. The following image formats can be
chosen:

PNG Image (*.png) Normal PNG Current zoom level
High Quality PNG (*.png) High-quality PNG Zoomed level 500%
JPEG Image (*.jpg) Normal JPEG Current zoom level
High Quality JPEG (*.jpg)  High-quality JPEG Zoomed level 500%
Bitmap Image (*.bmp) BMP Current zoom level
High Quality BMP (*.omp) BMP Zoomed level 500%
PDF on A4 (*.pdf) PDF on A4 paper Zoomed level 500%
PDF custom size (*.pdf) PDF on custom paper Zoomed level 500%

Select the folder, provide the image name and select the image format. A follow up window
will appear to select the paper size if the ‘PDF on custom paper’ is selected.

Creation of the image relies on the actual screen rendering. This avoids less accurate
background rendering, but will show some flickering on the screen.
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5.11 Take Screen Shot Image
o

Use this button to take an image of the visible Workspace. Clicking the button dims the
screen and shows crosshairs. Press the Left-Mouse-Button to define a corner of the
intended image area. Then move the mouse to the second corner of the intended image
area. Then let go of the Left-Mouse-Button to finish the selection of the image area.

| Top Level Goal .Eﬂ
The solution must do
something with a price as low

cost as possible (weight:
100).

An image is stored on the clipboard if CTRL is pressed when the Screen Shot Button is
clicked. Otherwise, a save menu will appear. Select the folder, provide the image name and
select the image format (PNG, JPEG or BMP).
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5.12 Decrease Font Size

v

A

Use this button to decrease the font size of the application. All objects, menus and buttons
are scaled with the font size. The image below shows the Inquirement window with minimal
size font.

The button can be used to adapt the application appearance to either working on a personal
screen or running it on a large screen in a meeting room. Use the Increase Font Size button
to increase the font size again if needed. Use the ‘Zoom In’ or ‘Zoom Out’ button to only
scale the current Workspace tab page.

5.13 Increase Font Size
Use this button to increase the font size of the application. All objects, menus and buttons

are scaled with the font size. The image below shows the Inquirement window with maximal
size font.

OLGEB-~L00 A+ vEE A AQAR

Project Problems Options Validation  Requirements  V-diagram
© Option 1
& Option 1A
@ Option 1B [/Project MyProject .l.?-l'\ \"Mandate
® Option 2 Project MyProject The solution must bt
@ Arguments Project description. developed to readin:
@ Option 1 do something 1 (Basic principles
® Option 1 do something observed).
® Option 2 do something \ J An additional Remai
® Option 2 do somethin p .
.Ogtion 1B perform ac?i [User Story [ ]5] T
® Option 1A perform acti Qsolutlon |?hr_1eeded that Tl
; ; oes something. st
:;%E:Cl: do somefhir Double Click togmodify
® Option 2 do something | |

® Option 1B cannot perfc

The button can be used to adapt the application appearance to either working on a personal
screen or running it on a large screen in a meeting room. Use the Decrease Font Size button
to decrease the font size again if needed. Use the ‘Zoom In’ or ‘Zoom Out’ button to only
scale the current Workspace tab page.
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5.14 Zoom QOut

Q

Use this button to zoom out on the current Workspace tab page only. The zoom level is

stored and switching to another tab page will apply the zoom level stored for that tab page.
The image below shows the Inquirement window with minimal zoom.

i ] ] QDA v EE A AQAR Proiect Problems Cptions:
| =@ MyProject
| =@ User Stories
@ Solutien do semethin
= @ Mandates
@ solution readiness le\
=@ Requirements
® Solution de something s
@ Solution do something
@ Option 1 perform actio
@ Option 1 do something
= @ DesignProblems
@ Solution: do something

@ Option 1: perform actic
@ Options
Y opion 1
@ Option 1A
@ Option 18
@ Option 2
=@ Arguments
@ Option 1 do something
® Option 1 do something
@ Option 2 do something
@ Option 2 do something
@ Option 18 perform act
® Option 1A perform acti
@ Option 1A do somethir
@ Evidences
@ Option 2 do something
® Option 1B cannot perf,
® Option 1A do somethir

Requirements

This button will not scale all objects, menus and buttons. Use the ‘Decrease Font Size’ or
‘Increase Font Size’ button to scale everything. This Zoom Out button can also be used to
modify the resolution before pressing the ‘Image of Current Tab Page’ button. Zooming can
also be achieved by pressing CTRL while moving the Mouse Wheel.

5.15 Reset Zoom

Q

Pressing this button will instantly set the zoom level of the current Workspace tab page to

100%.
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5.16 Zoom In

o)

Use this button to zoom in on the current Workspace tab page only. The zoom level is stored
and switching to another tab page will apply the zoom level stored for that tab page. The
image below shows the Inquirement window at maximal zoom.

i ] ] QDA v EE A AQAR Proiect Problems Cptions: Validation  Requirements  V-diagram
| =@ MyProject
| =@ User Stories

@ Solutien do somethin

= @ Mandates
@ solution readiness le! P —
<==="gn Problem >
@ Sclution de something g

@ Solution do something
@ Option 1 perform actio

sz===*can a solution:

.Se\unon do sameth\n{
ption 1: perfol

‘= something;

[+] Optlcn 1A

sz something with a price
;gégii;giégﬁ;:iw cost as possible?

@ Option 1A do somethir

@ Evidences /]
@ Option 2 do something o
® Option 1B cannot perf,
® Option 1A do somethir

This button will not scale all objects, menus and buttons. Use the ‘Decrease Font Size’ or
‘Increase Font Size’ button to scale everything. This Zoom In button can also be used to
modify the resolution before pressing the ‘Image of Current Tab Page’ button. Zooming can
also be achieved by pressing CTRL while moving the Mouse Wheel.
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6 Treeview Menu

Pressing Right-Mouse-Button on an item in the Tree View will display the menu shown
below.

Show related objects
Show and edit comments

6.1 Show related objects

This Treeview Menu item will visualize the related objects of the object as shown below.

Argument L 1S

An option 1 does something
If:

Func Requirement LS

The option 1 must perform
action.

[Design Problem ®F) [Argument @) [Argument o)
How can an option 1: An option 1B cannot perform An option 1A performs action

- perform action; action because: if:

- do something with a price as
low cost as possible?

See also §7.2.8 where the same function can be called from a Workspace object.

6.2 Show and edit comments

This Treeview Menu item will display the comments that have been added to the object as
shown below.

User A I_?_I

You remove a comment by
clicking the delete button in
the right upper corner.

User B

See also §7.2.1 where the same function can be called from a Workspace object. The ‘Edit
Menu’ => ‘Find all comments’ function can be used to inspect all objects that have a
comment.
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7 Objects

7.1 Parameter

Parameters are the objects that can be used to quantify the Requirements or Evidence.

Inquirement has a built-in set of Parameters.

Activity | Type Unit Conversion | Delta Target Text
Symbol Factor
temperature | C 1 0 as cold as possible
K 1 273.15 colder than
F 0.5556 17.778 at most
equal to
at least
hotter than
as hot as possible

As shown in the example table above, each Parameter has:

Activity

Type
Unit Symbol

Conversion Factor

Delta

Target Text

Whether the Parameter shows up in, for instance, the ‘Change the
Quantification’ pull down menu. Parameters that are in use cannot be
deactivated or deleted.

Description of the Parameter type.

The symbol for each unit. The first row is the base unit.

The factor to convert the unit to the base unit.

For instance: °C = 5/9 x °F + 17.778, where 5/9 is the conversion
factor.

The factor is always 1 for the base unit.

A number that has to be added or subtracted to convert the unit to the
base unit. For instance: °C = 5/9 x °F + 17.778, where 17.778 is the
delta.

The factor is always 0 for the base unit.

Seven descriptions that correspond to the mathematical equivalent:

‘minimal’, ‘<, '<=", ‘=", >=" > ‘maximum’.

The ‘Tools Menu’ ‘Customize Parameters’ function can be used to (de)activate, create or

modify Parameters.
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7.2 Generic context menu

The following sections discuss the Inquirement object representations and the functions that

are available when the Right-Mouse-Button is pressed. The sections in this paragraph

discuss the context menu functions that every object has. The meaning and functionality of

the two icons in the right upper corner of each object will also be explained.

- S Copy text

Top Level Goal o= Select object in tree
The solution must do Deselect object in tree
something with a price as low Delete object

cost as possible (weight: Edit tooltp text

100). Show related objects
\ Show UID

7.2.1 Show and Edit comments

Clicking this icon will show the comments.

The icon has several appearances:
No comments are available. Add a comment by clicking this icon

E Comments have been added. Click this icon to show, modify or add comments.

In the comment itself there are the following icons:

User A Izl

You remove a comment by
clicking the x-icon in the right

Upper corner. Click the x-icon to delete the comment.

User B

You can add this text as a new
comment by clicking the
+-icon in the right upper

comer| Click the +-icon to add the comment

See also §6.2 where the same function can be called from a Treeview Menu. The ‘Edit
Menu’ => ‘Find all comments’ function can be used to inspect all objects that have a

comment.
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7.2.2 Readiness Level Icon

An icon shows the achieved Readiness Level. Hovering over the icon will show the
Readiness Level of the object (see lower right picture). An Option Object will also show the
sum of the Parameter values in the Option Readiness Level Icon.

| Requirement I .aj The Requirement REQ_2026_04_08_08_10_47_00000007 is Valid.
The basket diameter m¥STDe

larger than 300mm.

The required readiness level is; 1
The achieved readiness level is: 8
The average readiness level is; 5.688

The icon is hidden for Objects that have no children, except for Evidence Objects, because
they are supposed to be endpoints. This increases the distinction between objects that have
been processed and objects that still need attention.

Examples of the Readiness Level icons meaning is shown below

0 Optimal solution (valid Option with best score for goals)
Achieved Readiness Level >= Required Readiness Level

. Required Readiness Level is 2/9 (indicated by the red pie area)
Achieved Readiness Level is 1/9 (indicated by the green pie area)

. Achieved Readiness Level is 5/9 (indicated by the green pie area)
Required Readiness Level is lower than 5/9 (red pie area hidden)

. Required Readiness Level is 9/9 and 0/9 Achieved, or
The Option is proven to be invalid (Evidence exist)

7.2.3 Select objectin tree

Selecting this context menu item will select the object in the Tree View. A selected object in
the Tree View will filter the objects shown in the Workspace tab pages. The Workspace will
show objects below the selected object only.

7.2.4 Deselect object in tree

Select this context menu item to de-select the object in the Tree View. This will impact the
objects shown in the Workspace tab pages as well.

7.2.5 Delete object

All objects, except Project objects can be deleted. All child objects that have this object as
single parent will be deleted too. A warning is shown if deletion of the object will cause
deletion of more objects as well.

Deletion will also delete the following
l:, objects and their children:

- Option 1 perform action

OK Cancel
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7.2.6 Copy Text

Selecting this context menu item will copy the object text to the clipboard.

7.2.7 Edit tooltip text

A tooltip text will appear when the mouse hovers over the object.

| Top Level Goal .Eﬂ

The solution must do ‘
something with a price as low

cost as [ This text can be modified by clicking
100). ‘Edit Tooltip Text' in the context menu
J

This text can be modified by selecting the ‘Edit tooltip text’ item in the Generic context menu.

Modify the text that appears when hovering the mouse over the object:

This text can be modified by clicking
'Edit Tooltip Text' in the context menu

OK Cancel

Press OK to store the current text as the new tooltip text.

7.2.8 Show related objects

This Generic context menu item will visualize the related objects of the object as shown
below.

Argument [ ]S

An option 1 does something
if:

Func Requirement L 1S

The option 1 must perform
action.

[ | |
‘ Design Problem o ‘ Argument o |Argument [ ]5] |
How can an option 1: An option 1B cannot perform An option 1A performs action
- perform action; action because: if:
- do something with a price as
low cost as possible?

See also §6.1 where the same function can be called from a Treeview Menu.
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7.2.9 Show UID

Every Inquirement object has a Unique Identifier (UID). Use this Generic context menu item

to show its UID.

The Top Level Requirement object UID is:
REQ_2026_04_18_14_11_32_00000007

Close

The UID can be used for several purposes. One of them is finding the object later or
inspecting how it is stored in the Inquirement xml file.

7.3 Project Object

This object represents the Project. It has the ‘Generic context menu’ items plus the following
unique menu items.

Change Name
Change Description
Add User Story

7.3.1 Change Name

This menu item can be used to change the name of the Project.

Current name: MyProject
Enter a new name:
MyProject

OK Cancel

7.3.2 Change Description

This menu item can be used to change the description of the Project.

Current description: Project description.

Enter a new description:

Project description.

OK Cancel
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7.3.3 Add User Story

This menu item can be used to add a User Story to the Project. Define the User Story
‘subject’, ‘verb’ and ‘capability’. Also add a description and select whether to automatically
derive a Requirement from the User Story or not.

A <subject> is needed that can <verb> <capability>.

Define the subject:

solution

Define the verb:

verb

Define the capability:

capability

Define a description:

description

Derive Requirement from User Story

Automatically derive Requirement 7

OK Cancel

7.3.4 Double Click

Double clicking on the Project object will display a menu where the name and description

can be modified.

Edit the name:
MyProject
Edit the description:

Project description.

OK Cancel
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7.4 User Story Object

This object represents a User Story. It has the ‘Generic context menu’ items plus the
following unique menu items.

Change the Subject
Change the Verb
Change the Capability
Edit description

Derive Requirement
Define Requirement
Define Goal

7.4.1 Change the Subject

This menu item can be used to change the subject of the User Story. Changing the subject
will also change the subject of all linked objects (see also §2.3 Semantic Relations).

Current subject: solution
Changes the Subject of all related objects as well

Enter a new subject:

solution

OK Cancel

7.4.2 Change the Verb

This menu item can be used to change the verb of the User Story. Changing the verb will
also change the verb of all linked objects (see also §2.3 Semantic Relations).

Current verb: do

Enter a new verb:

do

OK Cancel
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7.4.3 Change the Capability

This menu item can be used to change the capability of the User Story. Changing the
capability will also change the capability of all linked objects (see also §2.3 Semantic

Relations).

Current capability: something

Enter a new capability:

something

OK Cancel

7.4.4 Edit description
This menu item can be used to change the description of the User Story.
Current description: Double Click to modify

Enter a new description:

New Description

OK Cancel

7.4.5 Derive Requirement

This menu item is only visible if there are no Requirement objects derived from this User
Story yet. Selecting this creates a Requirement with the same subject, verb and capability at
once. More Requirements can be added later using the ‘Define Requirement’ menu item.
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7.4.6 Define Requirement

This menu item can be used to define a new Requirement from this User Story. Do not add
too many Requirements right at the beginning of the Project. More specific Requirements
should appear when more detail is necessary as the Project progresses.

a solution must <verb> <capability>

Define the verb:

do

Define the capability:
something

Define the Quantification:

function v

OK Cancel

The pull down menu for the Quantification will display all active Parameters. Add a new
Parameter in Tools Menu — Customize Parameters if a new Parameter is needed.

The Requirement is Functional when ‘function’ is selected for the Quantification. It can
become a Goal, Range or Fixed Value Requirement if a Parameter is selected (see also
§7.6 Requirement Object). If a Goal Requirement is defined, its importance/weight will be set
to 100. Go to the Requirement object later if this value must be changed.
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7.4.7 Define Goal

This menu item can be used to define a new Goal Requirement from this User Story. A Goal
Requirement can also be defined using the ‘Define Requirement’ menu item and selecting
min or max for the Parameter.

a solution must <verb> <capability>

Define the verb:

do

Define the capability:

something

Select a Property:

price v
Minimize or Maximize the Property:
Minimize v
importance (0-100):

100

OK Cancel

This menu allows direct definition of the importance. The importance (or weight) of the Goal
Requirement defines the relative importance if multiple Goals are defined. This allows
weighing the Goals with respect to each other when the optimal Option is determined.

7.4.8 Double Click

Double clicking on the User Story object will show a window where the subject, verb,
capability and description can be modified.

Edit the subject:
solution

Edit the verb:

do

Edit the capability:
something

Edit the description:

new description here

OK Cancel
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7.5 Mandate Object

This object represents a Mandate. It has the ‘Generic context menu’ items plus the following
unique menu items.

Change Remark

Change Required Readiness Level
Derive Requirements from User Stories
Review Evidence

7.5.1 Change Remark

This menu item can be used to change the remark of the Mandate object.

Current remark:
old remark

Enter a new remark:

new| remark

OK Cancel

7.5.2 Change Required Readiness Level

This menu item can be used to change the Readiness Level that is required in the Project.

Define the required readiness level:

Basic principles observed E

No level set

Basic principles observed

Technology concept formulated

Experimental proof of concept

Technology validated in a lab

Technology validated in relevant environment

Technology demonstrated in relevant environment

System prototype demonstration in operational environment
System complete and qualified

Actual system proven in operational environment

7.5.3 Derive Requirements from User Stories

This menu item can be used to automatically derive Requirements from User Story objects.
It is only visible if there are User Story objects that do not have any derived Requirements
yet.
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7.5.4 Review Evidence

This menu item can be used to check the Evidence that is supporting the Project. It can also
be used to quickly find unfinished branches in the Project.

Selecting this menu item displays the window below. Use this menu to investigate the
Project Readiness Level status. It shows directly which Evidence is still needed to reach a
certain Readiness Level.

All Evidence objects below must increase to the selected readiness level:

System complete and qualified v
Operational Demo .\

According to ref3:

System prototype
demonstration in operational
environment that an option 1A

\dnac enmathinn with o nrica

Argument o) [Argument .Eﬂ
An option 2 does something An option 2 does something
If: with a price as low cost as
possible if:
Close

The required Readiness Level can be selected in the pull down menu (initially the Readiness
Level required according to the Mandate object is taken). The window shows all Evidence
Objects that do not validate the Options to the requested Readiness Level on the first row.

The second row shows all objects that are still invalid and do not have any children. For
instance, if an Option does not have any Argument (yet). All objects should finally lead to an
Evidence object in order to be considered valid. Any non-Evidence object that does not lead
to further objects are unfinished branches in the Project.
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7.6 Requirement Object

This object represents a Requirement. It has the ‘Generic context menu’ items plus the
following unique menu items.

Change the Subject

Change the Verb

Change the Capability

Change the Quantification
Change to a Functional Requirement
Copy Al prompt

Paste Al answer

Show Why

Add Design Problem

Add to Existing Design Problem
Add Argument

Allocate Requirement

A Requirement can be defined as:

Functional, when the menu shows: ~ ™nefen @

Goal, when the menu shows: length v | min v

Range, when the menu shows: length vil> vjj0 mm v
Fixed Value, when the menu shows: 'endt" vi[=_ v m v

7.6.1 Change the Subject

This menu item can be used to change the subject of the Requirement. Changing the
subject will also change the subject of all linked objects (see also §2.3 Semantic Relations).

Current subject: solution
Changes the Subject of all related objects as well

Enter a new subject:

solution

OK Cancel

7.6.2 Change the Verb

This menu item can be used to change the verb of the Requirement. Changing the verb will
also change the verb of all linked objects (see also §2.3 Semantic Relations).

Current verb: do

Enter a new verb:

do

OK Cancel
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7.6.3 Change the Capability

This menu item can be used to change the capability of the Requirement. The capability of
all linked objects is changed if the capability is changed (see also §2.3 Semantic Relations).

Current capability: something

Enter a new capability:

something

OK Cancel

7.6.4 Change the Quantification

This menu item can be used to change the Parameter quantification of the Requirement.
The Requirement can be quantified by any Parameter to a:

Functional Requirement Goal Requirement
Define the Quantification: Define the Quantification:
function v length v min v
OK Cancel OK Cancel
Range Requirement Fixed Value Requirement
Define the Quantification: Define the Quantification:
length v <= [ 10 mm v length v = w|/10 mm v

OK Cancel Cancel

The pull down menu will show all active Parameters. Add or modify Parameters using ‘Tools
Menu’ — 'Customize Parameters’.

A Window will appear if there are derived Requirements that might be impacted by this
change in Quantification. Only derived Requirements with the same Parameter type are

shown.

Consider changing derived Requirements as well:

REQ_2026_06_03_16_00_02_00000017
REQ_2026_06_03_16_00_08_00000027
REQ_2026_06_03_16_00_16_00000028

Close
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7.6.5 Change to a Goal

This menu item can be used to change the Requirement into a Goal Requirement.

Select a Property:

price v
Minimize or Maximize the Property:
Minimize v
Importance (0-100):

100

OK Cancel

Define the Parameter type and whether to minimize or maximize that value. Also set the
‘importance’ of the Goal (see ‘Edit Importance’ below for explanation of ‘importance’).

7.6.6 Change to a Functional Requirement

This menu item can be used to change a quantified Requirement to a functional
Requirement. The menu item will only appear in quantified Requirements.

7.6.7 Edit Importance

A Goal Requirement also has an importance. The importance normally is 100, except when
competing Goal Requirements must be weighed against each other.

Edit importance (0-100):
100

OK Cancel

The ‘importance’ is used when the optimal Option Object is determined. The score of an
Option is the sum of all Parameter values times its ‘importance’ factors. The ‘importance’
factor gets a minus sign if the goal is to minimize and positive if the goal is to maximize.

For example, if the goal is to have a high speed (importance 75) for low cost (importance
20).

The score for Option 1 (reaches 10 m/s for €25,-) is 75 x 10 - 20 x 25 = 250

The score for Option 2 (reaches 11 m/s for €30,-) is 75 x 11 - 20 x 30 = 225

Option 1 will be optimal (highest score) with the defined ‘importance’ factors.

If both ‘importance’ factors would be 100, the scores would be: 100 x 10 - 100 x 25 = -1500
for Option 1 and 100 x 11 - 100 x 30 = -1900 for Option 2, which has the highest score in this
case.
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7.6.8 Copy Al prompt

This menu item can be used to create a Large Language Model Al prompt. It will only show
up in the Requirements on the left of the Validation tab page.

The prompt will be copied to the clipboard and can be pasted directly into any Large
Language Model interface. The prompt will ask how the Requirement can be met by the
current Option and what Requirements must be met for the Option to be valid and what
Evidence is available to prove that the Option can meet the Requirement.

The prompt requests that the answer is given in a specific format. The answer can then be
directly copied and used in ‘Paste Al ’ if the format is properly used by the Al.

Copy Al prompt

Paste Al answer

7.6.9 Paste Al answer

This menu item can be used to process a Large Language Model Al answer. It will only show
up in the Requirements on the left of the Validation tab page.

The original prompt (created in ‘Copy Al prompt’) requests that the answer is given in a
specific format. Make sure to copy the Al answer to the clipboard before using this menu
item. Requirement Objects and/or Evidence Objects will be created if the format is properly
used by the Al. Finally, inspect the result and make sure to carefully redact objects that were
created.
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7.6.10 Allocate Requirement

This menu item can be used to allocate the quantitative value of the Requirement. It will only
show up in Requirement objects on the left of the Validation tab page. The function works
both to create new or modify existing Arguments and Requirements.

Selecting the function results in the window below. In this case the Quantitative Requirement
value is distributed evenly over three Sub-Option Objects, because there were no derived
Quantitative Requirement of that type yet.

Allocate the Requirement below
The solution mass must be equal to 10kg.
to a derived Requirement for each Option below.

Specify value in kg for Option Panel.

3.333

Specify value in kg for Option Lock.

3.333

Specify value in kg for Option Hinge Mechanism.

3.333

OK Cancel

The value of existing derived Quantitative Requirements of the same type are displayed if
they already exist. A message will show how many objects are created or modified.

Ie Edit Requirement allocation result:

A 3 new Arguments have been defined.
3 new Requirements have been defined.
All Parameters have been set according to the given
values.

oK
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7.6.11 Show Why

This menu item can be used to show why this Requirement exists. A window opens that
displays the User Story objects and all Requirement objects that led to this Requirement
(where ‘show why’ was selected).

User Story [ ]c3] User Story [ ]c3]

A solution is needed that lets A solution is needed that

in authorized people. keeps out unauthorized
people.

Top Level Requirement @[] [Top Level Requirement @[
The solution must let in The solution must keep out
authorized people. unauthorized people.

| |

[Func Requirement @] (Func Requirement o

The Lock must function The Lock must resist
correctly. breaking in.

[ | |

|Func Requirement .‘
The Mechanical Lock must be
SKG certified.

‘Show why’ can be called on each Requirement Object. The above example illustrates that a
SKG certified Lock is assumed to validate that the Lock functions correctly and can resist
breaking in. These Requirements in turn validate that ‘the solution’ can keep out or let people
in. Those Requirements are derived from the User Story objects.

7.6.12 Add Design Problem

This menu item can be used to create a new Design Problem Object. This Requirement
Object is input for the new Design Problem Object.
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7.6.13 Add to Existing Design Problem

This menu item can be used to add this Requirement Object to the input of an existing
Design Problem Object. The Requirement Object can only be added to Design Problem
Objects that have the same parent Option or Mandate. This basically means that the
candidate Design Problem Objects have the same Subject or have the same Subject of a
Sub-Option Object of the same Option.

Select to which Design Problem
this Requirement must be added:

Hinge Mechanism: resist breaking in v

OK Cancel

A window will open with a pull-down menu to select to which Design Problem this
Requirement must be added.

I-Q No candidate Design Problems available.
._ Candidate Design Problems are children of the
parent Option or parent Mandate.
Already linked Design Problems are excluded.

Please define candidate Design Problems.

OK |

7.6.14 Hide or Show Nodes

This menu item can be used to decide which Requirement Objects are shown in the V-
diagram tab page. At least one Requirement Object is shown. The menu allows to show a
different, more important, Requirement Object.

1
[Top Level Requirement @) (Optimal Option o
The solution must do Option 1
something
(Func Requirement ®F)) (Optimal Option on
The option 1 must perform Option 1A
action.
Option 1 perform action

Show v

Option 1 do something

1
[Top Level Requirement @[1) (Optimal Option o Show v
The solution must do Option 1
SR OK Cancel

(Func Requirement O] (Goal ®F)) (optimal Option o

The option 1 must perform The option 1 must do Option 1A
action something with a price as low

cost as possible (weight

100)

Select which Requirement Objects to Show or Hide in the window displayed above. It is also
possible to show multiple Requirement Objects if that is preferred.
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7.6.15 Add Argument

This menu item can be used to add an Argument Object and is only available if no Argument
Object is created yet. An Argument Object is created directly in the Validation tab page with
an Option without Sub-Option Object. In other cases, the window below will pop up.

Select which Option the
Argument is going to cover:

Panel v

Select whether the Argument
validates or invalidates the Requirement
(meets or does not meet the Requirement).

validates v

OK Cancel

Select the Option that the new Argument Obiject is going to validate (meets the Requirement)
or invalidate (does not meet the Requirement). The Argument Object is created when OK is
clicked.

7.6.16 Double Click

Doubile clicking on the Requirement object will show a window where the verb, capability and
quantification can be modified.

Edit the verb:

do

Edit the capability:
something

Edit a quantification:

price vV omin ¥
Edit importance (0-100):
100

OK Cancel

The example above also shows the ‘importance’ field, which is visible if the Requirement is a
Goal Requirement. See Edit Importance in §7.6.7 for more information on ‘importance’.

A Window will appear if there are derived Requirements that might be impacted by a change
in Quantification. Only derived Requirements with the same Parameter type are shown (see
also ‘Change the Quantification’).
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7.7 Design Problem Object

This object represents a Design Problem. It has the ‘Generic context menu’ items plus the
following unique menu items.

Remove Requirement
Add Requirement
Add Option

Copy Al prompt

Paste Al answer

7.7.1 Remove Requirement

This menu item can be used to remove one of the input Requirements. The to be removed
Requirement Object can be selected in the window that is shown below.

Be aware that removing Requirements
potentially also deletes any child
Arguments and their children as well.

Select a Requirement to remove:
Solution do something v

OK Cancel

Removing an input Requirement will delete any linked child Arguments as well. The entire
branch will be deleted below the Design Problem Object.

The window below highlights that nothing can be removed if the Design Problem Object only
has one input Requirement. Use ‘Delete object’ if you insist that the object must be deleted.

Removing Requirements is not possible.
This would orphan this Design Problem.
Please add other Requirements first.

OK
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7.7.2 Add Requirement

This menu item can be used to add an input Requirement. The Requirement Objects that
can be added can be selected in the window below.

Select a Requirement to add:

Panel be integrated into a lockable 7

OK Cancel

Only Requirements that exist under the same Option can be added. This includes
Requirements that exist under other Sub-Option Objects of the same Option Object. It also
includes related Integration Requirements. The window is shown if no further Requirements
are available to be added.

No Requirements available to add.

I' Please define more Requirements first.

OK

7.7.3 Add Option

This menu item can be used to add an Option that can be a solution for the Design Problem.

Specify the Option Subject:

solution

OK Cancel

Use the window to specify the Subject of the Option Object.

@ Inquirement User Manual v1.0.8 69



7.7.4 Copy Al prompt

This menu item can be used to create a prompt for any Large Language Model (LLM) based
on this Design Problem. The prompt will be copied on the clipboard. The prompt can be
pasted into any LLM interface. The LLM is instructed to provide the answer in a specific
format, so Option objects can be defined by using the ‘Paste Al answer’ menu item.

An example of a prompt is shown below.

Project Clean Water o=

Project Clean Water
Provide clean water in the
wild

Top Level Requirement @[]

The solution must clean water
for human consumption.

Design Problem .E—'

How can a solution clean
water for human
consumption?

“— Remove Requirement
Add Requirement
Add Option
Copy Al prompt
Paste Al answer
Copy text
Select object in tree
Deselect object in tree
Delete object
Edit tooltp text
Show related objects
Show UID

How can a solution clean water for human consumption?

Your task:

1) Try to come up with high-level principles or categories FIRST.

2) Try to come up with concrete solutions ONLY IF no high-level principles or
categories can be found.

3) Principles, categories or concrete solutions must be expressed as <solution>
elements.

Output format:
Your answer MUST consist of exactly one code block containing XML with the
following structure:
<solutions>
<solution>
<subject></subject>
<description></description>
</solution>
...additional solution elements...
</solutions>

Rules for output:

- The XML code block MUST contain ONLY valid XML and nothing else.

- Do NOT omit fields.

- If a field is not applicable, it MUST be present but EMPTY.

- Do NOT invent facts or technical specifications.

- NO commentary, explanation, or reasoning outside the XML.

- <subject> must be a short label(1-3 words) describing the principle, category, or
solution.

- <description> must explain the principles, categories or concrete solutions clearly.

Field definitions:

<subject> — a very short description of the principle, category or concrete solution,
preferably one word.

<description> — a description of how this principle, category or concrete solution
helps solve the problem.

Before generating output, validate internally that all formatting and schema rules are
satisfied.
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7.7.5 Paste Al answer

This menu item can be used to create Option objects from a specifically formatted text on

the clipboard. Previously mentioned text was generated by a Large Language Model (LLM)
using the prompt from the ‘Copy Al prompt’ menu item.

An example of this process is shown below.

Copy Al prompt

Horar can 3 salution clean waler for haman sorsumpton?

pE22 § .

IUST be present it EMPTY.
al 5 i

fzo=o
EERS

tions.
oning cutsice the XML

¢y XML

<solutions>

<solution>

(Design Probiem P @St€ Al @answer
<subject>Filtration</subject> |

How can a solution clean
<description>Removing suspended particles|water for human

</solution> consumption?
<solution>

|
<subject>Disinfection</subject> OR

_ . ) e |
<description>Eliminating o
) P € Option oM (Option
</solution>

Filtration
%

(5)

Disinfection
<solution>

L e s
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7.8 Option Object

This object represents an Option. It has the ‘Generic context menu’ items plus the following
unique menu items.

Change the Subject

Add Sub Option

Add Integration Requirement
Add Argument

Add all Arguments

7.8.1 Option Readiness Level Icon

Options can be Invalid, Valid or Optimal (see also §2.2.7). The tooltip text of the Readiness
Level Icon of the Option will also show the sum of all Parameter values from lower level
Evidence Objects. These summed Parameter values define which Option is optimal if there
is a Goal Requirement defined in the Project (otherwise the Option with the highest
Readiness Level will be optimal).

(Valid Option 13
Option 2 The Option is Valid.

The required readiness level is: 1
The achieved readiness level is: 8
aa=pmasngasane NSS level is: 8
The price is €50

Create a new custom Parameter in ‘Customize Parameters’ in case multiple Parameters of
the same type must be recorded separately. Two specific derivative ‘force’ Parameters must
be created if, for instance, a spoiler must create a certain ‘down-force’ while the ‘drag-force’
must remain below a certain value. Having ‘down-force’ and ‘drag-force’ as separate ‘forces’
allows the Inquirement summation functionality to keep track of them, since having just
‘force’ would sum all ‘force’ Parameter values and break the logic.

Be aware that having two or more Evidence Objects with the same Parameter type for one
Option will show the sum of both Parameter values in the Option Object.
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7.8.2 Change the Subject

This menu item can be used to change the name or Subject of the Option. Changing the
subject will also change the subject of all linked objects (see also §2.3 Semantic Relations).

Current subject: option 2
Changes the Subject of all related objects as well

Enter a new subject:
option 2

OK Cancel

7.8.3 Add Integration Requirement

This menu item can be used to add an Integration Requirement to the Option. The menu
item is only visible if an Integration Requirement is lacking (see also §2.2.5).

7.8.4 Add Sub Option

This menu item can be used to create a Sub-Option Object to an Option. An Integration
Requirement is automatically created when a Sub-Option Object is created.

An integration Requirement is created whenever a Sub Option is defined.

Define the Option subject:

option 2 sub option 1

OK Cancel

Use the window to define the name (Subject) of the Sub-Option Object.

@ Inquirement User Manual v1.0.8 73



7.8.5 Add Argument

This menu item can be used to add an Argument Object and is only available in the
Validation tab page if not all possible Argument Objects are created yet.

Select which Requirement the
Argument is going to cover:

Lock function correctly v

Select whether the Argument
validates or invalidates the Requirement
(meets or does not meet the Requirement).

validates v

OK Cancel

Select the Requirement that the new Argument Object is going to cover. Also select whether
the Argument will validate (meets) or invalidate (does not meet) the Requirement. The
Argument Object is created in the Validation tab page when OK is clicked.

7.8.6 Add all Arguments

This menu item can be used to add all Argument Objects at once. The menu item is only
available in the Validation tab page if not all possible Argument Objects are created yet.

Design Problem o Design Problem o
How can a Lock: How can a Lock:
|- function correctly; |- function correctly;
- be opened by selected -beopened by selected | 1
people only; people only; Option oRn
resist breaking in? < resist breaking in? AT
Func Requirement (53] Func Requirement [15)
The Lock must function The Lock must function
| correctly. || comrectly —
Argument oR
Change the Subject a S
correctly if:
Func Requirement (=] Add Sub optlon
The Lock must be opened by ck must be opened by
|| selected people only. people only.
Add Argument =
Argument
N — Add a“ Ar uments A Mechanical Lock is opened
g by selected people only if
Func Requirement o Func Requirement o
The Lock must resist The Lock must resist
L breaking in. breaking in
Argument [ 1]

AN Lock resists
breaking in if

Use this function to quickly create all Argument Objects at once.
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7.8.7 Hide or Show Nodes

This menu item can be used to select which Option is shown in the V-diagram tab page. Use
the drop down menu in the window to select the Option that must be shown. This menu item
is only visible in V-diagram tab page.

Select which Option must be shown:
Option 1A v

OK Cancel

Rows below the Option will adapt to the selected Option Object. The example below
illustrates a V-diagram tab page where the Option ‘Guard’ is selected in the second row.

[Project Gate Project @) (User story @) (Mandate o)
Project Gate Project A solution I1s needeq that H The solution must be
manage access to an area. keeps out unauthorized developed to readiness level
people. 1 (Basic principles observed).
I
Top Level Requirement .m |0p‘tion .m
The solution must keep out Guard

unauthorized people.

|—I

\ Func Requirement [ ]ea] ﬂ | Option o ﬂ
The Guard must stop people List

The Option ‘List’ on the lower row is replaced by ‘Swinging Door’ if the Option ‘Lockable
Door’ is selected instead of ‘guard’. ‘List’ belongs to ‘Guard’ and is irrelevant for a ‘Lockable

Door’.
Project Gate Project @) (User story @) (Mandate o)
Project Gate Project A solution 1s needed that The solution must be
manage access to an area keeps out unauthorized developed to readiness level
people. 1 (Basic principles observed)
[
| Top Level Requirement o | [Option [ JEa] I
The solution must keep out Lockable Door

unauthorized people

\C|

.

Func Requirement o m \ Option @
The lockable Door must move Swinging Door

the panel to let people

through.
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7.8.8 Double Click

Double clicking on the Option object will show a window where the name or Subject can be

modified.

Current subject: lockable Door
Changes the Subject of all related objects as well

Enter a new subject:

lockable Door

OK Cancel

7.9 Sub-Option Object

This object is similar to an Option object, as they have the same menu items. A Sub-Option
is intended to define a functional breakdown of the Option.

Option | JE3]

Lockable Door

| AP |
 Sub Option @®F) (sub Option @®F]) (sub Option o)

Panel Lock Hinge Mechanism

The example above shows how a Lockable Door is broken down into the ‘Panel’, ‘Lock’ and
‘Hinge Mechanism’ Sub-Options. Integration Requirements are automatically created
whenever an Option is broken down into Sub-Options. The Integration Requirements below
are automatically derived from the example above.

| Integration Requirement .\] | Integration Requirement .1 | Integration Requirement .1

The Panel must be integrated The Lock must be integrated The Hinge Mechanism must
into a lockable Door. into a lockable Door. be integrated into a lockable
Door.

The Top-Option can only be valid if all Integration Requirements are valid as well, hence the
AND in the lines connecting the Sub-Options to the Option. It is possible to delete Integration
Requirements. They can be created again in the Option Object ‘Add Integration
Requirement’ menu item.

The Integration Requirements can be solved the same way that normal Requirements are
solved. For instance, possible options for the middle Requirement in the example above are
screwing, nailing or bonding the lock in the door.
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7.10 Argument Object

This object represents an Argument. It has the ‘Generic context menu’ items plus the
following unique menu items.

Toggle Validates - Invalidates
Add Goal

Add Requirement

Link to Existing Requirement
Unlink child Requirement
Add Evidence

Link to Existing Evidence
Unlink child Evidence

7.10.1 Toggle Validates - Invalidates

This menu item can be used to set the Argument to ‘validates’ or ‘invalidates’. All Argument
Objects ‘validate’ the Option Object by default.

Select whether the Argument
validates or invalidates the Requirement
(meets or does not meet the Requirement).

validates v

OK Cancel

Set the Argument Object to ‘invalidates’ if linked Evidence Objects prove that the Option
cannot be valid. Toggling can also be done by Double Clicking the Argument Object.
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7.10.2 Add Goal

This menu item can be used to add a Goal Requirement to the Argument.

an option 1 must <verb> <capabhility>

Define the verb:

do

Define the capability:

something

Select a Property:

price v
Minimize or Maximize the Property:
Minimize v
Importance (0-100):

100

OK Cancel

Define the Verb, Capability and Parameter properties. Also define whether the goal should
Minimize or Maximize the Parameter property and define the ‘Importance’ (see also Edit
Importance).

7.10.3 Add Requirement

This menu item can be used to add a Requirement to the Argument. The Requirement will
function as a condition for the Argument to be true.

Identified risks related to the Option can be captured as Requirements that the risk must not
happen. The Option will never be valid until a valid corrective action is defined.

an option 1 must <verb> <capability>

Define the verb:

do

Define the capability:
something

Define the Quantification:

price vii= w0 € Vv

OK Cancel

Define the Verb, Capability and Quantification Parameter. Notice that a Goal is defined if
‘min’ or ‘max’ is selected in the second pull-down (with the ‘=’).
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7.10.4 Link to Existing Requirement

This menu item can be used to link the Argument to an existing Requirement. The
Requirement will function as a condition for the Argument to be true.

Select which Requirement must
be linked to this Argument:

Option 1 do something min price (100) ¥

OK Cancel

Choose one of the available Requirements in the pull-down menu. Only Requirements that
are directly below the same Option can be chosen. This includes Requirements below
different Sub-Option Objects of a top Option Obiject. It also includes related Integration

Requirements.

l-e No candidate Requirements available.
Candidate Requirements are children of the
parent Option or parent Mandate.

Already linked Requirements are excluded.

Please define candidate Requirements.

OK

The window above appears if no candidate Requirements are available.

7.10.5 Unlink child Requirement

This menu item can be used to unlink the Argument from linked Requirements. The
Requirement will no longer function as a condition for the Argument to be true.

Select which Requirement must
be unlinked from this Argument:

Option 1 perform action v

OK Cancel

The menu item is only visible if there are Requirement Objects related to this Argument
Object.
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7.10.6 Add Evidence

This menu item can be used to add an Evidence Object to the Argument. The Evidence
Object will prove that the Argument is valid (or disprove if the Argument is set to ‘invalidates’
using ‘Toggle Validates — Invalidates’).

Evidence that an option 1 <verb> <capability>

Define the verb:

do

Define the capability:

something

Define the Quantification:

price ¥ | min v |0 € v
Proves readiness level:

Basic principles observed v

Enter a reference:

Define a description:

OK Cancel

Define the Verb, Capability and Quantification Parameter. Also define up to what Readiness
Level the Evidence proves the Argument.

The window also has fields to define the reference and to write an additional description.

7.10.7 Link to Existing Evidence

This menu item can be used to link the Argument to an existing Evidence Object. The
Evidence Object will prove that the Argument is valid.

Select which Evidence must
be linked to this Argument:

Option 1 do something v

OK Cancel

Choose one of the available Evidence Objects in the pull-down menu. Only Evidence
Obijects that are directly below the same Option can be chosen. This includes Requirements
below different Sub-Option Objects of a top Option Object.
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'.Q No candidate Evidences available.
Candidate Evidences are children of the
parent Option or parent Mandate.
Already linked Evidence are excluded.

Please define candidate Evidences.

OK

The window above appears if no candidate Evidence Objects are available.

7.10.8 Unlink child Evidence

This menu item can be used to unlink the Argument from linked Evidence Objects. The
Evidence Object will no longer prove that the Argument is valid.

Select which Evidence must
be unlinked from this Argument:

Option 1 do semething v

OK Cancel

The menu item is only visible if there are Evidence Objects related to this Argument Object.

7.10.9 Double Click

Double clicking on the Argument Object will show a menu to set the Argument to ‘validates’
or ‘invalidates’ (see also §7.10.1).

Select whether the Argument
validates or invalidates the Requirement
(meets or does not meet the Requirement).

validates v

OK Cancel
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7.11 Evidence Object

This object represents an Evidence. It has the ‘Generic context menu’ items plus the
following unique menu items.

Change the Subject
Change the Verb
Change the Capability

Change the Quantification

Change readiness level
Change reference

7.11.1 Change the Subject

This menu item can be used to change the Subject of the Evidence Object.

Current subject: option 1
Changes the Subject of this object only

Enter a new subject:
option 1

OK Cancel

Changing the Subject will not change the subject of other objects. The Evidence is a
separate piece of evidence.

7.11.2 Change the Verb
This menu item can be used to change the Verb of the Evidence Object.
Current verb: do

Enter a new verb:

do

OK Cancel

Changing the Verb will not change the verb of other objects. The Evidence is a separate
piece of evidence.
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7.11.3 Change the Capability

This menu item can be used to change the Capability of the Evidence Object.

Current capability: something

Enter a new capability:

something

OK Cancel

Changing the Capability will not change the capability of other objects. The Evidence is a
separate piece of evidence.

7.11.4 Change the Quantification

This menu item can be used to change the Parameter Quantification of the Evidence Obiject.

Define the Quantification:

price v,.o= v 10 € v

OK Cancel

See also §7.6.4 Change the Quantification of the Requirement Object.

7.11.5 Change the Readiness Level

This menu item can be used to change the Readiness Level of the Evidence Object.

Define the readiness level:

Basic principles observed v

OK Cancel

This states to what maturity or risk level the Evidence is proven.
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7.11.6 Change Reference
This menu item can be used to change the reference of the Evidence Object.
Current reference: www.wikipedia.com

Enter a new reference:

report number 6547343 2026-05-13|

OK Cancel

The reference points to a document or location that the Evidence was based on.

7.11.7 Double Click

Double clicking on the Evidence Object will show a window where the Subject, Verb,
Capability, Quantification, Readiness Level and reference can be modified at once.

Edit the verb:

do

Edit the capability:

something

Edit a quantification:

function v

Edit readiness leval:

Basic principles observed v

Edit the reference:

OK Cancel
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8 Inquirement files

A Project is saved using the ‘Save’ or ‘Save As’ File Menu items or pressing the ‘Save’ or
‘Save As’ button in the Toolbar. The Project is saved as an xml file, which provides maximum
openness and allows inspection. It is not recommended to edit this file directly.

8.1 Default Possible Parameter Activity

<PPA>
<par_type>length</par_type>
<unit_is_active>true or false; whether the unit is active</unit_is_active>
<unit_is_active>true or false for each unit</unit_is_active>

</PPA>

8.2 Custom Possible Parameter

<PPN>
<par_type>new Parameter type name</par_type>
<par_target_text>text if ‘as small as possible’</par_target_text>
<par_target_text>text if ‘lower than’</par_target_text>
<par_target_text>text if ‘lower than or equal’</par_target_text>
<par_target_text>text if ‘equal to’</par_target_text>
<par_target_text>text if ‘larger than or equal’</par_target_text>
<par_target_text>text if ‘larger than’</par_target_text>
<par_target_text>text if ‘as large as possible’</par_target_text>
<PPU>
<par_unit_symbol>base unit symbol</par_unit_symbol>
<par_factor>base unit factor as real, must be 1.0</par_factor>
<par_delta>base delta factor as real, must be 0.0</par_delta>
<unit_is_active>true or false; whether the unit is active</unit_is_active>
</PPU>
<PPU>
<par_unit_symbol>additional unit symbol</par_unit_symbol>
<par_factor>additional unit factor as real</par_factor>
<par_delta>additional delta factor as real</par_delta>
<unit_is_active>true or false; whether the unit is active</unit_is_active>
</PPU>
</PPN>
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8.3 Project Object

<PRJ>
<uid>UID of the object (see also §7.2.9)</uid>
<subject>define Subject here</subject>
<tooltip_txt>any tooltip text here (see also §7.2.7)</tooltip_txt>
<child>add child UID here. Add as many lines like this as there are children</child>
<comments>
<comment>
<author>User A</author>
<content>comment content here (see also §7.2.7)</content>
</comment>
</comments>
<name>Project name (see also §7.3.1) </name>
<description>Project description (see also 7.3.2)</description>
<sett_user_name>User Name according to Windows settings</sett_user _name>
<Inquirement_version>1.0.0.0</Inquirement_version>
<sett_font_size>14 (edit font size buttons §5.12 and §5.13)</sett_font_size>
<sett_zoom_prj>Project tab page zoom (§5.14, §5.15 and §5.16)</sett_zoom_prj>
<sett_zoom_prb>Problems tab page zoom (§5.14, §5.15 and §5.16)</sett_zoom_prb>
<sett_zoom_opt>Options tab page zoom (§5.14, §5.15 and §5.16)</sett_zoom_opt>
<sett_zoom_val>Validation tab page zoom (§5.14, §5.15 and §5.16)</sett_zoom_val>
<sett_zoom_reg>Requirements tab page zoom (§5.14, ...)</sett_zoom_req>
<sett_zoom_vdi>V-diagram tab page zoom (§5.14, ...)</sett_zoom_vdi>
<sett_show>All+ | Show Integration Requirements (see §5.9)</sett_show>
<sett_prj_color>Project Object color as RXXXGYYYBZZZ</sett_prj_color>
<sett_usy_color>User Story color as RXXXGYYYBZZZ</sett_usy_color>
<sett man_color>Mandate color as RXXXGYYYBZZZ</sett_man_color>
<sett_dpr_color>Design Problem color as RXXXGYYYBZZZ</sett_dpr_color>
<sett_req_color>Requirement color as RXXXGYYYBZZZ</sett _req_color>
<sett_opt_inv_color>invalid Option color as RXXXGYYYBZZZ</sett_opt_inv_color>
<sett_opt_val_color>valid Option color as RXXXGYYYBZZZ</sett_opt_val color>
<sett_opt_opt_color>optimal Option color as RXXXGYYYBZZZ</sett_opt opt color>
<sett_arg_color>Argument color as RXXXGYYYBZZZ</sett_arg_color>
<sett evd color>Evidence color as RXXXGYYYBZZZ</sett_evd_ color>
<sett_par_color>Parameter color as RXXXGYYYBZZZ</sett_par_color>
<sett_prj_txt_color>Project text color as RXXXGYYYBZZZ</sett_prj_txt_color>
<sett_usy txt color>User Story text as RXXXGYYYBZZZ</sett_usy txt color>
<sett_man_txt_color>Mandate text as RXXXGYYYBZZZ</sett_man_txt_color>
<sett_dpr_txt_color>Design Problem text as RXXXGYYYBZZZ</sett_dpr_txt_color>
<sett_req_txt_color>Requirement text as RXXXGYYYBZZZ</sett_req_txt_color>
<sett_opt_opt_txt_color> invalid Option text RXXXGYYYBZZZ</sett_opt_opt_txt color>
<sett_opt_val_txt _color> valid Option text RXXXGYYYBZZZ</sett_opt_val txt_color>
<sett_opt_inv_txt_color> optimal Option text RXXXGYYYBZZZ</sett_opt_inv_txt_color>
<sett_arg_txt_color>Argument text as RXXXGYYYBZZZ</sett_arg_txt_color>
<sett_evd txt color>Evidence text as RXXXGYYYBZZZ</sett_evd txt color>
<sett _par_txt_color>Parameter text as RXXXGYYYBZZZ</sett_par_txt_color>
<sett_panel_color>panel color as RXXXGYYYBZZZ</sett panel_color>
<sett_panel_sel color>selected panel RXXXGYYYBZZZ</sett_panel_sel color>
<sett_text color>text color as RXXXGYYYBZZZ</sett_text color>
<sett text sel color>selected text color as RXXXGYYYBZZZ</sett text sel color>
<sett box_connector color>line color as RXXXGYYYBZZZ</sett box_ connector color>
<sett_box_border_color>object border RXXXGYYYBZZZ</sett_box_border color>
<sett button color>button color RXXXGYYYBZZZ</sett button color>
<sett btn_border color>button border color RXXXGYYYBZZZ</sett btn border color>
<PRJ_Node_Expanded>true</PRJ_Node_Expanded>
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<REQ_Node_ Expanded>false</REQ_Node_Expanded>

<DPR_Node_Expanded>false</DPR_Node Expanded>

<OPT_Node_Expanded>true</OPT_Node_Expanded>

<ARG_Node Expanded>false</ARG_Node Expanded>

<EVD_Node Expanded>false</EVD_Node Expanded>
</PRJ>

8.4 User Story Object

<USY>
<uid>UID of the object (see also §7.2.9)</uid>
<subject>define Subject here</subject>
<tooltip_txt>any tooltip text here (see also §7.2.7)</tooltip_txt>
<parent> add parent UID here. Add as many lines like this as there are parents </parent>
<child>add child UID here. Add as many lines like this as there are children</child>
<comments>
<comment>
<author>User A</author>
<content>comment content here (see also §7.2.7)</content>
</comment>
</comments>
<verb>define the Verb here (see also §2.3.2)</verb>
<capability>define the Capability here (see also §2.3.3)</capability>
<description>description here (see also §7.4.1)</description>
</USY>

8.5 Mandate Object

<MAN>
<uid>UID of the object (see also §7.2.9)</uid>
<subject>define Subject here</subject>
<tooltip_txt>any tooltip text here (see also §7.2.7)</tooltip_txt>
<parent> add parent UID here. Add as many lines like this as there are parents </parent>
<child>add child UID here. Add as many lines like this as there are children</child>
<comments>
<comment>
<author>User A</author>
<content>comment content here (see also §7.2.7)</content>
</comment>
</comments>
<reqd_readiness_|vI>integer for the Readiness Level (see §2.4)</reqd_readiness_|IvI>
<remark>An additional Remark can be added here (see §7.5.1)</remark>
</MAN>
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8.6 Design Problem

<DPR>
<uid>UID of the object (see also §7.2.9)</uid>
<subject>define Subject here</subject>
<tooltip_txt>any tooltip text here (see also §7.2.7)</tooltip_txt>
<parent> add parent UID here. Add as many lines like this as there are parents </parent>
<child>add child UID here. Add as many lines like this as there are children</child>
<comments>
<comment>
<author>User A</author>
<content>comment content here (see also §7.2.7)</content>
</comment>
</comments>
</DPR>

8.7 Requirement

<REQ>
<uid>UID of the object (see also §7.2.9)</uid>
<subject>define Subject here</subject>
<tooltip_txt>any tooltip text here (see also §7.2.7)</tooltip_txt>
<parent> add parent UID here. Add as many lines like this as there are parents </parent>
<child>add child UID here. Add as many lines like this as there are children</child>
<comments>
<comment>
<author>User A</author>
<content>comment content here (see also §7.2.7)</content>
</comment>
</comments>
<verb>define the Verb here (see also §2.3.2)</verb>
<capability>define the Capability here (see also §2.3.3)</capability>
<par_type>name of the Parameter type</par_type>
<par_unit_symbol>symbol of the Parameter type</par_unit_symbol>
<par_value>value of the Parameter as real</par_value>
<par_target_int>0:'minimal’, 1:'<’, 2:'<=", 3:'=’, 4:'>=", 5:>’) 6:'maximum’</par_target_int>
<par_weight>importance of the Parameter (0-100, see also §7.6.7)</par_weight>
<par_target_ref only>Parameter Target Text for reference only</par_target _ref only>
</REQ>
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8.8 Option

<OPT>
<uid>UID of the object (see also §7.2.9)</uid>
<subject>define Subject here</subject>
<tooltip_txt>any tooltip text here (see also §7.2.7)</tooltip_txt>
<parent> add parent UID here. Add as many lines like this as there are parents </parent>
<child>add child UID here. Add as many lines like this as there are children</child>
<comments>
<comment>
<author>User A</author>
<content>comment content here</content>
</comment>
</comments>
</OPT>
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8.9 Argument

<ARG>
<uid>UID of the object (see also §7.2.9)</uid>
<subject>define Subject here</subject>
<tooltip_txt>any tooltip text here (see also §7.2.7)</tooltip_txt>
<parent> add parent UID here. Add as many lines like this as there are parents </parent>
<child>add child UID here. Add as many lines like this as there are children</child>
<comments>
<comment>
<author>User A</author>
<content>comment content here (see also §7.2.7)</content>
</comment>
</comments>
<validates>true or false (see also §7.10.1)</validates>
</ARG>

8.10 Evidence

<EVD>
<uid>UID of the object (see also §7.2.9)</uid>
<subject>define Subject here</subject>
<tooltip_txt>any tooltip text here (see also §7.2.7)</tooltip_txt>
<parent> add parent UID here. Add as many lines like this as there are parents </parent>
<comments>
<comment>
<author>User A</author>
<content>comment content here (see also §7.2.7)</content>
</comment>
</comments>
<verb>define the Verb here (see also §2.3.2)</verb>
<capability>define the Capability here (see also §2.3.3)</capability>
<par_type>name of the Parameter type</par_type>
<par_unit_symbol>symbol of the Parameter type</par_unit_symbol>
<par_value>value of the Parameter as real</par_value>
<par_target_int>0:'minimal’, 1:'<’, 2:'<=", 3:'=’, 4:'>=", 5:>’) 6:'maximum’</par_target_int>
<par_weight>importance of the Parameter (0-100, see also §7.6.7)</par_weight>
<par_target_ref only>Parameter Target Text for reference only</par_target _ref only>
<achieved_readiness_|Ivl>integer for the Readiness Level</achieved_readiness_IvI>
<reference>reference here (see also §7.11.6)</reference>
</EVD>
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9 Installing Inquirement

Download the Inquirement installer ‘Inquirement_Installer.exe’.
E’ Inquirement_Installer.exe

Check the signature of the installer (Right-Mouse-Button -> Properties -> Digital Signatures).

| T Inquirement_Installer.exe Properties x| & Certificate %
|
Security Details Previous Versions General Details  Certification Path
General Compatibility Digital Signatures i

Embedded Signatures

-1 Certificate Information

MName of sign.. Digestalgorit.. Timestamp
Inquirement sha2s6 Saturday, 23 May... This certificate is intended for the following purpose(s):

» Ensures software came from software publisher
» Protects software from alteration after publication

Details
* Refer to the certification authority's statement for details.

Issued to: Inquirement
Catalogue Signatures

Name of sign... Catalogue N Digestalgorit.. Timestamp
Issued by: SSL.com Code Signing Intermediate CA RSA R1

Valid from 2026-05-21 to 2027-04-08

Details

Install Certificate... Issuer Statement

Run the installer. Select ‘Install for me only’.

17 Select Setup Install Mode X

@’ Select install mode

Inguirement can be installed for you only, or far all
users (reguires administrative privileges).

—> Install for me only (recommended)

% Install for all users

Cancel
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Select where to install Inquirement. Click ‘Next’.

i' E Setup - Inquirement version 1.0.0.0 - X

Select Destination Location
‘Where should Inquirement be installed?

Setup will install Inquirement into the following falder.

To continue, click Next. If you would like to select a different folder, click Browse.

C\Users\ <USER >i\AppData\LocaI\Programs\Inquirement Browse...

At least 7,6 MB of free disk space is required.

Cancel

Choose whether to create a shortcut on the desktop. Click ‘Next'.

Setup - Inquirement version 1.0.0.0 - x
p - Ingf

Select Additional Tasks
‘Which additional tasks should be performed?

Select the additional tasks you would like Setup to perform while installing Inquirement, then click Next.

Additional shortcuts:

Kreate a gesktop shortcut

Back Next Cancel
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Click ‘Install’.

[ E Setup - Inquirement version 1.0.0.0 -

Ready to Install
Setup is now ready to begin installing Inquirement on your computer.

7.

Click Install to continue with the installation, or click Back if you want to review or change any settings.

Destination location: a
CA\Users\Jan Baan\AppData\Local\Programs\Inquirement

Back | Install Cancel

Select whether to launch Inquirement and click ‘Finish’.

[ E’ Setup - Inquirement version 1.0.0.0 -

Completing the Inquirement Setup Wizard

Setup has finished installing Inquirement on your computer. The
application may be launched by selecting the installed shortcuts.

Click Finish to exit Setup.

D:Launch Inquirement:

|

Afile has been created in a new folder:
C:\Users\<USER>\AppData\Roaming\Inquirement\Inquirement_config.xml

This file contains appearance settings and license information.
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The window below appears if Inquirement is started for the first time or if ‘Launch
Inquirement’ was selected.

Please provide the license information below.
User name used when purchasing the license:

John Doe

e-mail adress where the license key was received on:
john.doe@user.com

Provide new license Key or renew existing license:
<paste new license key here>

Provide a name for the license on this computer:

LAPTOP_JD|

OK Cancel

Purchase a license according to the instructions on the Inquirement website and follow the
instruction in §4.4.4 ‘Renew License’ on how to include the license information.

Inquirement will start up without a license if ‘Cancel’ is pressed. All options and the full
functionality is available, except the ‘Save’ and ‘Save As’ functions.

~“OP A vEEAAQAR

Project Problems Options Validation Requirements V-diagram
= @ MyProject
=@ User Stories
- | @ Solution do somet| (Project MyProject o) (Mandate (15)
= @ Mandates Project MyProject The solution must be
| @ solution readiness Project description. developed to readiness level

1 (Basic principles observed).

= @ Requirements An additional Remark can be

@ Solution do somethi i .
® Solution do somethi
- ® Option 1 perform ac [User story O (Top Level Requirement @)
@ Option 1 do someth A solution is needed that The solution must do
=1 ) DesignProblems does something. something.

- ® Solution: do someth Double Click to modify

@ Option 1: perform ai
= @ Options
‘6 Option 1
@ Option 1A
' @ Option 1B
- @ Option 2
= @ Arguments
- ® Option 1 do someth
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10 Uninstall Inquirement

An uninstaller is available. Find it in Settings -> Apps -> Installed Apps. Press the three dots
‘-++> on the right and select ‘Uninstall’.

& Settings Q. Find a setting - . *
Q Apps > Installed apps
Search apps a = 8 @
/\, Home
= Filter by:  All drives v " Sort by: Date installed v
B System
94 apps found
e Bluetooth & devices
@ Network & internet
/ Personalisation
Inquirement version 1.0.0.0
l n Apps Q 1.0.0.0 | Inquirement | 2026-05-14 s2NE
: Accounts Modify

Uninstall
Time & language e

9

Press ‘Yes’ when asked to confirm the removal of Inquirement.

Inquirement Uninstall

Are you sure you want to completely remowe Inquirement and all of
its components?

Yes

A confirmation will be shown if the uninstall was successful.

Inquirement Uninstall X

o Inguirement was successfully removed from your computer.

C:\Users\<USER>\AppData\Roaming\Inquirement has been removed.
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11 Versions

Version

Date

Description

V1.0.0.0

2026-05-23

Initial version

V1.0.1.0

2026-06-03

Added file locking functionality.

Hide Parameter Value and Unit if it represents a Goal
Requirement in the input Window.

Solved Validation tab page error when more than three Sub-
Option Objects with Argument Objects exist.

Solved that File Menu -> Open causes loss of license
information.

Solved that changing a (Goal Requirement) Parameter does
not update which Option is optimal. Also the pop-up to inform
which Requirements need change is added to the ‘Change
the Quantification’ and ‘Double Click’ menu items.

V1.0.2.0

2026-06-05

Improved process to Open locked files read-only.
Requirement Object -> Allocate Requirement now only
handles children of Option and Requirement Obiject itself.
Argument Object -> Add Requirement process now also takes
target type, value and unit into account.

Solved rare case that Object Filter causes error.

No Readiness Level Icon in Objects that have no children
(except for Evidence Objects) to increase distinction.

V1.0.3.0

2026-07-08

Inquirement attempts to save all data if an unexpected error
occurs.

Differentiate between create and validate URL for the
LemonSqueezy license check.

V1.0.4.0

2026-08-02

Removed explain objects example project from opening at
start-up.

Improved paste behaviour of text boxes

Now always gets the current Windows username. It is
essential to get this because it is used to encrypt and decrypt
license data.

The file menu now shows the recently opened and saved files.

v 1.0.5.0

2026-08-12

Does not ask to save a new project if no modifications have
been done yet.

Solved error with parameter value after changing the value
using double-click.

Removed description from inputs to be given to a new
Evidence. The field input ended up in the tooltip text.

Open file and create new Project now switches automatically
to the Project tab-page.

Links between Design Problems and Requirements do not
allow mixing of Integration Requirements (either due to sub-
Options or due to multiple Design Problems) and normal
Requirements anymore.

Solved issue with update after adding or removing a
Requirement to a Design Problem.

Only the Options in the Tree View are expanded by default.
This is more convenient for large datasets.
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Version Date Description

v 1.0.6.0 | 2026-08-14 | - Determination of the optimal Option now looks for Goals in the
Top Level Requirements if there are no Goals in the Design
Problem.

- Solved issue where image save dialogue was still visible in
the image when making a screenshot.

- Solved issue with opening door example project. Some
potential Design Problems were not found and were therefore
refused as child Design Problems for a Requirement.

- Solved issue with unlinked subject in some cases (especially
when opening a file and when doing undo or redo).

- Show why window sizes better around the objects. Especially
if scrolling is needed.

v 1.0.7.0 | 2026-08-15 | - Inquirement will open the folder of the most recent file.

- The expand state of the Main Tree View is now stored and
reapplied in case of an update and when the Project is saved.

- Example projects have been transferred to C++ code and
tests functions have been added for them

v 1.0.8.0 | 2026-08-20 | - Extended the Gate Example Project

- Integration Requirements can now be mixed with non-
Integration Requirements as input for Design Problems

- Integration Requirements must only be managed by the
Inquirement program. They can no longer be changed
manually. Context menu items and double click functionality
are removed for Integration Requirements.

- Options are added above Integration Requirements on the
Requirements tab page. This makes sure that the
Requirements levels and Argument levels do not mix, since
without the added Option the Integration Requirement would
be a direct child of another Requirement.

- Added Find all comments' menu in the 'Edit Menu'.

- Improved the Form for Show or Hide of Requirements in the
V-diagram tab page.

- Any custom Parameters are deleted when creating a new file.

- Selecting another Option in the Validation tab page now
resets the scroll position (it goes to the upper right corner of
the tab page).
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12 Privacy policy

Below is a summary of our privacy policy. Please visit our website for the complete policy.
At Inquirement, we believe your thoughts, requirements, and know-how belong to you.

Your privacy and confidentiality is important to us. The Inquirement application does not
send any information through any network connection except in the following cases:

e |f you open or save a file on a network location. This uses the standard Windows
SaveFileDialog function.

e The Inquirement application will try to open www.inquirement.com if you click the
website link.

e The Inquirement application will try to send an e-mail to info@inquirement.com if you
click the e-mail link.

e The Inquirement application will regularly verify the license key at Lemon Squeezy.
Please visit https://www.lemonsqueezy.com/privacy for their privacy policy.

Below is a summary of our privacy policy. Please go to our website for more information on
the Inquirement privacy policy.

Privacy Policy: The "Local-First" Commitment

Our software is designed around a simple principle: we never need to see your project data
in order for the product to work.

1. The "No-Cloud” Guarantee

Inquirement is a desktop application, not a Saa$S platform. We do not host or store your
project data on our servers.

Local Storage: All requirements, nodes, relationships, and project files are stored locally on
your own computer or storage device.

No Access to Your Data: Because your project data never reaches our servers, we cannot
read, scan, analyze, or sell it.

Backups: You are responsible for managing your own backups. You can use services such
as OneDrive, Dropbox, iCloud, external drives, or any backup solution of your choice.

2. Data We Do Collect (The "Bare Minimum")

To operate our business and provide support, we only collect the minimum amount of
information necessary.

Identity & Billing Information

We collect your name and email address through our payment provider, Lemon Squeezy, so
we can:

e Send your license key
e Process receipts and invoices
e Provide customer support
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License Validation

When you activate the software, Inquirement performs a one-time license validation request
to verify your key.

You may install Inquirement on as many devices as you need. Hardware fingerprinting or
permanent device tracking is not required.

Support Communications

If you contact us for support, we may retain your correspondence to help resolve future
issues and improve customer service.

Marketing Communications

If you opt in, we may send occasional marketing or promotional emails about product
updates, features, or announcements.

You can unsubscribe from marketing emails at any time.
Newsletter

If you subscribe to the Inquirement newsletter, we use your name and email address to send
news, updates, and product information.

Feedback Requests

We may contact users to request feedback about their experience using Inquirement.

3. Third-Party Processors
We intentionally keep our technology stack small to protect your privacy.
Merchant of Record

Lemon Squeezy handles payments, taxes, Value Added Tax (VAT) processing, and billing
operations.

Their services are governed by their own privacy and General Data Protection Regulation
(GDPR) compliance policies.

Analytics
Inquirement does not include any in-app tracking or analytics.

We do not collect usage telemetry, behavioural analytics or project content from within the
application.
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4. Your Rights Under GDPR

As a privacy-first and EU-friendly product, we respect your rights under the General Data
Protection Regulation (GDPR).

Right to Access & Erasure
You may request:

e A copy of the personal information we hold about you
o Deletion of your personal information

In practice, this is typically limited to your email address, billing records, and support
correspondence.

Data Portability
Your project data remains stored locally on your machine in XML format.

You are free to move, export, back up, or transfer your files at any time without requiring our
permission or involvement.

5. Contact
If you have questions about this Privacy Policy or your personal data, please contact:

info@ingquirement.com
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13 License Agreement

The Inquirement application uses the standard license agreement from our Merchant of
Record Lemon Squeezy. Please visit lemonsqueezy or Inquirement for more details.
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14 How to report a bug

Please report a bug by sending an e-mail to info@inquirement.com.
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15 Known Issues

There are no known issues at the moment. Please send any issues you encounter when
using Inquirement to info@ingquirement.com.

Notice:

The Windows username is used to encrypt and decrypt Inquirement license data. This
means that license data has to be provided again if the Windows user name changes.
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16 Inquirement community

We are working on setting up a community for Inquirement users. Please check our website
for the latest updates.
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