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Design Thinking
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learn

doing.



learn more”?

do more.



what are we supposed to be

doing?
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INSPIRATION IDEATION IMPLEMENTATION

Empathize Define |deate Prototype Test  Iterate
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~The problem / challefg&@ihand is ambigt
-There is no clear solgtion for it

- Solving an issue req| ires a deeper understanc
~-“Wicked problems”
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SEQUENCE SAMPLES
CHECKED SUBMITTED
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Service Design Thmkm o

COORDINATION
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Stanford-IDEO
like design process

(re)Define the Problem

Design never ends
¥ I
I-..
..

” t Needfinding and

oS Benchmarking

Learn Understand the users, design space
Prototype Bodystorm

Build Ideate

14



in reality
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ambiguous (7?)



C4Sl IS _
more than just program.

Your project
IS more than



- Collecting + analyzing

- |deatingypoessible design: solutions

& test your ideas with real users

- Repeat...

- (Developing a great new product/service/experience, documenting the process, building customerbase,
launching your proof-of-concept)

b






Your
comfort

/ Z0ne

- Challenge your assumptions.

- There are no stupid questions. Fire away!

- [#ideas, #prototyping] Don’t worry, be crappy.
- Our motto: Work hard, learn & have fun!



Jump e Conclusions

JUMP  STRIKE
777 heam our

LOSE
couLy ONE YES!
Bk TURN

ACCEPT 60
IT WiLP




Team check-iIn:
- Very briefly, describe In few words:
- What have you done so far?
- What data/information do you have?
- What kind of data/information do you need to
proceed?



Today we will:

- Try to understand the problem at hand, and
stakeholders involved (not looking at solutions, yet)
- Analyse current situation

- Define a user (who are you designing for)

- Choose a focus to brainstorm possible solutions

- Brainstorm possible solutions



- If | had an hour to solve a problem and my life
depended on the solution, | would spend the first 55
minutes determining the proper question to ask, for
once | know the proper guestion, | could solve the
problem in less than five minutes.

Albert Einstein
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First:
Map out your current best understanding of the
problem, and the stakeholders involved.

15 minutes



Hierarchy of Complexity

Ecology

3
Anthropology

4
Sociology

: )
Psychology

: 3
Physiology

3

Anthropometrics

The interdependence of living things, for sustainable
design.

The human condition, for global design.

The way people relate to one another, for the design of
connected systems.

The way mind works, for the design of human-computer
interactions.

The way the body works, for design of physical man-
machine systems.

The sizes of people, for the design of physical objects.



Visualise observations & thinkinc

EATE A YRSUAL CULTURE
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Problem and stakeholder mapping:

Mapping can be broken down into four phases:

1. Identifying: listing relevant groups, organizations, and people

2. Analyzing: understanding stakeholder perspectives and interests
3. Mapping: visualizing relationships to objectives and other

stakeholders
4. Prioritizing: ranking stakeholder relevance and identifying issues

Focus and identify what information/data you have, and what are you
still missing? (This will be extremely important for you in the next

weeks to guide your efforts.)

15 minutes



Second:
2. Define a user (who are you designing for)

15 minutes



2. Define a user (who are you designing for):
- Make a composite persona
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2. Define a user (who are you designing for):
- Use empathy map to try and understand your user

WHO are we empathizing with? What do they need to DO?

person 0 understand? What do they need to do differently?
situation they are in? Wh jo they want or need to get done?
their role in the situation? ) do ed to make?
e successful?

AIN:
What do they SEE?

What do they SAY?

imagine them

What do they DO?

Last updated on 16 July 2017. Download a copy of this canvas at http://gamestorming.com/empathy-map/ © 2017 Dave Gray, xplane.com

Also: Focus and identify what information/data you have, and what are you still missing?
(This will be extremely important for you in the next weeks to guide your efforts.)

25 minutes



Third:
3. Choose a focus

- Look at the Pains & Gains of your user and make
2-3 ,How might we?" guestions.

5 minutes



Fourth:
4. Part 4 - Brainstorming the solutions:

- Put the How might we guestions on the top of the
whiteboard/flipchart, and brainstorm possible
solutions. The crazier, the better!!

30 minutes



Brainstorming is a I OUP CreatiVity teChnique

designed to generate a Iarg e number of ideas for the
solution of a problem.

- Wikipedia



Rules that must be followed by ALL.
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2. CUT criticism

NO'  BuUIl.. EXCUSES



Quick Diverge
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3. Welcome \\/elro






Go beyond!




4. Take good ideas further.
Build & combine.






B



Brainstorm!

You have 30 minutes.
Come up with 50+ ideas



Last part (before lunch):
4. Part 4 - Brainstorming the solutions:

- Put the How might we guestions on the top of the
whiteboard/flipchart, and brainstorm possible
solutions. The crazier, the better!!

30 minutes



Share!

Share max 5 ideas that you think
would be good to explore further.



cup of coffee and make
projects happen!
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