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Design Thinking:  
An Overview 



  Human Centered Design Paradigm 



Observing & 
Shadowing 

Listening 

Aim to understand 

Human Centered Design Paradigm 

Synthesis:  
Define the norm, 
define the 
problems, create 
your POV. 

Tell new stories  
through solution ideas.  

Make your ideas 
tangible. 
Prototypes can be 
objects, paper 
prototypes, skits, 
videos, flow charts, 
etc. 

Test your 
prototypes 
with users. 
*Scrappy elicits 
more honest 
feedback. 



A	
  designer	
  'needfinds'	
  or	
  works	
  to	
  understand	
  a	
  user's	
  
experience	
  by	
  learning	
  about	
  their	
  lives.	
  Empathy	
  gaining	
  and	
  
needfinding	
  may	
  be	
  broken	
  down	
  into	
  three	
  discrete	
  methods:	
  
Immerse	
  (environment)	
  
Engage	
  (interview)	
  
Observe	
  (shadow/watch)	
  



Observe	
  



Engage	
  



Interview	
  











The	
  goal	
  of	
  the	
  empathy	
  mode	
  is	
  to	
  discover	
  gaps	
  in	
  between	
  what	
  people	
  
do	
  and	
  what	
  people	
  say	
  they	
  do.	
  These	
  gaps	
  are	
  the	
  design	
  opportuniEes.	
  



Insight:  

The capacity to gain  
an accurate and deep 
understanding of a 
person or thing. 

The leap from 
observation to insight 
requires inference. 

Look for tensions, 
contradictions and 
surprises. “I wonder if 
this means…” 

A metamorphosis of 
your understanding. 



What	
  is	
  a	
  need?	
  

•	
  A	
  physical,	
  psychological	
  or	
  cultural	
  
requirement	
  of	
  an	
  individual	
  or	
  group	
  
that	
  is	
  missing	
  or	
  not	
  met	
  through	
  
exisEng	
  soluEons.	
  

•Users	
  typically	
  cannot	
  arEculate	
  
what’s	
  missing.	
  

•	
  Our	
  process	
  is	
  as	
  much	
  like	
  detecEve	
  
work	
  as	
  research.	
  

-­‐looks	
  broad	
  and	
  deep	
  
-­‐infers	
  models	
  to	
  explain	
  
-­‐idenEfies	
  gaps	
  and	
  inconsistencies	
  





"Each	
  year,	
  15,000,000	
  babies	
  are	
  born	
  preterm;	
  3,000,000	
  babies	
  die	
  in	
  the	
  
first	
  28	
  days	
  of	
  their	
  life.	
  This	
  is	
  largely	
  due	
  to	
  poor	
  healthcare	
  available	
  in	
  
developing	
  countries.	
  Many	
  of	
  these	
  deaths	
  are	
  preventable.	
  Unfortunately,	
  a	
  
prevalent	
  number	
  of	
  hospitals	
  simply	
  cannot	
  afford	
  the	
  high	
  cost	
  of	
  current	
  
incubators	
  and	
  are	
  in	
  dire	
  need	
  of	
  a	
  low	
  cost	
  alternaEve.	
  In	
  addiEon,	
  many	
  of	
  
these	
  births	
  occur	
  in	
  rural	
  areas,	
  where	
  electricity	
  may	
  not	
  even	
  be	
  an	
  opEon	
  
so	
  a	
  sustainable	
  soluEon	
  is	
  needed."	
  

Embrace®	
  Case	
  Study	
  







USE:	
  Keeping	
  baby	
  warm	
  a\er	
  birth	
  while	
  realisEcally	
  considering	
  
the	
  Eme	
  a	
  mother	
  has	
  and	
  cultural	
  norms.	
  



USABILITY:	
  Mom	
  has	
  
limited	
  Eme	
  because	
  she	
  
has	
  to	
  get	
  right	
  back	
  to	
  
work	
  a\er	
  birth,	
  and	
  she	
  
feels	
  uncomfortable	
  
being	
  exposed	
  around	
  
family	
  and	
  co-­‐workers	
  
making	
  it	
  difficult	
  to	
  
breasaeed	
  and	
  have	
  
skin-­‐to-­‐skin	
  Eme	
  with	
  
her	
  baby.	
  



MEANING:	
  

Problem	
  1)	
  Mom	
  has	
  limited	
  Eme	
  because	
  she	
  has	
  to	
  get	
  right	
  
back	
  to	
  work	
  a\er	
  birth.	
  

Meaning:	
  The	
  needs	
  of	
  new	
  mothers	
  and	
  babies	
  may	
  not	
  be	
  
understood	
  and/or	
  prioriEzed	
  due	
  to	
  the	
  culture.	
  

Problem	
  2)	
  Mom	
  feels	
  uncomfortable	
  being	
  exposed	
  around	
  
family	
  and	
  co-­‐workers	
  making	
  it	
  difficult	
  to	
  breasaeed	
  and	
  have	
  
skin-­‐to-­‐skin	
  Eme	
  with	
  her	
  baby.	
  

Meaning:	
  Modesty	
  is	
  prioriEzed	
  (no	
  mafer	
  what)	
  due	
  to	
  social	
  
norms.	
  



SOLUTION:	
  



SOLUTION:	
  



SOLUTION:	
  



What	
  is	
  an	
  interview?	
  

•	
  Semi-­‐structured	
  

•	
  A	
  field	
  guide	
  is	
  developed	
  and	
  used,	
  
but	
  interviews	
  are	
  flexible	
  and	
  feel	
  
like	
  conversaEons.	
  

•	
  Respondents	
  should	
  do	
  80-­‐90%	
  of	
  
the	
  talking.	
  

•	
  Encourage	
  storytelling,	
  get	
  failure	
  
and	
  success	
  stories.	
  

•	
  Ask	
  simple	
  or	
  naïve	
  quesEons	
  that	
  
o\en	
  start	
  with	
  “what,	
  how,	
  who,	
  or	
  
why?”	
  or	
  “tell	
  us	
  about…”	
  



A	
  persona	
  is	
  a	
  user	
  
archtype	
  you	
  can	
  use	
  to	
  
help	
  guide	
  decisions	
  
about	
  product	
  features,	
  
navigaEon,	
  interacEons	
  
and	
  visual	
  design.	
  	
  



•  	
  Defining	
  a	
  specific	
  user's	
  goals	
  and	
  needs	
  

•  Giving	
  design	
  teams	
  a	
  focus	
  with	
  a	
  common	
  understanding	
  

•  IdenEfying	
  opportuniEes	
  and	
  product	
  gaps	
  to	
  drive	
  strategy	
  

•  ConcentraEng	
  on	
  designing	
  for	
  a	
  manageable	
  target	
  who	
  
represents	
  a	
  larger	
  group	
  

•  Helping	
  designers	
  empathize	
  with	
  users	
  to	
  understand	
  
behaviors,	
  moEvaEons	
  and	
  expectaEons	
  

Personas are Beneficial For 















Create	
  a	
  “How	
  Might	
  We”…statement.	
  

How	
  might	
  we	
  help	
  Danika	
  to	
  do	
  X	
  in	
  
order	
  for	
  Y	
  to	
  happen…	
  

*Your	
  How	
  Might	
  We	
  should	
  generate	
  a	
  number	
  of	
  	
  
possible	
  answers	
  and	
  will	
  become	
  a	
  launch-­‐pad	
  for	
  your	
  
brainstorms.	
  “How	
  Might	
  We…”	
  should	
  give	
  you	
  both	
  a	
  
narrow	
  enough	
  frame	
  to	
  let	
  you	
  know	
  where	
  to	
  start	
  your	
  
brainstorm,	
  but	
  also	
  enough	
  breadth	
  to	
  give	
  you	
  room	
  	
  
to	
  explore	
  wild	
  ideas.	
  










