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What is Design Thinking?

Based on design procedures

Design Thinking originates from working processes and orga-
nizing principles related to designing. It has been adapted and
applied to other fields although there is not yet a fixed defini-
tion of Design Thinking today. Hence, it is rather a way of
thinking than a set program.

Focus on innovation and a user-centered approach

Understanding the habits, culture, social context and motiva-
tion of users is crucial. Thus, the user and her needs are at the
center of the Design Thinking process. To reach a somewhat
complete understanding, participants must become immersed
in the users’ world(s) via a variety of tools and processes. From
this standpoint on innovative ideas can be created.

< Back to Content
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Interdisciplinary teams and collaboration

Various stakeholders with different backgrounds participate in
Design Thinking processes. They all should contribute by cre-
ating a common language and exchanging thoughts and ideas
to co-create new products or services. A good team process
requires knowing the role(s) you play on your team, the rules of
engagement and assessing your own strengths and weakness-
es.

Evidencing

Design Thinking is based on evidence. Opinions, facts, and
trends are processed before developing ideas. Once you cre-
ate a solution, you again test it with a prototype and revise the
solution if necessary. This way you are constantly engaged in a
dynamic to adjust the results and redo the processes.



What is Design Thinking?

Co-creating new ideas

In order to co-create successfully, participants need to be able
to express their thoughts and accept different perspectives.
Rather than focus on a single idea, the Design Thinking ap-
proach harnesses the individual input from the team members
to produce an array of ideas which may be dismissed or further
developed as a group.

Sequencing and iterative processes

The Design Thinking process works in repeatable sequences
within a specified itinerary. Thus, the participants are setin a
frame which can be interpreted as loose - because of the
possibility of various loops - or fixed - because of this
predefined route.
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Identify unused potential/A holistic approach

Design Thinking enforces a holistic way of thinking. This ide-

al can be approximated by sequencing the various aspects of
research, creation, and evaluation of ideas/products which to-
gether form a whole. Thus, by analyzing the problems deeply
in the various stages, the Design Thinking process creates op-
portunities to identify unused potential and create unanticipat-
ed solutions to formerly unknown problems.



Design Thinking Process

A Design Thinking process usually starts with a challenge
which gives focus and direction. There are several different ap-
proaches to structure a Design Thinking process whereas we
are working with four different interconnected phases:

Explore:

The phase on exploration helps to get to know the users and
their needs. Here you also develop important insights into un-
solved problems based on analysis.

Create:

In the phase dedicated to creation, you design solutions to
the identified problems. In addition to formulating hypotheses
about problems to be solved, you also conceptualize and or-
ganize them.

Prototype:
The prototyping phase awakens your haptic creative part that

favors kinesthetic and tactile communication by introducing ac-

tual prototypes to implement your hypothetical solutions.

Evaluate:

The evaluation phase is reserved for testing the prototype and
evaluating how well it worked with the users. This is also the
starting point for changes that can begin the process anew to
improve and/or to redevelop ideas.

< Back to Content
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Challenge

&

complex and/or
tricky problem

©

fits to the targeted user group
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real life problem

Characteristics

considers the possible constraints,
e.g realistic for the workshop frame

3

unknown/open-ended

problem that needs
clarification/ shaping

recognizes the situation
behind the problem

(LD

decided by the group




Mindset

only one
person speaks at a time

encourage WILD ideas

~ Working Culture

| - ﬂ fail often.
go for quantity \ fail fast.
K | fail cheap.

b
= =

stay on topic

\

@ error culture,

not zero tolerance H
4 /\ build on the ideas of othel
X

don’t be a perfectionist (Pareto principle)
80:20 rule (result:effort)
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Mindset
(LD

small groups of 4-6 people
ideally with on facilitator

be open and talk a lot

no hierarchy differences in the team
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be reliable and punctual

don’t hesitate to ask
ridiculous and stupid questions

Teamwork

‘~n

[

7|4

develop a reasonable team schedule

— b

defer judgement

trust each other

&

interdisciplinary teams = different languages
be patient and ask a lot of questions



Working Mode

Use sticky notes!

Sticky notes - available in different sizes, shapes and colors -
help you to share your thoughts within the team and visualize
knowledge. Use them to bundle information as chunks, each
on one sticky note. They are flexible and re-arrangeable so the
team does not always have to write new notes, but can trans-
form the old ones into a new scheme.

® Minimum 2, maximum 5 words on one sticky note

® Draw & write

e Everyone writes & draws, not just the one with the most beau-
tiful handwriting

e Capital letters are easier to read

< Back to Content

Keep your eye on the clock!

Diamonds are created under pressure. Without time pressure,
you may work less effectively. Keeping time forces the group to
work more intensely, make decisions, or even have a creative
coffee break while talking with other teams.

e One hour is the longest time unit

* Larger steps have to be broken down into manageable small-
er units

e Simple and visual clocks, that show the countdown are the
best

® Decide according to the group how strict you want to keep
the time schedule (tight, semi-open, loose)

e Also consider creating time for reflection

10



Working Mode

Warm-up games

* People Bingo

e Spaghetti Marshmallow Challenge
* Newspaper Bridge Challenge

e Jump-In, Jump-Out

® Robot Game

* etc.

< Back to Content

Group work

 Individual work (Let the introverted speak!)
e Group work (alternate groups if possible)
e Workshop auditorium (instruction and feedback)

e \Wider auditorium (e.g. for prototype presentations)
e Expect group dynamics

Team effectiveness

A

forming

&y

% . performing
re-norming
@ storming adjourning
mourning

norming

time )

Source: Tuckman, B. (1965). Developmental sequence in small groups.
American Psychological Association. Psychological Bulletin, 63(6), 384-399.
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Working Mode

Decision making Feedback to end the day

e Dot-voting e Clustering: keep, kill, try, learn

® Discussion e Clustering: positive, negative, important
e Democratic decision e Flashlight (ball & circle)

* Nonlinear voting (e.g. Fibonacci weighting) * In line (yes vs. no)

e Scaling according to different dimensions e Out of group visits

[
R >

<
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Design Thinking and Teaching

Why establish
Design Thinking
in educational system?

e All forms of cognitive activities are present (remembering,
understanding, applying, analyzing, evaluating, and creating)

e Challenging real world problems

e Design is central in an increasingly artificial world

e Knowledge transfer is shifting to knowledge production

e Improvement of creative and adaptive capacities

_/
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Develop Design Thinking
competencies

e Skills for locating resources

e Undertaking iterative design circles

* Designing for innovation

® Persistence and adaptation

e Knowledge of patterns across design problems
e Knowledge of roles in a team

13



Design Thinking and Teaching

Effects on students

e Multiplicity of approaches: Cognitive, metacognitive,
socio-cultural, productivity, technological approaches

* No prescribed set of knowledge and skill plans > interdisci-
plinary learning

e Building dispositions for complex problem solving

< Back to Content

Teacher’s perspective

® Reasoning processes that are being used to formulate lesson
strategies

e Fostering peer collaboration: shifting from didactic-oriented
material to constructivist-oriented material

e Design a design experience as critical competency for
teachers

14



Design Thinking and Teaching

Useful tips to start Design Thinking
with students

* Introduce the audience to Design Thinking using one of the
DT schemes (e.g. see pages 6 "Design Thinking Process”, 18
"Method Overview” and the images shown below, the Dou-
ble Diamond or the d.school Design Thinking Process, etc.)

e \Visualise and explain at which point you are in the workshop
process

NG G N o
& , & n,
K % & %
° 23 23
START
DISCOVER DEFINE DEVELOP DELIVER

Double Diamond

< Back to Content

e Explain methods using fitting examples, visuals or a work-
book

e Create a wall displaying Design Thinking principles and team
work rules and always set the focus on it

e Take enough time for each phase, especially do not shorten
the Explore phase

® Don't be afraid of using iterations and jumping back

Prototyping

Understand Observe Synthesis Ideation :
Testing

Implementing

d.school Design Thinking Process (Stanford University)

15



Design Thinking and Teaching

Choose an appropriate challenge

In order to start with a working challenge you should look for a
specific and intentional problem to challenge. Formulate your
challenge according to your state of knowledge and relat-

ed hypothesises. It’s possible to challenge distinct, specific
challenges you’ve noticed in daily or working life as well as
questions which are more general and unspecific. What have
you noticed during the last weeks or months that should be
changed? Or change your perspective and reflect about what
you wish for? Try to be as specific as possible when you feel
comfortable with your hypothesis.

In the following you should reframe the problem where you
want to see change and create a challenge that opens oppor-
tunities rather than builds barriers. Be flexible at the beginning
as you might want to reframe and specify your choosen chal-
lenge again during the process within the team.

“We can’t solve problems
by using the same kind of thinking
we used when we created them.”

< Back to Content

Challenge examples

How might we create a 21st century learning experience at
our university?

How might my seminar room be redesigned to better meet my
students’ needs?

How might we redesign our approach to curriculum develop-
ment and delivery to center around the needs and desires of

our teachers and students?

How might we redesign our university to elevate student en-
gagement and academic outcomes?

How might we engage students more deeply in reading?
How might we support a more well-rested campus?

See also page 7 on characteristics of Design Thinking
challenges.

This is the exemple
challenge that we will

use throughout the
ebook.

16



Design Thinking and Teaching
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Overview Phases & Methods

Explore

What can the team discover
about the challenge and the
users affected by it?

Research Mindmap

Who? What? How? Why?
Stakeholder Map
Interview

Persona

User Motivation Analysis
Customer Journey

Value Proposition Canvas
How might we... to solve...

< Back to Content

Create

How can the team create a
useful idea that might solve
the challenge?

Brain Storming
Brain Writing
Kill your Idea
Interview
Matrix Scale
Send a Postcard

Prototype

How can the team represent
the idea in a haptic format
so that the solution can be
tested?

What is a prototype?

How does a prototype look?
Prototype: Papercraft
Prototype: LEGO

Prototype: Storyboard
Prototype: Video

Prototype: Wireframing

Evaluate

How well did the prototype
of the solution resonate with
the users affected by the
challenge?

Test Grid Planning
Interview

Brain Storming

How might we... to solve...

18



Explore

Research Mindmap

Sort and visualize knowledge

Who? What? How? Why?

Spot on the situations when the challenge appears

Stakeholder Map

|dentify stakeholders and visualize their connections

Interview

Get to know the users

Persona

Get a holistic impression of the user

< Back to Content

User Motivation Analysis
Extract needs and obstacles from the collected data about the
user

Customer Journey

Shows processes and reveals improvements

Value Proposition Canvas
ldentify the needs of the user

How might we... to solve...

Connect the challenge, the user and a possible solution

19




Research Mindmap

Sort and visualize knowledge

Benefit Tips

The research mindmap is a method to sort (un)known know- e This tool is useful for developing a common language in in- > Empty Template
ledge, visualize it, and simultaneously consider “the big pic- terdisciplinary projects.
ture”. It can be used as a starting point to divide the initial e [t helps to define a starting point in any project. > Explore Methods
challenge into manageable research fields for revealing oppor-  ® Do not spend too much time on this tool since more mental
tunities. energy will be needed later.
e You may prepare a template for this method to collect knowl-  Difficulty level:
All team members can contribute their individual knowledge edge as a preparation for a workshop meeting. * % % & N
and harmonize their language and terminology. The research
mindmap can be extended at any time and serves as a refer- Material:
ence point for further research. Templates
Marker
Description Sticky Notes

All the terms relating to the challenge are collected and sorted
in clusters of known/unknown terms (see Template 1). These
serve as the knowledge basis for finding different associations
and categories for the underlined topics on Template 2 for the
qguestion, "How can we find/design a solution for user groups
without the previous obstacles?” In the next step, the associ-
ations are found and then categorized, and finally prioritized.
The results help the team to decide where to start with the ex-
ploration and on which solution/user group/obstacle to focus
(see Template 3).

< Back to Content 20




Research Mindmap 1

KNOWN
KNOWNS

oF
CéVQﬁs 724(” e, Things we
know we
know
KNOWN
UNKNOWNS LT
STUDENTS’ MIrep

Things we

know we
don't know
—|—_
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UNKNOWN
KNOWNS
HIGHLY
FORMALISED W
STRUCTVRE e, :Wu
LEcw Cae
REs Things we
TRADITTONAL dont know
WAY OF o
TEACHING

UNKNOWN
UNIVERSTIY + UNKNOWNS
PROFESSION

REQVIREMENTS
STVUDENTS’
ABILITIES .
Things we
don't know we
Sccupy don’t know
o L2V .
W?'Uge &

> Empty Template

> Explore Methods
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Research Mindmap 2

“How can we find a solution for user groups without the previous obstacles?”

— |

associations & categories associations & categories associations & categories
» LOCAL STUDENT » STVUDENTS » FORMALIZED
LEARNING SPACES * PARENTS STRUCTUVRES
* (NTERNSHIP PROGRAM * ADMINISTRATORS » TECHNICAL
70 GET A FIRST » TEACHERS ORIENTATION OF
IMPRESSION OF FVUTURE VNIVERSITIES
REAQAVIREMENTS » NO MONEY FOR NEW
» FURTHER EDVCATION EQUIPMENT

(N DIGITAL TEACHING » STUDENTS NOT WILLING

METHODS 70 60 BEYOND LIMITED
« ONLINE PLATFORM FOR FRAMEUWORK
INTERACTION * TEACHER HAS NO TIME

< Back to Content

> Empty Template

> Explore Methods
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Research Mindmap 3

). ONLINE PLATFORM FOR
INTERACTION

2. LOCAL STVDENT
LEARNING SPACES

3. FURTHER EDUCATION
N DIGITAL TEACHING
METHODS

V. INTERNSHIP PROGRAM
TO GET A FIRST
IMPRESSION OF FURTHER
REQUIREMENTS
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). STUDENTS

&. TEACHERS

3. ADMINISTRATORS

¥. PARENTS

). STUDENTS NOT WILLING
70 60 BEYOND LIMITED
FRAMEWORK

2. FORMALIZED
STRUCTURES

3. TECHNICAL
ORIENTATION OF
VNIVERSITIES

¥, NO MONEY FOR NEW
EQUIPMENT

S. TEACHER HAS NO TIME

> Empty Template

> Explore Methods
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Describe and interpret the user situation and motivation

Benefit

This method helps to understand the user situation. It is a
means to discover relevant and potentially hidden user prob-
lems. The basis for this information is an exact user observa-
tion.

Description

You should describe the visible elements of user actions with
this method and possibly derive how this influences the emo-
tional state of the user - is it positive or negative? Have a look
at the users and observe who does what in which way and
why? For observation using phrases like “l see that...” helps
to identify the visible actions of the user. It may also be of as-
sistance to actually talk with the target group. Regarding the
point of motivation (why) you have to make assumptions.
These assumptions can be the starting point for new observa-

tions. You should interpret the motives and even try to discover

hidden motives behind the actions of the user.

< Back to Content

Who? What? How? Why?

Tips

e Use "l see that...” phrases for “what”.

e The template helps to collect, order and interpret the obser-
vations made.

® You may double check your findings/assumptions with inter-
views. See page 29 on interviews.

e “What” and "how"” may be used in one category. “How" then
describes circumstances and hidden processes.

e Use several templates in case of more than one user group.

> Empty Template

> Explore Methods

Z VIV 1/ 1S 0000 001910 20000 200000 10 10000 0000010 10000 10 20000 19000 00 10 2000 10000 10 10 1000000000009 10 00000000 10 10 070

Difficulty level:

) QRERGH

Material:
Sticky Notes
Marker
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Who? What? How? Why?

Who?

Who is acting as a user?

STVDENTS

TEACHERS

3
g

RESEARCHERS

ADMINISTRATORS

PARENTS

EXTERNAL

EMPLOYERS

< Back to Content

What?

What exactly is the user
doing?

COLLECTING CREDITS
TNSTRVMENTAL LEARNING

DELIVERING KNOWLEDGE
TRAINING SKILLS ATTITVDES

PUBLISH OR PERISH
DIFFICULT TO FIND GRANTS

BUREAVCRACY
MONETARIZE
RESEARCH + TEACHING

INVESTING N FUTURE

FINDING ADEAVATE
CANDIDATES/EMPLOYEES

How?

How does the person do it?
How does the user proceed?

DOING THE MINIMUM

DolNG TVUST THE DUTY
HANDLING PRIORITY (SYSTEM
REQUIREMENTS)

REDVNDANT ACTIVITIES

BEING BUREAVCRATIC (RULES
AND SUSTBINABILITY)

BEING OVERPROTECTIVE

OVTSIDE OF EDUCATION
SYSTEM

Why?

Why does the person do this?
In what ways is the user motivated?
How is the user driven?

NO TRVYST IN THEMSELVES +
SYSTEM'S RELIABILITY

N6 TIME T6 MEET
VNREALISTIC DEMANDS

NO FREEDOM (N CHOOSING
RESEARCH PROBLEMS
NS PVBLICATION NS GRANTS

Low FVNDING + EXCESSIVE
RULES
DEMOGRAPHIC TREND

IMPROVED QVALITY OF LIFE

FORMAL COOPERATION

> Empty Template

> Explore Methods
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Stakeholder Map

|dentify stakeholders and visualize their connections

Benefit

By using the Stakeholder Map tool, all the stakeholders who
are involved in the problem or affected by it will be identified
and visualized for a better overview. This will help to develop a
solution for the problem/challenge by describing not only the
stakeholders but also their connections and (inter)dependen-
cies.

Description

First, the team must create a list of all the stakeholders. These
can be individuals, institutions, companies or groups that are
somehow important for the whole project. After that, it is im-
portant to get to know the stakeholders a bit better by filling
out an information sheet (see Template 1). Hang these informa-
tion sheets on a wall for a better overview. Next step the team
analyzes each individual connection between two stakehold-
ers on Template 2. For every connection a separate template
has to be completed. All the stakeholders and their connec-
tions will generate the completed Stakeholder Map. Finally,
assumptions can be generated from the connections between
the stakeholders by completing the categories on Template 2.
Formulated as questions, these assumptions will help to follow
through in the next tools to be applied.

< Back to Content

Tips

e The Stakeholder Map is a flexible system with several itera-
tions so you may need to return to the beginning of the pro-
cess and extend the list of stakeholders.

® The team should decide how to arrange the Stakeholder
Map based on the number of stakeholders and connections.
To keep track of the connections, you can connect the stake-
holders with string or by drawing lines.

e Sometimes it can be helpful to draw a mini version of the
map for the more relevant stakeholders to find more detailed
insight.

> Empty Template

> Explore Methods

Z VIV 1/ 1S 0000 001910 20000 200000 10 10000 0000010 10000 10 20000 19000 00 10 2000 10000 10 10 1000000000009 10 00000000 10 10 070

Difficulty level:

Wk K Y

Material:

Templates

Marker
Sticky Notes
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Stakeholder Map 1

R Stakeholder: STUDENT
> Empty Template
Basic facts: Biggest Motivator: Rules the stakeholder has to follow: > Explore Methods
D NG FOR
pERGRAY | 4oKT
FIuANCIAL VY pRACTIEN s Phesry,, | RECOGNITION UNIVERSTTY
DEPEND gXPERTE WrEenmys FROM PEERS RULES
;:IA”Cg
i : Conn > oM pRVER
Personal interests: Self-perception: ” ::4 SRApes wIT: Py
PEpz; 6
D ¢
v o P MCHCAL "&v 'ZS'CGUQSE.
vib‘:;:thﬁ ORIENTED W MOTIvare,  amerriovs,
g\le" STUDIES ?—"‘ o CURToUs PATH OF
v e LEAST 7o
Y % Arae
. . % RESTSTANCE s ker
Role in the project: £xo MEET
7o)
DIGITAL - S TATZous
PROGRESSIVE L€
UsEe fﬁ-f M
FoLLOW
socIAL
CONVENTIONS
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Stakeholder Map 2

Common goals:

GETTING IN 5!
TOVCH WITH

(») r,ﬁ
EACH OTHER Mﬁﬁ‘ B

< Back to Content

Connection

Emotional connection:

Hidden animosities:

coMPANY FOCVUS  STUPENT Focvs

100 > NO RESPECT
APITALISTIC  FOR ORGANIZA-
AT weoNo TIONAL
TRENDS STRUCTURE

What they do not tell each other:

pv bazu,
eegﬁoe;.)ces F"? éerz:;zi_z
Stup 4
vf"“ =)
Other facts:
Céﬂsz-e Va

COVLDN'T FIND
A BETTER
CANDIDATE
(COomMPANY)

> Empty Template

> Explore Methods
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Interview

Get to know the users

Benefit

The method of a semi-structured qualitative interview gives
you the opportunity to get into direct contact with the individ-
ual users. You are able to immerse yourself into the thoughts
and problems of this user in order to identify expectations, cer-
tain needs or values of the user group.

Description

Preparation

A good interview should be structured with an introduction, a
middle section and an end. Also, the interviewer should pre-
pare questions which work as a guideline but not as a fixed
path. Formulate open questions and use follow-up questions
to dig deeper.

< Back to Content

Who is to be interviewed?

The selection of a relevant interview partner is an important
process as we would like to interview relevant people. Also, it
is easier to get insights from interviewees who are outside the
mainstream. Their extreme perspective may help to uncover
hidden needs that would not be addressed by mainstream us-
ers.

Categories of needs

Needs can be categorized in an interdependent dynamic sys-
tem. Somewhat consecutive needs are physiological, social,
safety, and individual needs as well as the need for self-actual-
ization. In order to ease the question process for the interview-
ee, ask through all the different categories of needs, like layers
of an onion, to get to the core:

e |[nitially, changes, preference or expectations

e Then the needs, gains, benefits, and requested features

e And finally, goals, values, and motives (emotions)

> Empty Template

> Explore Methods

Z VIV 1/ 1S 0000 001910 20000 200000 10 10000 0000010 10000 10 20000 19000 00 10 2000 10000 10 10 1000000000009 10 00000000 10 10 070

Difficulty level:

L 6.6 & W

Material:
paper and pen or
recording device
template
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Interview

Get to know the users

What questions to ask?

There are different levels of questions to gain access to the dif-

ferent levels of needs:

* The meta level comprises the topics you would like to discuss.

e General questions function as an entry point into the interview.

e Experimental questions circle around the topic to ask about
incidents, stories, or experiences which are later translated into
obstacles and needs. Dig deeper if you discover contradiction.

 Specific questions may be used to ask about specific experi-
ences connected to your research.

e Wish questions may be asked at the end of an interview. Try
to gain inspiration from their wishes but do not make them
produce solutions.

The role of the interviewer and documentation

A qualitative interview should be conducted with two inter-
viewers. It is vital to assume roles in the interview. The “"best
friend"” tries to empathize the most with the interviewee, try-
ing to be as curious as possible. The “inspector” behaves as
neutral as possible during the interview, taking notes and ob-
serving body language. This distance helps to evaluate the
statements more critically later on. After the interview, the in-
terviewers should exchange thoughts and note down the most
Important aspects.

< Back to Content

Tips

e Before beginning the actual interview, you should build up
trust and start with getting to know each other.

e The interview as a starting point helps to identify insights you
know you don’t know. During the interview, you may even
discover aspects you didn’t know you didn’t know. This in
part also depends on how well the interview is conducted
and how well the interview partner is selected.

* Prepare to divert from your original plan and follow the user’s
viewpoint.

* Don't be afraid of silence during the interview. This may just
be a pause for the interviewee to think about a fitting re-
sponse.

* Do not document the interview yourself but bring another
person or use a device to record the interview. Remember to
ask for permission if you choose to record anything.

> Empty Template

> Explore Methods

Z VIV 1/ 1S 0000 001910 20000 200000 10 10000 0000010 10000 10 20000 19000 00 10 2000 10000 10 10 1000000000009 10 00000000 10 10 070

Difficulty level:

L 6.6 & W

Material:
paper and pen or
recording device
template
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Interview

Gerneral Questions
What does ... mean for you?
What do you associate with ...7

Specific Questions
When did you ... the last time?

< Back to Content

Meta Level
Here is room for the meta-level
of the topic

Wish Questions
What do you wish regarding...”?

Experimental Questions
Everyday, positive, negative and
surprising experiences

> Empty Template

> Explore Methods
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Interview

What caught your eye
at once? > Empty Template

> Explore Methods

Key sentence?

Peculiarity?

Was honest about...?

< Back to Content 32



Persona

Get a holistic impression of the user

Benefit

The Persona is a method used to identify all conditions con-
nected to our potential user(s). A completely filled out perso-
na template represents the complete synthesized knowledge
(profiles) about a specific fictional user. By creating different
personas, the team will be able to characterize the specific
needs, circumstances, joys, challenges, desires and passions of
users within a user group or across user groups to focus on fur-
ther project goals.

Description

To fill out a persona template, the team has to imagine a fic-
tional but typical user as a representative for a user group. For
each user group fill in a different persona template. In gener-
al, a persona is the essence of the interviews. This means all
the actual results from the interviews should be included in
the persona template categories. Countless categories can be
defined in the design thinking process, but see the exemplary
template below.

< Back to Content

Tips

* The best time for filling out personas is after having conduct-
ed a few interviews with potential users.

e |fitis not possible to perform interviews use other sources
(e.q. literature research) as input for the Persona method.

e Some insights into a user written down on a persona will be
very important while others will play a minor role.

* The more time you take to fill out a persona, the more de-
tailed it can be.

e Use the persona in later steps of the process to review your
solutions.

e Make your description lively yet concise.

> Empty Template

> Explore Methods

Z VIV 1/ 1S 0000 001910 20000 200000 10 10000 0000010 10000 10 20000 19000 00 10 2000 10000 10 10 1000000000009 10 00000000 10 10 070

Difficulty level:

) QRERGNG

Material:

Templates

Marker

Sticky Notes

Pictures of fitting persons

33




Persona

a

Goals: s

Values: TNDEPENDENCE,

DETERMINATION,
HELPFVLNESS,
LOYALTTY,
BALANCE,
CONFIDENCE

Motivation:

SEEKING A
600D JOB
WITH 666D
SALARY

GETTING
RECOGNITION
FROM PEERS +

FAMILY

FINISHING
AS seow As
POSSTBLE
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Name: STIAN,2)
. SEBA ,
Age: ENGINEERING
Job: STVUDENT
Sees: SOCTAL MEDIA
o APPS ON WIS
POWER POINT PHONE
PRESENTATIONS
IN CLASS
Hears:
Cuhfﬁg
BORING AND Wg;wés
WITH TOO MVChH
LONG o ¢LASSE

LECTVRES  1wrormaTION

Thinks:
NEW 1w Toww
INFORMATION — AND sTT,
RELEVANT PEOPLE

Says & Does:

HE MAKES

A LOT OF

“TTI5 = NOTES AND
BORING! STUDIES

BEIwe
STRESSED
(o)
Is afraid of / Is angry about:
LITTE B ¢5°
E77cq, PRACTE LOWE,
CLASES.AL 115 STUPTES Ly ME" gFe
Is happy about / wishes for:
ob HAVING LOW
6::955 + LHTNC egzzvs RESPONSI-
p-)
dgggg_zd}'
“Lasses
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User Motivation Analysis

Extract needs and obstacles from the collected data about the user

Benefit

This method is another tool to help extract needs and obsta-
cles from the information about the user. Then, the user mo-
tivation analysis can provide more information for other DT
tools, like persona or for expressing the “How might we...?”
question.

Description

User motivation analysis pairs needs with corresponding ob-
stacles by asking specific questions, as follows, that the team
must answer.

Needs

e \What kind of appreciation does the user aim for? Who are
the relevant contacts to do this?

e How does the user measure appreciation?

e \What kinds of things does the user like to spend time on?

* For what things does the user take responsibility?

e How does the user define success?

< Back to Content

Obstacles

* How is the user compensated for her efforts?

* \Who or what controls the user?

e Under which circumstances does the user fulfill her tasks or
satisfy her needs?

e How autonomous is the user? What kind of support does she
get?

e \What influence does she have?

The responses to these questions should be collected on
Template 1. After that, the team must consciously form pairs
of needs and corresponding obstacles on Template 2. In the
last step of this method, pairs are ranked and the strongest
need-obstacle pair is chosen simply by (dot-)voting or discus-
sion within the team.

Tips

e On Template 2, the team can rank the pairs beginning with
the strongest one while discussing which needs and obsta-
cles belong together.

e Sticky notes make it easy to move your ideas (e.g. needs or
obstacles) around as you make pairs.

> Empty Template

> Explore Methods

Z VIV 1/ 1S 0000 001910 20000 200000 10 10000 0000010 10000 10 20000 19000 00 10 2000 10000 10 10 1000000000009 10 00000000 10 10 070

Difficulty level:

) QRERGNS

Material:

Templates

Data from the interviews
Marker

Sticky Notes

35




User Motivation Analysis 1

Needs Obstacles
TTION
gfvo:gm’ *
FamMILY LAC“I;'_?O N
A
® MOTIV
UNIVERSTTY + (ER N5
IN INTERNSHIPS v s °
P, oWV
“‘ N Y3r 45 €
OD . c 4pp‘ yﬁE 78
S B3y o M
GRAP M5 a7
® © DR W
®0 gy BLE
AP
»‘((:e""m [epcHING *
D'A D
¢ BAY o EFFORT?
SELF- " > N LEA
er
oRGANIZA
+ TIME-
manncEMENT LACKING

< Back to Content

> Empty Template

> Explore Methods

36



User Motivation Analysis 2

|
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| NG > Empty Template
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Customer Journey

Shows processes and reveals improvements

Benefit

The customer journey shows unnecessary as well as missing
sub-processes and enables assessment of the user’s initial ef-
fort and mood. It also reveals which parts need improvement.

Description

In order to shed light on the implementation of the challenge
from a purely customer perspective, the journey is presented
chronologically based on the contact points (see template). To
fill in the template, list contact points between your user group
and the product in the service process. In the next steps, ex-
amine which actions the customer has to perform and how she
feels about them. Finally, consider where there is room for im-
provement. The whole process is divided up in before, during,
and after the customer journey.

< Back to Content

Tips

e Consider all contact types

e Use the persona template to put yourself into the position of
the user group(s).

e Clarify the contact points or emotions with simple sketches.

* You may also consider background processes if necessary.

> Empty Template
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Customer Journey

- LOOKING
user group: 05 description: 200 AN
4\»3 INTERNSHIP
Customer process VIA APP
journey
map before during after
el
VISITS THE NC NG n6  EXPLORING
. OVERVIEW APP FoR v T AT upI¥
____________ APPS | . y | PARTS
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LOOKING FOR AN SEVERA, .
. ONLINE PORTAL ITA
User action OFFERING COMPanTES 7 ”ﬁo&mc,
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Value Proposition Canvas

ldentify the needs of the user

Benefit Tips

This method is used to identify the needs of your user groups e \When evaluating the utility of the new idea, the focus should > Empty Template
and analyses the benefit or added value that a customer asso- be on both rational and emotional aspects.
ciates with this service. ® Think problem-oriented and do not focus too much on your > Explore Methods
new idea.
esc pt o Difficulty level:

1.8 8 & QW

The Value Proposition Canvas describes to what extent prod-

ucts, ideas, and services can solve the customer/user’s prob- Material:
lem. Each user group will require separate templates. For ex- Templates
ample, when a team is working on a complex project, focus not Marker

only on the end user but also on the other relevant players/ Sticky Notes

agents or networks.

First, the needs of the customer/user must be met by describ-
ing an idea that tackles these needs. Describing related ideas
will reveal the expectable “gains and pains” that come along
with that task. These gains and pains are to be collected in the
template. You may have a look at previous solutions to com-
pare the gains and pains of the possible solutions.

< Back to Content 40




Value Proposition Canvas

Project

(NTERNSHIP +
SOFT SKILLS APP

Idea

* APP THAT
SVPPORTS
STUDENTS

SEARCHING FOR

(NTERNSHIPS

4 SOFT SKILLS

COURSES

* (N GENERAL
OFFERING
SERVICES FOR
STVUDENTS
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Gain creators

« OPTIMIZING DALILY

STUDENT LIFE

* SUPPORT

PRAGMATIC
APPROACHES

* NETWORKING

User (group) STVUDENTS
(COMPANIES)
Gains Job-to-be-done
» SAVING TIME
« GETTING AN « DEVELOP THE AP
OVERVIEW « FIND AN APP
« IT'S FREE DEVELOPER

* GET 70 KNOW OTHER
STUDENTS WITH THE
SAME MINDSET

Pain relievers

- REDUCING

BARRIERS TO
FIND A SVITABLE
INTERNSHIP

- EASY ACCESS

70 SOFT SKILL
COVRSES

Pains

« EXTENSIVE SEARCHES FOR

(NTERNSHIPS

* HAVING LITTLE CONTACT

WITH OTHER STUDENTS

* STUDYING THEORETICAL

KNOWLEDGE IS BORING

» TEACHERS

* FIND THIRD PARTY
FUNDING

« BUILD AND
MAINTAIN COMPANY
DATABASE

« BUILD AND
MAINTAIN SOFT
SKILL COVURSE
DATABASE

* ADVERTISE +
EVALVATE THE AfPP
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Connect the challenge, the user, and a po

Benefit

This method connects knowledge about t
lenges to produce several problem hypot
scenario (several user groups, several pro

Description

ssible solution

he user and the chal-
neses, one for each
blems).

In preparation for the "How might we” question, gather infor-
mation about the user, technologies, markets, and/or trends.

The "How might we"” question describes a
unsolved according to your research. Defi

user need that is still
ne which challenge

you would like to work with for each user group.

< Back to Content

How might we... to solve...

Tips

® You can produce suitable and innovative solutions that lead
to the next step in the Design Thinking iteration: the creative
phase.

e The question should be difficult to respond to. The tension
felt here is important and good.

> Explore Methods
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Create

Brain Storming

Collect as many ideas and associations as possible

Brain Writing

Generate a high number of ideas within minutes

Kill your Idea

Expose weak points of your idea

Interview

Test your idea with the user / Refine your idea

Matrix Scale

Rank your ideas

Send a Postcard

Explain the issue with simple words

< Back to Content
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Brain Storming

Collect as many ideas and associations as possible

Benefit

“Brain storming” is a Design Thinking tool that activates the
creative process, fosters free associations with certain rules,
and helps the team to explore solutions beyond the known
and unusual that otherwise would never have been found. In
addition, a lot of ideas are developed in a brain storming ses-
sion. These have to get out of your head to make more room
for new, unconventional ideas.

Description

Use the "How might we" question from the EXPLORE module
to brainstorm. Write the question in big letters in the middle of
your brain storming wall. On a single sticky note, write or draw
each idea that your team produces in an established time peri-
od and arrange these ideas around the "How might we"” ques-
tion.

There are some rules that make it easier to use the brain storm
tool successfully:

® No criticism is allowed. It will take too much time and poten-
tially exciting ideas may be blocked.

® Develop as many “stupid” and “crazy” ideas as possible to ex-
tend your range of possibilities.

< Back to Content

e Feel free to modify ideas from others.
e \/isualize as many ideas as possible because sketches and
stick figures are inspiring.

An independent facilitator who ensures that all the rules are
followed and that every team member has a say could be
helpful. After all the ideas are collected on sticky notes, cluster
them by topic.

Tips

* You may use different perspectives for different brain storm-
ing rounds, such as realistic, innocent, evil, or efficient.

e All templates that had been filled out in the EXPLORE phase
can be used as a basis for brain storming.

* Try brain storming standing up. Some people feel that sitting
means input while standing means output.

e \When a cluster gets too extensive, create subdivisions.

> Create Methods
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Material:
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Brain Storming

1
A,
\ ! {
\ 1 J
® ® . ° I
LI Vo
.\ °d | o
C

\ “ Step 1: develop as many ideas as possible

How might we question

in bold big letters

® ® | ‘ '
: | s || o
\. \. ' ‘ I o
‘ ‘ g > ° ]
) ° | ! °
A
‘o o Step 2: Cluster!
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Brain Storming
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FIRST YEAR
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Brain Writing

Generate a high number of ideas within minutes

Benefit

The brain writing tool is an improved and more efficient ap-
proach to traditional Brain Storming. It generates many ideas
within a few minutes. Even with many participants, it guaran-
tees that every participant, including the introverts, will deliv-
er the same number of ideas. Without ownership of ideas, the
best ideas can be better selected.

Description

The first part of the brain writing happens in silence. Each par-
ticipant gets three templates, on each of which there are six
open boxes for ideas. Each person writes one idea in the first
box of each template and hands the template to the next per-
son in a clockwise manner. Then, you read your neighbor’s
ideas for inspiration to further develop them and write down
a next, adapted idea. This process is repeated until each par-

ticipant has contributed to the development of each template.

Collect and redistribute the templates so the ideas can be an-
alyzed more anonymously to choose the best ideas to be pre-
sented to the team.

< Back to Content

Tip

The results of the brain writing improve and the ideas become
more diversified with more participants. In contrast, traditional
oral brain storming gets more chaotic with bigger groups.

> Empty Template
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Templates
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Brain Writing

#1

#3

| FIND A VOLLEYBALL \B,fff?ygm TEAM
BEING ON THE VNIVERSITY TEAM AND TRAIN COULD MELP T
VOLLEYBALL TEAM HARD TO BECOME A DEVELAP SOCIAL

FIRST TEAM PLAYER STATVS. IMPROVE

HEALTH CONDITIONS,
HAVE A LIFE

#6

#4

L A A J
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Brain Writing

BECOMING A

REPRESENTATIVE OF

STVDENTS

CANDIDATE FOR
STUDENT REPRE-
SENTATIVE, WIN

AND COLLECT OPIN-

TONS AND IDEAS TO

FREE TUTORSHIP AT
VNIVERSTYY: £IMD THE

"eIguTn
ENHANCE STUDENTS FESSTOM Ui
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SYSTEMATICALLY
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Kill your Idea

Expose weak points of the idea

Benefit

Using this tool, the team takes an outside perspective to ex-
pose vulnerabilities or weaknesses of the idea. A playful ap-
proach helps the team to break down barriers to consider
worst case scenarios that you may not think about otherwise to
improve your idea in unexpected ways.

Description

In order to tune in to the negative reflection of our idea, we
destroy it by filling out template 1. For that we take a look at
possible opponents of our idea as well as the negative aspects
that come along with it. In a second step we focus on a worst
case scenario by filling out template 2. It helps to focus on what
can happen if everything goes wrong. By filling out template

3 we already have the worst case scenario in our mind and we
can concentrate in the positive aspects and wishes regarding
our idea. The best case scenario is a perfect starting point for
proceeding to a concrete imagination of our idea or the situa-
tion around.

< Back to Content

Tip

Attacking your own idea can be a lot of fun and should not be
taken too seriously. We do not want any trouble on the team!

> Empty Template
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Kill your Idea 1: Idea Destruction

Who are potential opponents?

socIAL MEDIA
MEDIA (E6. vibes
(E.6. FACE- ;‘7‘ REAMING
BOOK) LATroRMS
OTHER
SIMILAR
ACTIVITIES

REGULATIONS
(PLATFORM) 'ﬁf,e:‘ ::g‘:
Cpbﬂvﬂ;

Our Idea falls apart when our opponent

manages to...

BETTER
P 3 ETTEe LEVEL OF
AlLT7y GAMIFICATION
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Kill your Idea 2: Worst Case Scenario

What must happen so that:
> The users complain

BAD MOBILE
PERFORMANCE,
TECHNICAL
DIFFICULTIES
784 4 Iy,
ONTENy"
4DVE€7752’
e rewrs
”"'-US‘.Z';Ja
\)())l TRUCTUees
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£ \)4/
W
9
N0 5
(¥ s®
wo oo
SUGGESTION
ALGORITHM IS
WORKING
INSVUFFICIENTLY
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What must happen so that:
> Our idea fails

CANNOT MEET
EXPECTATIONS
OF TNDVSTRY
PARTNERS (IN-
TERNSHIPS,

COURSES..)
> NO MONEY UNIvee

> NO STAFF WWDQAWS‘

VNIVERSITY
PIRATES THE
IDEA AND
OFFERS THE
SERVICES BY
ITSELF

What must happen so that:
> No one wants to use our

idea anymore

NO INTERESTS
TN FYRTHER
EDVCATION
(SHIFT OF
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SVPER Lupm
4477?.2‘(142”
I”TELLZZ,E”CE
bESTROYS 708
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Kill your Idea 3: Best Case Scenario

What must happen so that:

> The users are satisfied

FINDING
HIDDEN
OFFERS FOR
SPECIFIC
INTERNSHIPS

INCREASING
SOCIETAL
STATVS
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What must happen so that:
> Our idea becomes a full

sSuccess

WHEN
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OTHER
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What must happen so that:
> everyone wants to use our

idea
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WHEN
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FORM

POSTTIVE
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BALANCE
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Interview

Test your idea with the user / Refine your idea

Benefit

The method of a semi-structured qualitative interview gives
you the opportunity to get into direct contact with the individ-
ual users. You are able to immerse yourself into the thoughts
and problems of this user in order to identify expectations, cer-
tain needs or values of the user group. Different to the inter-
view method in the explore phase you may use the interview
tool in the create phase to refine your ideas and adjust them

to the needs of the interviewed users. Hence the first template
should be updated regarding the questions.

Description

Preparation

A good interview should be structured with an introduction, a
middle section and an end. Also, the interviewer should pre-
pare questions which work as a guideline but not as a fixed
path. Formulate open questions and use follow-up questions
to dig deeper.

< Back to Content

Who is to be interviewed?

The selection of a relevant interview partner is an important
process as we would like to interview relevant people. Also, it
is easier to get insights from interviewees who are outside the
mainstream. Their extreme perspective may help to uncover
hidden needs that would not be addressed by mainstream us-
ers.

Categories of needs

Needs can be categorized in an interdependent dynamic sys-
tem. Somewhat consecutive needs are physiological, social,
safety, and individual needs as well as the need for self-actual-
ization. In order to ease the question process for the interview-
ee, ask through all the different categories of needs, like layers
of an onion, to get to the core:

e |[nitially, changes, preference or expectations

e Then the needs, gains, benefits, and requested features

e And finally, goals, values, and motives (emotions)

> Empty Template
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Interview

Test your idea with the user / Refine your idea
What questions to ask?

There are different levels of questions to gain access to the dif-

ferent levels of needs:

* The meta level comprises the topics you would like to dis-
Cuss.

e General questions function as an entry point into the inter-
view.

e Experimental questions circle around the topic to ask about
incidents, stories, or experiences which are later translated
into obstacles and needs. Dig deeper if you discover contra-
diction.

 Specific questions may be used to ask about specific experi-
ences connected to your research.

e Wish questions may be asked at the end of an interview. Try
to gain inspiration from their wishes but do not make them
produce solutions.

The role of the interviewer and documentation
A qualitative interview should be conducted with two inter-
viewers. It is vital to assume roles in the interview. The "best

friend"” tries to empathize the most with the interviewee, try-
ing to be as curious as possible. The “inspector” behaves as

< Back to Content

neutral as possible during the interview, taking notes and ob-
serving body language. This distance helps to evaluate the
statements more critically later on. After the interview, the inter-
viewers should exchange thoughts and note down the most
Important aspects.

Tips

e Before beginning the actual interview, you should build up
trust and start with getting to know each other.

e The interview as a starting point helps to identify insights you
know you don’t know. During the interview, you may even
discover aspects you didn’t know you didn’t know. This in
part also depends on how well the interview is conducted
and how well the interview partner is selected.

® Prepare to divert from your original plan and follow the user’s
viewpoint.

* Don't be afraid of silence during the interview. This may just
be a pause for the interviewee to think about a fitting re-
sponse.

* Do not document the interview yourself but bring another
person or use a device to record the interview. Remember to
ask for permission if you choose to record anything.

> Empty Template

> Create Methods

Difficulty level:

Material:
paper and pen or
recording device
template
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Interview

Gerneral Questions
What does ... mean for you?
What do you associate with ...7

Specific Questions
When did you ... the last time?
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Meta Level
Here is room for the meta-level
of the topic

Wish Questions
What do you wish regarding...”?

Experimental Questions
Everyday, positive, negative and
surprising experiences

> Empty Template

> Create Methods
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Interview

What caught your eye
at once?
Key sentence?

Peculiarity?

Was honest about...?
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User:

> Empty Template

> Explore Methods
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Matrix Scale

Rank your ideas.

Benefit

Matrix Scale can be applied when you have a certain numbers
of solutions that need to be ranked according to certain crite-
ria. This methods helps you to make a selection.

Description

To rank ideas, apply three different criteria: user value (How big
is the impact for the user group?), scalability (To how many (dif-
ferent) user groups can this solution be useful?), and feasibility
(How quick and easy can you realize this solution?). We use our
intuition to rank the ideas. The first ranked idea will have the
highest points for low feasibility (hammer and nail) and best
user value (shark attack). The second will have the most points
on average. The third will have the best user value and the
highest scalability (climate change).

Possible other dimensions in a matrix are:

e Competency: refers to how the idea/ product will compete in
a market

e Cost: refers to the cost required to adopt the new idea

e \iability: determines if the idea is applicable in real life

 Desirability: refers to how the consumer will accept and inter-
act with the idea
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e Alignment: refers to how the idea aligns with the concept of
the organization

To rate the criteria, sort them according to importance and as-
sign numbers - the lowest number represents the least import-
ant the highest number the most important criteria. The criteria
rating of each idea is then multiplied with the respective crite-
ria score. The results are then added to give the overall score
of the idea.

Tips

e [f you feel like you should include other criteria or split up cri-
teria do not hesitate to do so.

* The three top ranked ideas are prototyped in the following
steps.

e |[f there is still time in the process, you can test ideas that did
not make the final list.

> Empty Template

> Create Methods

Difficulty level:

Material:
Sticky Notes

Marker
Template
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Matrix Scale

User Value:

Scalability:

Feasibility:
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Midge
Bite

Robinson
Crusoe

Jet
engine

2ND IDEA

3RD IDEA

SKILLS LAB IDEA

Shark
attack

Climate
Change

Hammer
and nail

> Empty Template

> Create Methods
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Send a Postcard

Explain the issue with simple words

Benefit

This method is used to identify the essentials of the idea. Addi-
tionally, you can consider a view from outside of your team.

Description

Writing postcards is something that almost everyone on the
team has probably done. Briefly describe the relevant content
of the previous steps in the process using simple language
without too much complication so that anyone can understand
the complex process, the goal of the challenge and what you
have done so far. The essential points should be summarized
as bullet points and/or communicated in just a few lines. Firstly,
everyone in the team may start with a postcard of his/her own.
Secondly, the team may synthesize one postcard out of the dif-
ferent produced postcards.
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Tips

e A postcard emphasizes that the message should be short
and clear.

* Do not use specific terminology but explain the plan in ac-
cessible terms.

® Do not include too many details.

> Empty Template

> Create Methods

Difficulty level:

Material:
Post cards
Pencil
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Send a Postcard

Hello,

> Empty Template

> Create Methods

/ am part of @ group of leackerd who are tinking aboul fow lo imanove

the dludents’ practical skills. We realiged that sludying teeo'elical know-
W@W%MM/MMWM&MM@W@ enalble sludents to Leair
thetr practical veal be knowtedge. So we thought aboul a platjo'm fo' the
univerdity where dludents can exchange knowledge e.g. about inlerndtipd.
gel menloting 0% be teained in soft skills like digital tools, crealivily, docial
dkitls, working in groupd o' with people from different backgrounds as well
ad leaderattip compelency.

Yourd., ...
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Prototyping

What is a prototype?

What does a prototype look like?
Papercraft

Lego

Storyboard

Video

Wireframing

< Back to Content
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What is a prototype?

27 ?
O

> Prototype Methods

A [@7
1/

\
\J\
a model of an idea the basis of further iteration a visual presentation of an self-explanatory fail early and
idea that can be tested on fail cheap

real users in an early phase
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What does a prototype look like?

> Prototype Methods

It already posesses the basic features It roughly shows characteristics of the
of the final idea. idea and becomes more and more de-
tailed over time.
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Prototype: Papercraft

Easiest way to create a prototype

Benefit

You may use this quick and cheap solution to make a first
model.

Description

The idea is presented as a 2D or 3D model. A 2D model is
usually represented as phases. A 3D model is mostly used as
a scene to represent processes. It can be helpful to start with
idea sketches of your papercratft.

< Back to Content

> Prototype Methods

200000

Difficulty level:

) 6 QRO

Material:

paper
cardboard

styrofoam
cold foam
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Prototype: Papercraft

: - KA III.I‘!&# "'i'f o .Iffal :-'.

/ . > Prototype Methods




Prototype: LEGO

Build a prototype of a system quickly

Benefit

You can use Lego to quickly construct and again reconstruct a
prototype. It works well with a model or a process and is very

tangible. > Prototype Methods
esc pt o Difficulty level:

The Lego prototyping offers the possibility to quickly and play-

fully build prototypes or go through processes. Active mod- Material:

eling makes processes comprehensible. It also encourages Lego-bricks

creativity and innovation by “playing” with hands, improving
communication through the Lego scenarios, incorporating the
knowledge and experience of all team members and promot-
ing a common understanding of the issues.

Lego-plates
Lego-characters
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Prototype: LEGO

< Back to Content

> Prototype Methods
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Prototype: Storyboard

Design the user experience with image and text in a story

Benefit

Use this to create descriptions and find loopholes and logical
errors in your solution. You may use the storyboard as a script
and voting material for a video production.

Description

A storyboard is a sequential description of scenes in text
and image on different levels of detail and style. From rough
sketches to scene photos, anything is possible. Comic bal-
loons, full scene descriptions or production instructions can

also be added.
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> Prototype Methods
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Prototype: Storyboard

< Back to Content
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Prototype: Video

Build a video to present your solution easily

Benefit

Use this to present an idea across different scenes with sound
to tell the story.

Description

A video is an optimal prototyping tool for early project phases.

You can show scenes with several locations and different users.

The sound or voice additionally transports information about
the idea. A video can be distributed quickly and generates fast
feedback.
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Prototype: Video

..

accessible for a larger public. By showca
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Design the information flow digitally

Benefit

Use this to make the first interactive presentation of an app or
website.

Description

Wireframing is a state-of-the-art method in the IT development
process. All content components and interaction elements of
an app are roughly represented. Wireframing is available from
first sketches to fully designed prototypes that are used as a
guideline for development and usability testing.

Tips

e Choose the prototyping method according to available time
budget and your technological and technical skills

e Starting with a simple wireframe you may add more features

to build a mockup
* Be careful to respect video, music, and image rights.
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Prototype: Wireframing

> Prototype Methods

200000

Difficulty level:

Wk K kK

Material:
pen
pencil
marker

paper
cardboard

wireframing software
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Prototype: Wireframing

€ | www.showcase.com [ Q Cerca v B 9 3+ A& O =
Create your profile
[ _
Alberto  Age: 21
_— Interests: Videogames, sport, social
A network
% Open project
—| Closed project
i Project profile i
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Choose your project
@
physical textual visual auditory
AN = 29
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L___ o0o000
Booth Magazine Film Talkshow
Exposition Article Video Podcast
Pop Up Shop Brochure Vblog Presentation
Exhibition Newsletter Storyboard
Play Blog Picture

€ www.showcase.com c Q Cerca wBE 9 ¥ A O =
Learn how to
@
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Evaluate

Test Grid Planning

Test the prototype and assess the results

Interview
Test your prototype

Brain Storming

Collect as many ideas and associations as possible

How might we... to solve...

Reframe/specity the challenge
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Test Grid Planning

Test the prototype and assess the results

Benefit

Depending on which aspects the team wants to focus on in the
evaluation, a modified test grid framework can be created. The
Test Grid is filled out while the team is observing the users. Ini-
tiate the next iteration step based on the observations and re-
sulting conclusions.

Description

The typical course to test our ideas and prototypes consists of
preparation, execution in a field test and evaluation. As a first
step we have to find test users that are willing to try out the
idea in their natural environment. This means for the team it
has to venture out into unknown territory. While the users test
the prototype the team can observe them. Afterwards or mean-
while the users can be questioned about their experiences. In
the template you can fill out in the top fields what they liked
and what they criticized. The bottom fields in the template are
reserved for new ideas that come along while observing the
interaction of the users with the prototype as well as new prob-
lems that have not been noticed before. In a last step the team
has to evaluate the individual fields and as a result modify the
idea and prototype.

< Back to Content

Tip

 [deas can be tested best in an authentic environment w
the subjects are as little aware as possible that they are
watched, but its also possible to test them in an artificia
situation.

nere
peing

Illabll

> Empty Template

> Evaluate Methods
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Material:

Template

Marker
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Test Grid Planning

What was
good?

New ideas?
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LINKS TO

What was
bad?

waS HARD TO
GET IN CONTACT
WITH STUDENTS
vIA APP
y

New problems?

EXTERNAL SITES

WERE NOT
VPDATED

y

APP TOO
stow

V

> Empty Template
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Interview

Test your prototype

Benefit

The method of a semi-structured qualitative interview gives
you the opportunity to get into direct contact with the individu-
al uses. You are able to immerse yourself into the thoughts and
problems of this user in order to identify expectations, certain
needs or values of the user group. The interview method in the
evaluation phase is used to gain insight from the users regard-
ing the benefits of the prototype. Please adjust the questions
in the first template to the situation accordingly.

Description

Preparation

A good interview should be structured with an introduction, a
middle section and an end. Also, the interviewer should pre-
pare questions which work as a guideline but not as a fixed
path. Formulate open questions and use follow-up questions
to dig deeper.
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Who is to be interviewed?

The selection of a relevant interview partner is an important
process as we would like to interview relevant people. Also, it
is easier to get insights from interviewees who are outside the
mainstream. Their extreme perspective may help to uncover
hidden needs that would not be addressed by mainstream us-
ers.

Categories of needs

Needs can be categorized in an interdependent dynamic sys-
tem. Somewhat consecutive needs are physiological, social,
safety, and individual needs as well as the need for self-actual-
ization. In order to ease the question process for the interview-
ee, ask through all the different categories of needs, like layers
of an onion, to get to the core:

e |[nitially, changes, preference or expectations

e Then the needs, gains, benefits, and requested features

e And finally, goals, values, and motives (emotions)

> Empty Template

> Evaluate Methods
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Interview

Test your prototype
What questions to ask?
There are different levels of questions to gain access to the dif-

ferent levels of needs:
* The meta level comprises the topics you would like to discuss.

e General questions function as an entry point into the interview.

e Experimental questions circle around the topic to ask about
incidents, stories, or experiences which are later translated
into obstacles and needs. Dig deeper if you discover contra-
diction.

* Specific questions may be used to ask about specific experi-
ences connected to your research.

e Wish questions may be asked at the end of an interview. Try
to gain inspiration from their wishes but do not make them
produce solutions.

The role of the interviewer and documentation

A qualitative interview should be conducted with two inter-
viewers. It is vital to assume roles in the interview. The “best
friend"” tries to empathize the most with the interviewee, try-
ing to be as curious as possible. The “inspector” behaves as
neutral as possible during the interview, taking notes and ob-
serving body language. This distance helps to evaluate the
statements more critically later on. After the interview, the in-
terviewers should exchange thoughts and note down the most
Important aspects.
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Tips

e Before beginning the actual interview, you should build up
trust and start with getting to know each other.

e The interview as a starting point helps to identify insights you
know you don’t know. During the interview, you may even
discover aspects you didn’t know you didn’'t know. This in
part also depends on how well the interview is conducted
and how well the interview partner is selected.

® Prepare to divert from your original plan and follow the user’s
viewpoint.

* Don't be afraid of silence during the interview. This may just
be a pause for the interviewee to think about a fitting re-
sponse.

* Do not document the interview yourself but bring another
person or use a device to record the interview. Remember to
ask for permission if you choose to record anything.

> Empty Template

> Evaluate Methods
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Interview

Gerneral Questions
What does ... mean for you?
What do you associate with ...7

Specific Questions
When did you ... the last time?
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Meta Level
Here is room for the meta-level
of the topic

Wish Questions
What do you wish regarding...”?

Experimental Questions
Everyday, positive, negative and
surprising experiences

> Empty Template

> Evaluate Methods
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Interview

What caught your eye
at once? > Empty Template

> Evaluate Methods

Key sentence?

Peculiarity?

Was honest about...?
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Brain Storming

Collect as many ideas and associations as possible

Benefit

“Brain storming” is a Design Thinking tool that activates the
creative process, fosters free associations with certain rules,
and helps the team to explore solutions beyond the known
and unusual that otherwise would never have been found. In
addition, a lot of ideas are developed in a brain storming ses-
sion. These have to get out of your head to make more room
for new, unconventional ideas. In the evaluation phase the
brain storming is used to update ideas and prototypes accord-
ing the test grid planning. Also, you may return to the create
phase and reiterate several processes in order to adapt and re-
fine your ideas and prototypes.

Description

Use the “"How might we" question from the EXPLORE module
to brainstorm. Write the question in big letters in the middle of
your brain storming wall. On a single sticky note, write or draw
each idea that your team produces in an established time peri-
od and arrange these ideas around the "How might we"” ques-
tion.

There are some rules that make it easier to use the brain storm
tool successfully:

< Back to Content

® No criticism is allowed. It will take too much time and poten-
tially exciting ideas may be blocked.

® Develop as many “stupid” and “crazy” ideas as possible to ex-
tend your range of possibilities.

e Feel free to modify ideas from others.

e \/isualize as many ideas as possible because sketches and
stick figures are inspiring.

An independent facilitator who ensures that all the rules are
followed and that every team member has a say could be
helpful. After all the ideas are collected on sticky notes, cluster
them by topic.

Tips

* You may use different perspectives for different brain storm-
ing rounds, such as realistic, innocent, evil, or efficient.

e All templates that had been filled out in the EXPLORE phase
can be used as a basis for brain storming.

* Try brain storming standing up. Some people feel that sitting
means input while standing means output.

e \When a cluster gets too extensive, create subdivisions.

> Evaluate Methods

Z VIV 1/ 1S 0000 001910 20000 200000 10 10000 0000010 10000 10 20000 19000 00 10 2000 10000 10 10 1000000000009 10 00000000 10 10 070

Difficulty level:

) QRERGN

Material:
Marker
Sticky Notes

82




Brain Storming
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Reframe/specity the challenge

Benefit

This method connects knowledge about the user and the pro-
totype to produce several problem hypotheses, one for each
scenario (several user groups, several problems). In the evalua-
tion phase the “how might we” method may be a starting point
for a reiteration process introducing you to a new create pro-
cess.

Description

In preparation for the "How might we” question, gather infor-
mation about the evaluation and if needed further information
about technologies, markets and/or trends. The “How might
we" question describes a user unmet need that is still unsolved
according to your evaluation.

< Back to Content

How might we... to solve...

Tips

® You can produce suitable and innovative solutions that lead
to the next step in the Design Thinking.

e The question is difficult to respond to. The tension felt here is
important and good.

> Evaluate Methods
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Research Mindmap 1
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Research Mindmap 2

“How can we find an solution for user groups without the previous obstacles?”

]

associations & categories associations & categories associations & categories



¢ dewpullp yo1easay




Who? What? How? Why?

Who is acting as a user? What exactly is the user How does the person do it? Why does the person do this?
doing? How does the user proceed? In what ways is the user motivated?
How is the user driven?

Who? What? How? Why?



Stakeholder Map 1

' Position:
R Title:

Name:

Basic facts: Biggest Motivator: Rules the stakeholder has to follow:

Personal interests: Self-perception:

Role in the project:




Stakeholder Map 2

Common goals:

Connection

Emotional connection:

What they do not tell each other:

Conflicts:

Hidden animosities:

Other facts:




Interview

Gerneral Questions Experimental Questions

What does ... mean for you? Everyday, positive, negative and
What do you associate with ...? surprising experiences

Meta Level
Here is room for the meta-level
of the topic

Specific Questions
When did you ... the last time?

Wish Questions
What do you wish regarding...”?




What caught your eye
at once?

Key sentence?

Peculiarity?

Was honest about...?

Interview



Name:
R Age:
Job:

Goals: Sees: Is afraid of / Is angry about:

Values: Hears:

Is happy about / wishes for:
Motivation: Thinks:

Says & Does:

Persona




Obstacles

Needs
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Obstacles

Needs
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user group: Situation:

customer process
journey
map before during after

contact points

user action

feelings
thoughts

emotions === 0@ - = & & = & & - — — - — L - — & - — - - — - - — - — 4

actions for improvement

Customer Journey
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Value Proposition Canvas

Company User (group)
Idea Gain creators Gains Job-to-be-done
Pain relievers Pains
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ldea Destructi

KYI 1

Our Idea falls apart when our opponent
manages to...

That opponent comes from:

Then our idea is worth nothing, because...

What is our strategy, when this scenario occurs?
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What must happen so that: What must happen so that: What must happen so that:
> The users complain > Our idea fails > No one wants to use our
idea anymore

Worst Case Scenar

KYI 2
()



What must happen so that: What must happen so that: What must happen so that:
> The users are satisfied > Our idea becomes a full > everyone want to use our
sucess idea
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Best Case Scenar

KYI 3
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Interview

Gerneral Questions Experimental Questions

What does ... mean for you? Everyday, positive, negative and
What do you associate with ...? surprising experiences
Meta Level
Here is room for the meta-level
of the topic

Specific Questions
When did you ... the last time?

Wish Questions
What do you wish regarding...?



Interview

What caught your eye

at once?

Key sentence?

Peculiarity?

Was honest about...?

User:



Matrix Scale

User Value:

Scalability:

Feasibility:

Midge
Bite

Robinson
Crusoe

Hammer
and nail

Shark
attack

Climate
Change

Jet
engine
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What was What was

good? bad?

New ideas? New problems?

Test Grid Planning



Interview

Gerneral Questions
What does ... mean for you?

What do you associate with ...%

Specific Questions
When did you ... the last time?

Meta Level
Here is room for the meta-level
of the topic

Wish Questions
What do you wish regarding...”?

Experimental Questions
Everyday, positive, negative and
surprising experiences




What caught your eye

at once?

Key sentence?

Peculiarity?

Was honest about...?

Interview



Agenda Examples

1-day DT.Shop

at IPG Guarda, Portugal

INTRODVCTION
CLARIFYING THE CHALLENGE WITH

STORYTELLING

PERSONAS
USER MATIVATION ANALYSIS
How MIGHT wWE?

BralnweiTing
SEND A POSTCARD

PROTOTYPE CREATION

PEER REVIEW
TeST G6RID PLANNING

REFLECTION

Source: DT.Shop on 11./12.10.2018
at Instituto Politécnico da Guarda, Portugal
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1-day DT.Shop

at BCU, UK

1-day DT.Shop

at UMCS Lublin, Poland

Inreobucnion InteobvCcTIoN

UHE? WHAT? How? Wiy?
PERSONAS

PERSONAS GIVEN AS (NPVT
CUSTOMER TOVRNEY

BRAINSTORMING
BratwwrITING
SEND A POSTCARD
GROVP PRESENTATION

PROTOTYPE CREATION

BrAINSTORMING
Bralnweitineg
GROVP PRESENTATION

PROTOTYPE CREATION

PEER REVIEW / TesTING OROVP PRESENTATION

DYNAMIC REFINEMENT

REFLECTION

GROVP PRESENTATION Source: DT.Shop on 14./15.11.2018

at UMCS Lublin, Poland

REFLECTION

Source: DT.Shop on 17.11.2018
at Birmingham City University, UK

1-day DT.Shop

at UEBA Bratislava, Slovakia

TNTRODVCTION

WhHo? WhAT? How? uwny?
Personas

BRAINSTORMING
BRAINWRITING
MATRIX SCALE

GROVP PRESENTATION

PROTOTYPE CREATION

GROVP PRESENTATION

REFLECTION

Source: DT.Shop on 12.10.2018
at UEBA Bratislava, Slovakia



Agenda Examples

1.5-day DT.Shop

at TU Dresden, Germany

Inreobuecnon

INTERVIEW

VSER MOTIVATION ANALYSIS
PERSONAS

HOW MIGHT WE? ? ) bay

BRAINSTORMING
BratlNwRITING
SEND A POSTCARD

| PROTOTYPE CREATION |

—

REFLECTION )/& bAY

Source: DT.Shop on 25./26.06.2019
at Technische Universitat Dresden, Germany
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2.5-day DT.Shop

at TU Dresden, Germany

INTRODVCTION

RESEARCH MINDMAP

(A5 HOMEWORK PREPARATION)
STAKEHOLDER MAap
INTERVIEW
USER MOTIVATION ANALYSIS
HOW MIGHT WE?

GROVP PRESENTATION
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