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2. Define 3. Ideate

Source : Stanford d. school Design Thinking Process



DESIGN THINKING: A NON-LINEAR PROCESS

rlnmmh testing

Tests create new
ideas for the project

& 7
/ “Empathise to help
/ / define the problem

m m .

Learn from

\ \ prototypes to spark /
\ N\ new ideas 7
\ ~
~ -
N TR
N
~
~ v
lests reveal insights that

redefine the problem




Ideas to Implementation
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The best prototype is one that fails.
The key is cycles of iteration and reflection. It doesn't matter where you
start, it matters THAT you start. You have to be comfortable with not being

good at it, and striving to get better.

Iteration: make, test, modify, repeat:
key features of Design, and design process is ITERATION trying something out

to see if it works and to make it better over time.
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Fail often so you can succeed sooner.

- Tom Keller, IDEO
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- David Kelly-



Show, not Tell

e What works
e What doesn’t work

 What can be better
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Remember prototypes don't have to be perfect
Iterative

Take a step back

Learn from the mistake of the previous iteration
Be neutral when presenting your ideas

Let the user contribute ideas



Visual thinking



=M 2O|X| &2H A= 20|74 517



7F?

od
<
joll

0lo

g oA &

Visual



Faced Trial Jailed

tt

Falsely Accused

source : The saddest graph you’ll see today
(The Washington Post, By Dylan Matthews)
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Accessibility Consideration for Color
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Hierarchy



Hierarchy

NO HIERARCHY

On the Moon!

‘A Giant Leap” for All of Man-
kind Amernicans First to Walk on
Dead Lunar Surface

Space Center, Houston —
Lorem ipsum dolor sit amet, ut
alia ludus evertitur vel, pri wt
majorum maluisset, Eam ut
mucius option dissentiet. Ex
gracce labore eirmaod sit. Per-
fecto incorrupte no sea. Eius
utroque periculis eos te, Aliquip
molestic perpetua eum ex, sumo
laudem deseruisse mel no. Libris
tacimates antiopam pri at. Sea
no fugit exerci partiendo,

LIMITED HIERARCHY

ON THE MOON!

! Giant Leap” for Al of

Mankind

Americans First to Walk on
Dead Lunar Surface

Space Center, Houston —
Lorem ipsum dolor sit amet, ut
alia ludus eventitur vel, pri wt
maiorum maluisset. Eam ut
mucius option dissentiet. Ex
gracce labore eirmod sit. Per-
fecto incorrupte no sea. Eius
utroque periculis cos te. Aliquip
molestic perpetua cum ex, sumo
laudem deseruisse mel no. Libris
tacimates antiopam pri at,

IMPROVING...

ON THE MOON!
‘A Giant Leap’ for All of
Mankind
Americans First to Walk on
Dead Lunar Surface
Space Center, Houston — Lorem
ipsum dolor sit amet, ut alia ludus
evertitur vel, pri ut maiorum malu-
isset. Eam ut mucius option dissen-
tiet, Ex graece labore cirmod st
Perfecto incorrupte no sea. Eius
utroque periculis eos te. Aliquip
molestic perpetua eum ex, sumo
laudem deseruisse mel no. Libris
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Paper Prototyping




LEGO Prototyping

www.enginegroup.co.uk | better services, happier customers

ZX : Creative Lapland Seminar 2010 2 ¥ Xt= &, Stefan Moritz
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Feedback Questions

Validate if the design communicates what the product/website is at first glance.
What do you think this tool/ website is for?

What do you think you can do on this website/ in this app?

When would you use this?

Who do you think this tool is for?

Is there anything this tool resembles? If yes, what?

What, if anything, doesn’t make sense here?

Ask these questions after users complete tasks to gain a better understanding of usability.
Was there anything that surprised you? If yes, what?

Was there anything you expected to find that was not there?

What was difficult or strange about this task, if anything?

What was easy about this task?

Did you find everything you were looking for?

Was there anything that didn’t look the way you expected? If so, what was it?

What was missing, if anything?

What was unnecessary, if anything?

Was anything out of place? If so, what was it?

If you had a magic wand, what would you change about this experience/task?

How would you rate the difficulty level of this task?

Did it take you more or less time than you expected to complete this task? Would you normally spend this amount of time on doing this?

Bonus questions: Planning your next session

Instead of recruiting brand new participants again, ask testers if they would be interested in joining future sessions.
Would you be interested in participating in future research?

Is there someone you know who might also be interested?
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