An Introduction to
Design Thinking



Apply Human Meaning to Technology

) 4
I
|




“IT'S NOT THE
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TO KNOW W HAT

THEY
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what Is design?






DESIGN IS NOT A PRODUCT



DESIGN IS NOT AN EXPERIENCE
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What Is Designh Thinking?

“A creative, intentional problem-solving process that
puts users at the center.”

IDEO - Design Thinking for Libraries:
A Toolkit for Patron-Centered Design
designthinkingforlibraries.com



Why Design Thinking?

Provides language, processes, and tools to help
us spark creativity and solve problems.

Learning from various communities of practice helps
us think in fresh ways.



What is Design Thinking?

vEncourages creative consideration of a wide
array of innovative solutions.

vGan he applied to any field, including higher
education.

vAnproaches challenges from the point of view of
the end user.

vGalls for a deep understanding of that user's
unmet needs.



What is Design Thinking?

A Mindset that is:
vHuman-Gentered
& Empathic
vGollaborative
vptimistic
vEXperimental




What is Design Thinking?

In short, Design
Thinking is the
confidence that new,
better things are
possibie and that you
can make them
happen.
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Design Thinking in Action:
Probiem = Opportunity

viiscovery
vinterpretation
videation
vEXperimentation
vEvolution
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Design Thinking in Action




Design Thinking in Action

vYour tahle has heen
assigned a “coliege
student of 2030.”

vYour goal Is to use design
thinking to “prototype”
methods for meetingthe ¢
needs of that student.
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Design Thinking Process:
Let's Begin!




Design Thinking Process

Student #1was horn in 2012 and will
he the first generation in his family,
with whom he is very close, to attend
college. He doesn’t know what he
wants to major in or “what he wants
to he when he grows up” hut his
higgest passion is immersion in
virtual reality.




Design Thinking Process

student #2 was horn in 2011 to a
prominent, wealthy American
political family. Expected to follow
In the “family bhusiness,” she
aspires to live and work abroad in a
compietely different field and plans
to start college after a “gap year,
much to her family’s consternation.



Design Thinking Process

student #3 was born in 1995 and is
a single father who works full time.
He has been unabie to advance in
his proiession (and he dreams of a
career in an entirely different field).



Design Thinking Process

student #4 was born in 1979 and
took early retirement after years of
a successful career. She has a
degree hut IS returning to college
In order to explore the possibility
of a second careetr.



Design Thinking Process

student #3 was born in 2013 and is
graduating with honors a year early
from high school. Her passions are
music and medicine, and English IS
her second Ilanguage. Her
immigrant parents have struggied
to make ends meet and have heen
unable to save for their child's
college education.



Design Thinking Process

student #6 was horn in 2005 and
has limited mobility but Is eager
to pursue higher education In
order to gain a credential to
pursue a home-hased career.






Empathy is the foundation of a human-centered design process. To empathize, we:
- Observe. View users and their behavior in the context of their lives.

- Engage. Interact with and interview users through both scheduled and short ‘intercept’ encounters.
- Immerse. Experience what your user experiences.

WHAT is the empathize mode



WHAT is the define mode

The define mode is when you unpack and synthesize your empathy findings into compelling needs and
insights, and scope a specific and meaningful challenge. It is a mode of “focus” rather than "flaring.” Two
goals of the define mode are to develop a deep understanding of your users and the design space and,
based on that understanding, to come up with an actionable problem statement: your point of view. Your
point of view should be a guiding statement that focuses on specific users, and insights and needs that you
uncovered during the empathize mode.

More than simply defining the problem to work on, your point of view is your unique design vision that you
crafted based on your discoveries during your empathy work. Understanding the meaningful challenge to
address and the insights that you can leverage in your design work is fundamental to creating a successful
solution.



PROTOTYPE

WHAT is the ideate mode

Ideate is the mode during your design process in which you focus on idea generation. Mentally it
represents a process of “going wide” in terms of concepts and outcomes—it is a mode of “flaring” rather than
“focus.” The goal of ideation is to explore a wide solution space - both a large quantity of ideas and a
diversity among those ideas. From this vast depository of ideas you can build prototypes to test with users.
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One Conversation at a Time Encourage wild ideas
Go for Quantity Be Visual
Headline! Stay on Topic

Build on the Ideas of Others Defer Judgement -
NO Blocking



plOTOTVP

Prototyping is getting ideas and explorations out of your head and into the physical world. A prototype can
be anything that takes a physical form - be it a wall of post-it notes, a role-playing activity, a space, an
object, an interface, or even a storyboard. The resolution of your prototype should be commensurate with

your progress in your project. In early explorations keep your prototypes rough and rapid to allow yourself
to learn quickly and investigate a lot of different possibilities.

WHAT is the prototype mode

Prototypes are most successful when people (the design team, the user, and others) can experience and

interact with them. What you learn from those interactions can help drive deeper empathy, as well as
shape successful solutions.



WHAT is the test mode

Testing is the chance to refine our solutions and make them better. The test mode is another iterative mode
in which we place our low-resolution artifacts in the appropriate context of the user's life. Prototype as if
you know you're right, but test as if you know you're wrong.



DESIGN - design thinking
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Innovations -  |nnovators
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individuals
teams
organizations
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. The Traditional Value Chain
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Customer needs Long and Expensive
based on : Development,
existing : Manufacturing, Selling,
products & . Marketing
services :

ADAPTED FROM DISRUPTIVE BUSINESS BY ALEXANDER MANU
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Why Design Thinking

We want to engage before needs are defined
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EMERGENT BEHAVIORS . DESIGN EXPERIENCE DEVELOP
DISRUPTIVE TECHNOLOGY S DESIGN PRODUCT S MAKE
NEW BUSINESS MODELS : DESIGN SERVICE 22:5:(&
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Undiscovered : Cycles of Design : Smaller cycles :

Need Identified : . of Making

..

VALUE REALIZATION

Breakthrough
outcome

PROBLEM FINDING PROBLEM SOLVING



Design Thinking Session

Brainstorming
Exercises
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Brainstorming Exercise

What is the best way to
package bananas?

ia




Brainstorming Exercise

How can we design a

better lawn?




Brainstorming Exercise

When you were a child, what did you
want to be when you grow up?

Follow this format: “l wanted to be a
when | grew up. Now, I'm a and they both

39




Team Building Exercise

Marshmallow Challenge

In 10 minutes, build the tallest free-standing structure out of 20
sticks of spaghetti, 3 feet of tape, 3 feet of string, and one r
marshmallow. The marshmallow must be on top.
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