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Design thinking is a framework for innovation based on viewing problems or needs from the users perspective. Because this human-centered approach demands a thorough understanding of what your customers both think and feel, the design thinking process requires you first to empathize with the people for whom youre trying to design new
solutions.What is the Design Thinking Process?Similar to the agile development framework, design thinking represents a non-linear approach to innovation; driven by trying to empathize with users, testing ideas, analyzing feedback, and continuously rethinking and retooling your plans.Although the five stages below are written sequentially, it is
important to keep in mind that in practice these design thinking steps rarely take place in linear fashion. Often, for example, product teams will find themselves going back to the ideation stage after testing their product with users and learning from their feedback.Below is a summary of the standard stages involved in design thinking.Step 1:
Empathize with your usersAccording to the design thinking philosophy, before you can expect to develop a product (or any solution) that will resonate with a user, you must first empathize with that person. This enables you to understand their needs, wants, goals, fears, and frustrations.The reason design thinking places empathy first in the process is
that only after the product team has set aside its own biases and assumptions can the team begin to actually see and understand things from its customers point of view.Step 2: Define the problemAfter youve completed the Empathy step and gained a real understanding of what your user base thinks, feels, and wants, you can begin to translate these
insights into a high-level statement that encapsulates the problem youd like to solve.Whats important to remember here is that you want your problem statement to be human-centric. In design thinking, youll be building products not based on abstractions but according to the real needs and goals of real people.You might distill your learnings into a
statement such as, Property managers need a better, more time-efficient way to manage all of the data across the many properties they manage.You will use this statement as the basis to begin developing ideas for products, services, or specific functionality, which youll do in the next step.Step 3: Start generating ideasIn this step, you and your team
will get together to generate ideas for products, features, and other elements to help translate the big-picture problem statement youve drafted into practical solutions that you can develop for your user base.During this Idea stage, you should welcome as many ideas as your team can come up with. You will be able to narrow this list later on,
according to your companys broader priorities, your budget, and other strategic considerations.At this stage, though, after you have spent time developing a heightened sense of what your users think and feel, you want to capture as many insights, suggestions, and potential product ideas as you can. This is the time when your team could strike
innovation gold.Step 4: Build a prototypeSimilar to the agile approach in software development, your goal at this stage is to take the most promising product ideas youve come up with and turn them into scaled-down versions. You can quickly share these versions with potential users for feedback. Think of this as the minimum viable product stage of
the design thinking process.During the Prototype phase, your team is also learning about the development process itself: which resources are required, how long specific development details take, and what (if any) constraints your team is facing.When youve completed this stage, you should have one or more simple versions of your product to start
testing with users.Step 5: Test your solutionNow its time to learn just how much empathy youve gained for your target users, and how well the solution you built is resonating with those people.The results you glean from this Test stage could help your team to fine-tune several aspects of this non-linear process. Your user feedback might force you to
re-define the problem because perhaps youll realize based on how your users respond to your prototype that you didnt accurately capture the challenges theyre facing.This Test stage might also help go back and build a better prototype, come up with more ideas for your products next iteration, or even help you gain more empathy for your
customers.Note: IDEO, one of the leading proponents and teachers of design thinking, suggests a slightly different set of steps. You can find a detailed discussion of these on our post, Why Product Managers Should Use Design Thinking.How Can Design Thinking Help Product Managers?Often credited to IDEOs founder David Kelley, the concept of
design thinking originally focused on helping designers take a human-centered approach to creating innovative solutions. But due to the success and popularity of design thinking, the approach has spread to other areas of business and it has also become popular with product management.As Rajat Harlalka explains, design thinking can enhance
product management in several ways. For example:Design thinking helps ensure product definition includes insights and perspectives from all disciplines.Design thinking helps product managers and their teams guard against becoming too dependent on product requirements because these are essentially assumptions and instead encourages more
conversations centered on the needs of the people they are trying to serve.Design thinking helps the cross-functional product team increase empathy for the user.Design thinking enhances the teams understanding of the why behind every initiative.Design thinking facilitates faster learning and more sharing and collaboration amongst cross-functional
teams.The Case for Design ThinkingRegardless of what type of product you oversee whether its an off-the-shelf consumer item or a complex solution for enterprises or even governments you and your organization are ultimately developing products for people.Design thinking capitalizes on re-orienting your teams approach to product development
from a focus on the products themselves to a focus on the human beings whose jobs and lives youre hoping to improve by building these products. The more youre able to empathize with your target users to see the world as they do, to intuit what frustrates them, and what makes them happy youll be more likely to design products that hit the mark
with those users. Design Thinking is not an exclusive property of designersall great innovators in literature, art, music, science, engineering, and business have practiced it. So, why call it Design Thinking? Whats special about Design Thinking is that designers work processes can help us systematically extract, teach, learn and apply these human-
centered techniques to solve problems in a creative and innovative wayin our designs, in our businesses, in our countries, in our lives.Some of the worlds leading brands, such as Apple, Google and Samsung, rapidly adopted the design thinking approach, and leading universities around the world teach the related methodologyincluding Stanford,
Harvard, Imperial College London and the Srishti Institute in India. Before you incorporate design thinking into your own workflows, you need to know what it is and why its so popular. Here, well cut to the chase and tell you what design thinking is all about and why its so in demand.What is Design Thinking?Design thinking is an iterative and non-
linear process that contains five phases: 1. Empathize, 2. Define, 3. Ideate, 4. Prototype and 5. Test. Interaction Design Foundation, CC BY-SA 3.0Design thinking is an iterative process in which you seek to understand your users, challenge assumptions, redefine problems and create innovative solutions which you can prototype and test. The overall
goal is to identify alternative strategies and solutions that are not instantly apparent with your initial level of understanding.Design thinking is more than just a process; it opens up an entirely new way to think, and it offers a collection of hands-on methods to help you apply this new mindset.In essence, design thinking:Revolves around a deep interest
to understand the people for whom we design products and services.Helps us observe and develop empathy with the target users.Enhances our ability to question: in design thinking you question the problem, the assumptions and the implications.Proves extremely useful when you tackle problems that are ill-defined or unknown.Involves ongoing
experimentation through sketches, prototypes, testing and trials of new concepts and ideas. Show Hide video transcript In this video, Don Norman, the Grandfather of Human-Centered Design, explains how the approach and flexibility of design thinking can help us tackle major global challenges.What Are the 5 Phases of Design Thinking? Show Hide
video transcript Video copyright info Hasso-Platner Institute Panoramal.udwig Wilhelm Wall, CC BY-SA 3.0 <, via Wikimedia CommonsDesign thinking is an iterative and non-linear process that contains five phases: 1. Empathize, 2. Define, 3. Ideate, 4. Prototype and 5. Test. You can carry these stages out in parallel, repeat them and circle back to a
previous stage at any point in the process.The core purpose of the process is to allow you to work in a dynamic way to develop and launch innovative ideas.Design thinking is an iterative and non-linear process that contains five phases: 1. Empathize, 2. Define, 3. Ideate, 4. Prototype and 5. Test. Interaction Design Foundation, CC BY-SA 3.0Design
Thinking Makes You Think Outside the BoxDesign thinking can help people do out-of-the-box or outside-the-box thinking. People who use this methodology:Attempt to develop new ways of thinkingways that do not abide by the dominant or more common problem-solving methods.Have the intention to improve products, services and processes. They
seek to analyze and understand how users interact with products to investigate the conditions in which they operate.Ask significant questions and challenge assumptions. One element of outside-the-box / out-of-the-box thinking is to to make previous assumptions falsifiablei.e., make it possible to prove whether theyre valid or not.As you can see,
design thinking offers us a means to think outside the box and also dig that bit deeper into problem-solving. It helps us carry out the right kind of research, create prototypes and test our products and services to uncover new ways to meet our users needs.The Grand Old Man of User Experience, Don Norman, who also coined the very term User
Experience, explains what Design Thinking is and whats so special about it:the more I pondered the nature of design and reflected on my recent encounters with engineers, business people and others who blindly solved the problems they thought they were facing without question or further study, I realized that these people could benefit from a good
dose of design thinking. Designers have developed a number of techniques to avoid being captured by too facile a solution. They take the original problem as a suggestion, not as a final statement, then think broadly about what the real issues underlying this problem statement might really be (for example by using the "Five Whys" approach to get at
root causes). Most important of all, is that the process is iterative and expansive. Designers resist the temptation to jump immediately to a solution to the stated problem. Instead, they first spend time determining what the basic, fundamental (root) issue is that needs to be addressed. They don't try to search for a solution until they have determined
the real problem, and even then, instead of solving that problem, they stop to consider a wide range of potential solutions. Only then will they finally converge upon their proposal. This process is called "Design Thinking." Don Norman, Rethinking Design ThinkingDesign Thinking is for EverybodyHow many people are involved in the design process
when your organization decides to create a new product or service? Teams that build products are often composed of people from a variety of different departments. For this reason, it can be difficult to develop, categorize and organize ideas and solutions for the problems you try to solve. One way you can keep a project on track, and organize the
core ideas, is to use a design thinking approachand everybody can get involved in that!Tim Brown, CEO of the celebrated innovation and design firm IDEO, emphasizes this in his successful book Change by Design when he says design thinking techniques and strategies belong at every level of a business.Design thinking is not only for designers but
also for creative employees, freelancers and leaders who seek to infuse it into every level of an organization. This widespread adoption of design thinking will drive the creation of alternative products and services for both business and society.Design thinking begins with skills designers have learned over many decades in their quest to match human
needs with available technical resources within the practical constraints of business. By integrating what is desirable from a human point of view with what is technologically feasible and economically viable, designers have been able to create the products we enjoy today. Design thinking takes the next step, which is to put these tools into the hands
of people who may have never thought of themselves as designers and apply them to a vastly greater range of problems. Tim Brown, Change by Design, IntroductionDesign thinking techniques and strategies belong at every level of a business. You should involve colleagues from a wide range of departments to create a cross-functional team that can
utilize knowledge and experience from different specialisms. Interaction Design Foundation, CC BY-NC-SA 3.0.Tim Brown also shows how design thinking is not just for everybodyits about everybody, too. The process is firmly based on how you can generate a holistic and empathic understanding of the problems people face. Design thinking involves
ambiguous, and inherently subjective, concepts such as emotions, needs, motivations and drivers of behavior.In a solely scientific approach (for example, analyzing data), people are reduced to representative numbers, devoid of emotions. Design thinking, on the other hand, considers both quantitative as well as qualitative dimensions to gain a more
complete understanding of user needs. For example, you might observe people performing a task such as shopping for groceries, and you might talk to a few shoppers who feel frustrated with the checkout process at the store (qualitative data). You can also ask them how many times a week they go shopping or feel a certain way at the checkout
counter (quantitative data). You can then combine these data points to paint a holistic picture of user pain points, needs and problems.Tim Brown sums up that design thinking provides a third way to look at problems. Its essentially a problem-solving approach that has crystallized in the field of design to combine a holistic user-centered perspective
with rational and analytical researchall with the goal to create innovative solutions.Design thinking taps into capacities we all have but that are overlooked by more conventional problem-solving practices. It is not only human-centered; it is deeply human in and of itself. Design thinking relies on our ability to be intuitive, to recognize patterns, to
construct ideas that have emotional meaning as well as functionality, to express ourselves in media other than words or symbols. Nobody wants to run a business based on feeling, intuition, and inspiration, but an overreliance on the rational and the analytical can be just as dangerous. The integrated approach at the core of the design process
suggests a third way. Tim Brown, Change by Design, IntroductionDesign Thinking Has a Scientific SideDesign thinking is both an art and a science. It combines investigations into ambiguous elements of the problem with rational and analytical researchthe scientific side in other words. This magical concoction reveals previously unknown parameters
and helps to uncover alternative strategies which lead to truly innovative solutions.The scientific activities analyze how users interact with products, and investigate the conditions in which they operate. They include tasks which:Research users needs.Pool experience from previous projects.Consider present and future conditions specific to the
product.Test the parameters of the problem.Test the practical application of alternative problem solutions.Once you arrive at a number of potential solutions, the selection process is then underpinned by rationality. As a designer, you are encouraged to analyze and falsify these solutions to arrive at the best available option for each problem or
obstacle identified during phases of the design process.With this in mind, it may be more correct to say design thinking is not about thinking outside the box, but on its edge, its corner, its flap, and under its bar codeas Clint Runge put it.Clint Runge is Founder and Managing Director of Archrival, a distinguished youth marketing agency, and adjunct
Professor at the University of Nebraska-Lincoln. Interaction Design Foundation, CC BY-SA 3.0.Resetting Our Mental Boxes and Developing a Fresh MindsetThinking outside of the box can provide an innovative solution to a sticky problem. However, thinking outside of the box can be a real challenge as we naturally develop patterns of thinking that
are modeled on the repetitive activities and commonly accessed knowledge we surround ourselves with.Some years ago, an incident occurred where a truck driver tried to pass under a low bridge. But he failed, and the truck was lodged firmly under the bridge. The driver was unable to continue driving through or reverse out.The story goes that as
the truck became stuck, it caused massive traffic problems, which resulted in emergency personnel, engineers, firefighters and truck drivers gathering to devise and negotiate various solutions for dislodging the trapped vehicle.Emergency workers were debating whether to dismantle parts of the truck or chip away at parts of the bridge. Each spoke
of a solution that fitted within his or her respective level of expertise.A boy walking by and witnessing the intense debate looked at the truck, at the bridge, then looked at the road and said nonchalantly, Why not just let the air out of the tires? to the absolute amazement of all the specialists and experts trying to unpick the problem.When the solution
was tested, the truck was able to drive free with ease, having suffered only the damage caused by its initial attempt to pass underneath the bridge. The story symbolizes the struggles we face where oftentimes the most obvious solutions are the ones hardest to come by because of the self-imposed constraints we work within.Its often difficult for us
humans to challenge our assumptions and everyday knowledge because we rely on building patterns of thinking in order to not have to learn everything from scratch every time. We rely on doing everyday processes more or less unconsciouslyfor example, when we get up in the morning, eat, walk, and readbut also when we assess challenges at work
and in our private lives. In particular, experts and specialists rely on their solid thought patterns, and it can be very challenging and difficult for experts to start questioning their knowledge. Wystan, Flickr, CC BY 2.0Stories Have the Power to InspireWhy did we tell you this story about the truck and the bridge? Well, its because stories can help us
inspire opportunities, ideas and solutions. Stories are framed around real people and their lives and are important because theyre accounts of specific events, not general statements. They provide us with concrete details which help us imagine solutions to particular problems.Stories also help you develop the eye of a designer. As you walk around the
world, you should try to look for the design stories that are all around you. Say to yourself thats an example of great design or that's an example of really bad design and try to figure out the reasons why.When you come across something particularly significant, make sure you document it either through photos or video. This will prove beneficial not
only to you and your design practice but also to othersyour future clients, maybe.The Take AwayDesign Thinking is an iterative and non-linear process. This simply means that the design team continuously uses their results to review, question and improve their initial assumptions, understandings and results. Results from the final stage of the initial
work process inform our understanding of the problem, help us determine the parameters of the problem, enable us to redefine the problem, and, perhaps most importantly, provide us with new insights so we can see any alternative solutions that might not have been available with our previous level of understanding. Interaction Design Foundation,
CC BY-SA 3.0Design thinking is a non-linear, iterative process that consists of 5 phases: 1. Empathize, 2. Define, 3. Ideate, 4. Prototype and 5. Test. You can carry out the stages in parallel, repeat them and circle back to a previous stage at any point in the processyou dont have to follow them in order.Its a process that digs a bit deeper into problem-
solving as you seek to understand your users, challenge assumptions and redefine problems. The design thinking process has both a scientific and artistic side to it, as it asks us to understand and challenge our natural, restrictive patterns of thinking and generate innovative solutions to the problems our users face.Design thinking is essentially a
problem-solving approach that has the intention to improve products. It helps you assess and analyze known aspects of a problem and identify the more ambiguous or peripheral factors that contribute to the conditions of a problem. This contrasts with a more scientific approach where the concrete and known aspects are tested in order to arrive at a
solution.The iterative and ideation-oriented nature of design thinking means we constantly question and acquire knowledge throughout the process. This helps us redefine a problem so we can identify alternative strategies and solutions that arent instantly apparent with our initial level of understanding.Design thinking is often referred to as outside-
the-box thinking, as designers attempt to develop new ways of thinking that do not abide by the dominant or more common problem-solving methodsjust like artists do.The design thinking process has become increasingly popular over the last few decades because it was key to the success of many high-profile, global organizations. This outside-the-
box thinking is now taught at leading universities across the world and is encouraged at every level of business.The Design Thinking label is not a myth. It is a description of the application of well-tried design process to new challenges and opportunities, used by people from both design and non-design backgrounds. I welcome the recognition of the
term and hope that its use continues to expand and be more universally understood, so that eventually every leader knows how to use design and design thinking for innovation and better results. Bill Moggridge, co-founder of IDEO, in Design Thinking: Dear Don Get your free template for Design Thinking: A Non-Linear Process References & Where
to Learn MoreEnroll in our engaging course, Design Thinking: The Ultimate GuideHere are some examples of good and bad designs to inspire you to look for examples in your daily life.Read this informative article What Is Design Thinking, and How Can SMBs Accomplish It? by Jackie Dove.Read this insightful article Rethinking Design Thinking by
Don Norman.Check out Tim Browns book Change by Design: How Design Thinking Transforms Organizations and Inspires Innovation Introduction, 2009.Learn more about Design Thinking in the article Design Thinking: Dear Don by Bill Moggridge.Images Interaction Design Foundation, CC BY-SA 3.0 Share copy and redistribute the material in any
medium or format for any purpose, even commercially. Adapt remix, transform, and build upon the material for any purpose, even commercially. The licensor cannot revoke these freedoms as long as you follow the license terms. Attribution You must give appropriate credit , provide a link to the license, and indicate if changes were made . You may do
so in any reasonable manner, but not in any way that suggests the licensor endorses you or your use. ShareAlike If you remix, transform, or build upon the material, you must distribute your contributions under the same license as the original. No additional restrictions You may not apply legal terms or technological measures that legally restrict
others from doing anything the license permits. You do not have to comply with the license for elements of the material in the public domain or where your use is permitted by an applicable exception or limitation . No warranties are given. The license may not give you all of the permissions necessary for your intended use. For example, other rights
such as publicity, privacy, or moral rights may limit how you use the material. Short description: Processes by which design concepts are developedDesign thinking is a term used to represent a set of cognitive, strategic and practical processes by which design concepts (proposals for products, buildings, machines, communications, etc.) are
developed. Many of the key concepts and aspects of design thinking have been identified through studies, across different design domains, of design cognition and design activity in both laboratory and natural contexts.[1][2]Design thinking is also associated with prescriptions for the innovation of products and services within business and social
contexts.[3][4] Some of these prescriptions have been criticized for oversimplifying the design process and trivializing the role of technical knowledge and skills.[5][6] As a process of designingDesign thinking encompasses processes such as context analysis, problem finding and framing, ideation and solution generating, creative thinking, sketching
and drawing, modelling and prototyping, testing and evaluating.[7] Core features of design thinking include the abilities to:resolve ill-defined or 'wicked' problemsadopt solution-focused strategiesuse abductive and productive reasoningemploy non-verbal, graphic/spatial modelling media, for example, sketching and prototyping.[8]Wicked
problemsDesign thinking is especially useful when addressing problems which are wickedly difficult, in the sense of being ill-defined or tricky, not malicious. Horst Rittel and Melvin Webber contrasted these with "tame" or "well-defined" cases where the problem is clear and the solution available through applying rules or technical knowledge.
[9]Problem framingRather than accept the problem as given, designers explore the given problem and its context and may re-interpret or restructure the given problem in order to reach a particular framing of the problem that suggests a route to a solution.[10][11]Solution-focused thinkingIn empirical studies of three-dimensional problem solving,
Bryan Lawson found architects employed solution-focused cognitive strategies, distinct from the problem-focused strategies of scientists.[12] Nigel Cross suggests that 'Designers tend to use solution conjectures as the means of developing their understanding of the problem'.[13]Abductive reasoningIn the creation of new design proposals, designers
have to infer possible solutions from the available problem information, their experience, and the use of non-deductive modes of thinking such as the use of analogies. This has been interpreted as a form of Peirce's abductive reasoning, called innovative abduction.[14][15][16]Co-evolution of problem and solutionIn the process of designing, the
designer's attention typically oscillates between their understanding of the problematic context and their ideas for a solution in a process of co-evolution of problem and solution.[17][18] New solution ideas can lead to a deeper or alternative understanding of the problematic context, which in turn triggers more solution ideas.Representations and
modellingConventionally, designers communicate mostly in visual or object languages to translate abstract requirements into concrete objects.[19] These 'languages' include traditional sketches and drawings but also extend to computer models and physical prototypes. The use of representations and models is closely associated with features of
design thinking such as the generation and exploration of tentative solution concepts, the identification of what needs to be known about the developing concept, and the recognition of emergent features and properties within the representations.[20][21]As a process for innovationFile:DesignThinking.ogvA five-phase description of the design
innovation process is described by Plattner, Meinel, and Leifer as: (re)defining the problem, needfinding and benchmarking, ideating, building, and testing.[22] Plattner, Meinel, and Leifer state: "While the stages are simple enough, the adaptive expertise required to choose the right inflection points and appropriate next stage is a high order
intellectual activity that requires practice and is learnable."The process may also be thought of as a system of overlapping spaces rather than a sequence of orderly steps: inspiration, ideation, and implementation.[23] Projects may loop back through inspiration, ideation, and implementation more than once as the team refines its ideas and explores
new directions.[24]InspirationGenerally, the design innovation process starts with the inspiration phase: understanding the problem or the opportunity. This understanding can be documented in a brief which includes constraints that gives the project team a framework from which to begin, benchmarks by which they can measure progress, and a set
of objectives to be realizedsuch as price point, available technology, and market segment.[24]EmpathylIn their book Creative Confidence, Tom and David Kelley note the importance of empathy with clients, users, and customers as a basis for innovative design.[25][26] Designers approach users with the goal of understanding their wants and needs,
what might make their life easier and more enjoyable and how technology can be useful for them. Empathic design transcends physical ergonomics to include understanding the psychological and emotional needs of peoplethe way they do things, why and how they think and feel about the world, and what is meaningful to them.Ideation: Divergent and
convergent thinkingldeation is idea generation. The process is characterized by the alternation of divergent and convergent thinking, typical of design thinking process.To achieve divergent thinking, it may be important to have a diverse group of people involved in the process. Design teams typically begin with a structured brainstorming process of
"thinking outside the box." Convergent thinking, on the other hand, aims for zooming and focusing on the different proposals to select the best choice, which permits continuation of the design thinking process to achieve the final goals.After collecting and sorting many ideas, a team goes through a process of pattern finding and synthesis in which it
has to translate ideas into insights that can lead to solutions or opportunities for change. These might be either visions of new product offerings, or choices among various ways of creating new experiences.[24]Implementation and prototypingThe third space of the design thinking innovation process is implementation, when the best ideas generated
during ideation are turned into something concrete.[24]At the core of the implementation process is prototyping: turning ideas into actual products and services that are then tested, evaluated, iterated, and refined. A prototype, or even a rough mock-up helps to gather feedback and improve the idea. Prototypes can speed up the process of innovation
because they allow quick identification of strengths and weaknesses of proposed solutions, and can prompt new ideas.ApplicationIn businessHistorically, designers tended to be involved only in the later parts of the process of new product development, focusing their attention on the aesthetics and functionality of products. Many businesses and other
organisations now realise the utility of embedding design as a productive asset throughout organisational policies and practices, and design thinking has been used to help many different types of business and social organisations to be more constructive and innovative.[27][4] In the 2000s there was a significant growth of interest in design thinking
as a catalyst for gaining competitive advantage within business,[28] but doubts around design thinking as a panacea for success have also been expressed.[5] Designers bring their methods into business either by taking part themselves from the earliest stages of product and service development processes[29] or by training others to use design
methods and to build innovative thinking capabilities within organisations.[30]In educationAll forms of professional design education can be assumed to be developing design thinking in students, even if only implicitly, but design thinking is also now explicitly taught in general as well as professional education, across all sectors of education. Design
as a subject was introduced into secondary schools' educational curricula in the UK in the 1970s, gradually replacing and/or developing from some of the traditional art and craft subjects, and increasingly linked with technology studies. This development sparked related research studies in both education and design.[31][19][32]New courses in design
thinking have also been introduced at the university level, especially when linked with business and innovation studies. A notable early course of this type was introduced at Stanford University in 2003, the Hasso Plattner Institute of Design, known as the d.school.In the K-12 education sector, design thinking is used to enhance learning and promote
creative thinking, teamwork, and student responsibility for learning.[33][34] A design-based approach to teaching and learning has also developed more widely throughout education.[35][36] Design thinking can now be seen in International Baccalaureate schools across the world,[37] and in Maker Education organizations.[38][39]In computer
scienceDesign thinking has been central to user-centered design and human-centered designthe dominant methods of designing human-computer interfacesfor over 40 years.[40] Design thinking is also central to recent conceptions of software development in general.[41]HistoryDrawing on psychological studies of creativity from the 1940s, such as
Max Wertheimer's "Productive Thinking" (1945), new creativity techniques in the 1950s and design methods in the 1960s led to the idea of design thinking as a particular approach to creatively solving problems. Among the first authors to write about design thinking were John E. Arnold in "Creative Engineering" (1959) and L. Bruce Archer in
"Systematic Method for Designers" (1965).[42][43]In his book "Creative Engineering" (1959) Arnold distinguishes four areas of design thinking:[42] (1) novel functionality, i.e. solutions that satisfy a novel need or solutions that satisfy an old need in an entirely new way, (2) higher performance levels of a solution, (3) lower production costs or (4)
increased salability.[44] Arnold recommended a balanced approach - product developers should seek opportunities in all four areas of design thinking: "It is rather interesting to look over the developmental history of any product or family of products and try to classify the changes into one of the four areas... Your group, too, might have gotten into a
rut and is inadvertently doing all of your design thinking in one area and is missing good bets in other areas.[42]Although L. Bruce Archer's "Systematic Method for Designers" (1965)[43] was concerned primarily with a systematic process of designing, it also expressed a need to broaden the scope of conventional design: "Ways have had to be found
to incorporate knowledge of ergonomics, cybernetics, marketing and management science into design thinking". Archer was also developing the relationship of design thinking with management: "The time is rapidly approaching when design decision making and management decision making techniques will have so much in common that the one will
become no more than the extension of the other".[45]Arnold initiated a long history of design thinking at Stanford University, extending through many others such as Robert McKim[46] and Rolfe Faste,[47][48] who taught "design thinking as a method of creative action",[49] and continuing with the shift from creative engineering to innovation
management in the 2000s.[50] Design thinking was adapted for business purposes by Faste's Stanford colleague David M. Kelley, who founded the design consultancy IDEO in 1991.[51]Bryan Lawson's 1980 book How Designers Think, primarily addressing design in architecture, began a process of generalising the concept of design thinking.[52] A
1982 article by Nigel Cross, "Designerly Ways of Knowing", established some of the intrinsic qualities and abilities of design thinking that also made it relevant in general education and thus for wider audiences.[19] Peter Rowe's 1987 book Design Thinking, which described methods and approaches used by architects and urban planners, was a
significant early usage of the term in the design research literature.[53] An international series of research symposia in design thinking began at Delft University of Technology in 1991.[54][55] Richard Buchanan's 1992 article "Wicked Problems in Design Thinking" expressed a broader view of design thinking as addressing intractable human
concerns through design.[56]Timelinepre-1960The origins of design thinking lie in the development of psychological studies on creativity in the 1940s and the development of creativity techniques in the 1950s.1960sThe first notable books on methods of creativity are published by William J. J. Gordon (1961)[57] and Alex Faickney Osborn (1963).
[58]The 1962 Conference on Systematic and Intuitive Methods in Engineering, Industrial Design, Architecture and Communications, London, UK, catalyses interest in studying design processes and developing new design methods.[59]Books on methods and theories of design in different fields are published by Morris Asimow (1962) (engineering),[60]
Christopher Alexander (1964) (architecture),[61] L. Bruce Archer (1965) (industrial design),[43] and John Chris Jones (1970) (product and systems design).[62]1970sDon Koberg and Jim Bagnall pioneer a 'soft systems' design process for dealing with the problems of 'everyday life' in their book The Universal Traveler.[63]Horst Rittel and Melvin
Webber publish "Dilemmas in a General Theory of Planning" showing that design and planning problems are wicked problems as opposed to "tame", single disciplinary, problems of science.[64]L. Bruce Archer extends inquiry into designerly ways of knowing, claiming: "There exists a designerly way of thinking and communicating that is both different
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1987. Design thinking is a way of solving a problem by emphasizing #empathy, #creativity, and iterative #prototyping. It focuses on understanding the needs and perspectives of users, generating innovative ideas, and testing and refining solutions. It is a human-centric process that focuses on finding practical and user-friendly solutions to complex
problems. It also involves a collaboration of different domains and repetition of the process to learn from failures to get a perfect solution to the problem. Overall, design thinking promotes a structured and empathetic, user-centric process to address challenges and create meaningful solutions. Design thinking is a non-linear and iterative process on
the basis of how a user thinks, feels, and behaves. It involves different phases starting from understanding the problem to testing various solutions available. #Empathy: Understanding the user's needs #Define: Identifying the problem #Ideate: Exploring various possible solutions #Prototype: Creating low-scale representations of solutions #Test:
Testing each solution and refine #Implement: Implementation of the solution in real-life Let's explore each phase of the design thinking process in depth. Empathy Design thinking begins by developing a deep understanding of the people who will be using or benefiting from the solution or briefly understanding the user's needs and/or problems. This
involves actively listening to their needs, observing their behaviors, and gaining insights into their experiences. By empathizing with users, designers can uncover valuable insights that guide the problem-solving process. It can be called information gathering related to the user and the problem or their needs to define core issues. Define the Problem
Once a thorough understanding of the user's needs is gained, the next step is to define the problem. This involves organizing and analyzing all the information gathered during the Empathy phase and reframing the challenge based on user insights and identifying the core issues that need to be addressed. The final definition of the problem also called
The problem statement serves as a guiding principle throughout the design process. Ideation The ideation phase is the process of generating a wide range of ideas of possible solutions around the defined problem without judgment or limitations. Looking at the problem from different perspectives designers explore various possibilities, brainstorming
and collaborating to come up with innovative solutions. The goal is to promote a creative environment that encourages out-of-the-box thinking and embracing irregular or creative approaches. Listing down all the possible solutions or ideas and trying each one of them to find the best possible solutions also can be done during this stage of design
thinking. Prototyping Prototyping is an experimental process that involves creating low-fidelity representations of potential solutions. It involves producing inexpensive and low-scaled versions of the possible solutions identified during the Ideation phase. This can range from simple sketches to interactive models or simulations. The purpose of
prototyping is to quickly and cost-effectively test ideas and gather feedback from users. Iterative prototyping allows designers to refine their solutions based on user insights, leading to more effective outcomes. Testing and Feedback Design thinking emphasizes the importance of testing and gathering feedback from users throughout the process. By
observing how users interact with prototypes created in the prototyping phase and listening to their feedback, designers can refine and improve their solutions. Testing the prototype with users without any involvement of the instructions and/or guidance (to get natural insights into user behavior with the prototype) to the users can deliver better
results. This iterative test and feedback loop helps to ensure that the final solution aligns with user needs and expectations. This process and the data gathered can help to find out the final best solution and can also help to redefine one or more further problems. Implementation Once a solution has been tested, refined, and validated, the
implementation phase involves bringing the solution to life. This may involve collaborating with stakeholders, developing a detailed plan, and executing the necessary steps to implement the solution in a real-world context. Iteration and Continuous Improvement: Design thinking is not a linear process; it encourages iteration and continuous
improvement. Designers are encouraged to revisit earlier stages, refine their solutions based on feedback, and explore alternative approaches. This iterative nature allows for flexibility and the ability to adapt to evolving needs and circumstances. Design thinking has been around for decades, starting out in such domains as architecture and product
design. In recent years, however, the concept gained traction in the enterprise as a method for achieving innovation, as well as bolstering agile and DevOps efforts. IT leaders in particular find that design thinking approaches can help teams developing new business systems and processes. However, design thinking can be a fuzzy concept to those
who have not been exposed to it before. Because it is more of a mindset than a standard set of processes, it can be difficult to describe to the uninitiated. At its core, design thinking is about challenging underlying assumptions and getting underneath things in new ways, says Blade Kotelly, a senior lecturer at MIT and co-instructor of the MIT
Professional Education course Mastering Innovation & Design Thinking. Within corporate IT, it can be a way to frame strategy, design, and development around the end user or customer. At its core, design thinking is about challenging underlying assumptions and getting underneath things in new ways. When Kotelly introduces the concept to the
executives he trains he calls design thinking a structured method for innovation one that anyone can learn how to do. So many companies have gotten out of the habit of truly innovating, he says. Theyre good at taking existing systems and structures and improving them in some way or offering them to a new set of users, he says. However, with
design thinking, organizations can be more disruptive and thats what leaders today at the executive level want to do. A number of key attributes of design thinking make this possible: Design thinking encourages radical thinking.For example, if someone wanted to come up with a better can opener, they could simply improve upon the existing design
that fits within legacy systems and structures. However, if they were taking a design thinking approach, they would question those assumptions can take a more expansive view of the problem. Is there a way to open the can in a new way? Is the can even the ideal container or could they design an entirely different one that is more easily opened or
does not require a can opener at all? Design thinking enables deeper stakeholder understanding.Most IT leaders understand the importance of identifying and involving key stakeholders in a problem space, says Kotelly. With design thinking its even more critical, he says. Whos involved in the sometimes complex network of people that could solve the
problem? What roles do they play? Design thinking reduces risk.The traditional IT approach to new systems development was intended to reduce risk. But those methods fail to keep up in rapidly evolving business and technology environment. The good news is that design thinking can not only enable IT to become more adaptable and responsive, it
can reduce the risk associated with transformative innovation. These approaches can enable IT leaders to create a clear vision that gets buy-in from senior leaders and deliver solutions that users or end customers are more likely to adopt, says Kotelly. IT leaders can use design thinking to envision better experiences for users or customers and build
technologies and processes around that. Given a number of variations on the design thinking theme, CIOs will need to figure out which works best in their organization. 10-step method for design thinking Kotelly likes to teach a 10-step method for design thinking: Identify needs:The most important, but often painful step is understanding the problem
and how it connects to users, customers, existing technologies, businesses, and even society as a whole. Context is key. Gather information:At this stage, IT leaders research how people currently work or behave in the problem area theyre exploring and identify analogs that might prove instructive to a new solution. Stakeholder analysis:This is not
just about understanding users, but the complex network of stakeholders with an interest in the problem and solutions. Operational research:Next, IT leaders would explore constraints like money, time, and resources along with techniques to either overcome those limitations or balance trade-offs. Hazard analysis:Exploring risks is important not only
in developing good solutions; it can itself yield innovation. Kotelly points to the banking industrys development of overdraft protection to help customers better manage the risk of bouncing checks that itself became a money maker for the business. Specification creation:Creating specs is nothing new to IT. They key here, says Kotelly, is creating them
with the right level of detail too much can stifle new ideas, while too little can lead to uncertainty and inertia. Creative design:Next, its brainstorming time as IT leaders and their partners spend time exploring the problem space in a directed way with the goal of coming up with all new solutions. Conceptual design:At this stage, IT leaders narrow
down the various concepts, weighing them against the research done up until this point, until they zero in on the best solution. Prototype design:One idea in hand, the penultimate step is creating a testable model of the solution. Verification:Finally, usability testing is done to further refine the idea, re-prototype it, and test it again, reducing
uncertainty over time. Design thinking takes time and practice to do well. One of the biggest limiting factors to full adoption of design thinking in IT: The organization is so focused on day-to-day work that little time is left to develop these approaches. You need to give yourself time to do it Kotelly says. But those that do invest the time find it valuable,
he says. Design thinking is a rich and deep set of structures, principles, and tools that can enable anyone in the organization to be able to be more innovative, Kotelly says. Source: The Enterprisers Project In an age when innovation is key to business success and growth, youve likely come across the term design thinking. Perhaps youve heard it
mentioned by a senior leader as something that needs to be utilized more, or maybe youve seen it on a prospective employee's resume. While design thinking is an ideology based on designers workflows for mapping out stages of design, its purpose is to provide all professionals with a standardized innovation process to develop creative solutions to
problemsdesign-related or not. Why is design thinking needed? Innovation is defined as a product, process, service, or business model featuring two critical characteristics: novel and useful. Yet, theres no use in creating something new and novel if people wont use it. Design thinking offers innovation the upgrade it needs to inspire meaningful and
impactful solutions. But what is design thinking, and how does it benefit working professionals? What Is Design Thinking? Design thinking is a mindset and approach to problem-solving and innovation anchored around human-centered design. While it can be traced back centuriesand perhaps even longerit gained traction in the modern business world
after Tim Brown, CEO and president of design company IDEO, published an article about it in the Harvard Business Review. Design thinking is different from other innovation and ideation processes in that its solution-based and user-centric rather than problem-based. This means it focuses on the solution to a problem instead of the problem itself.
For example, if a team is struggling with transitioning to remote work, the design thinking methodology encourages them to consider how to increase employee engagement rather than focus on the problem (decreasing productivity). The essence of design thinking is human-centric and user-specific. Its about the person behind the problem and
solution, and requires asking questions such as Who will be using this product? and How will this solution impact the user? The first, and arguably most important, step of design thinking is building empathy with users. By understanding the person affected by a problem, you can find a more impactful solution. On top of empathy, design thinking is
centered on observing product interaction, drawing conclusions based on research, and ensuring the user remains the focus of the final implementation. The Four Phases of Innovation So, what does design thinking entail? There are many models of design thinking that range from three to seven steps. In the online course Design Thinking and
Innovation, Harvard Business School Dean Srikant Datar leverages a four-phase innovation framework. The phases venture from concrete to abstract thinking and back again as the process loops, reverses, and repeats. This is an important balance because abstract thinking increases the likelihood that an idea will be novel. Its essential, however, to
anchor abstract ideas in concrete thinking to ensure the solution is valid and useful. Here are the four phases for effective innovation and, by extension, design thinking. 1. Clarify The first phase is about narrowing down the focus of the design thinking process. It involves identifying the problem statement to come up with the best outcome. This is
done through observation and taking the time to determine the problem and the roadblocks that prevented a solution in the past. Various tools and frameworks are availableand often neededto make concrete observations about users and facts gathered through research. Regardless of which tools are implemented, the key is to observe without
assumptions or biased expectations. Once findings from your observations are collected, the next step is to shape insights by framing those observations. This is where you can venture into the abstract by reframing the problem in the form of a statement or question. 2. Ideate Once the problem statement or question has been solidifiednot finalizedthe
next step is ideation. You can use a tool such as systematic inventive thinking (SIT) in this stage, which is useful for creating an innovative process that can be replicated in the future. The goal is to ultimately overcome cognitive fixedness and devise new and innovative ideas that solve the problems you identified. Continue to actively avoid
assumptions and keep the user at the forefront of your mind during ideation sessions. 3. Develop The third phase involves developing concepts by critiquing a range of possible solutions. This includes multiple rounds of prototyping, testing, and experimenting to answer critical questions about a concepts viability. Remember: This step isnt about
perfection, but rather, experimenting with different ideas and seeing which parts work and which dont. 4. Implement The fourth and final phase, implementation, is when the entire process comes together. As an extension of the develop phase, implementation starts with testing, reflecting on results, reiterating, and testing again. This may require
going back to a prior phase to iterate and refine until you find a successful solution. Such an approach is recommended because design thinking is often a nonlinear, iterative process. In this phase, dont forget to share results with stakeholders and reflect on the innovation management strategies implemented during the design thinking process.
Learning from experience is an innovation process and design thinking project all its own. Check out the video about the design thinking process below, and subscribe to our YouTube channel for more explainer content! View Video Why Design Thinking Skills Matter The main value of design thinking is that it offers a defined process for innovation.
While trial and error is a good way to test and experiment what works and what doesnt, its often time-consuming, expensive, and ultimately ineffective. On the other hand, following the concrete steps of design thinking is an efficient way to develop new, innovative solutions. On top of a clear, defined process that enables strategic innovation, design
thinking can have immensely positive outcomes for your careerin terms of both advancement and salary. Source: Emsi Burning Glass 2021 As of December 2021, the most common occupations requiring design thinking skills were: Marketing managers Executives Industrial engineers Graphic designers Software developers General and operations
managers Management analysts Personal service managers Architectural and engineering managers Computer and information systems managers In addition, jobs that require design thinking statistically have higher salaries. Take a marketing manager position, for example. The median annual salary is $107,900. Marketing manager job postings
that require design thinking skills, however, have a median annual salary of $133,900a 24 percent increase. Source: Emsi Burning Glass 2021 Overall, businesses are looking for talent with design thinking skills. As of November 2021, there were 29,648 job postings in the United States advertising design thinking as a necessary skilla 153 percent
increase from November 2020, and a 637 percent increase from November 2017. As businesses continue to recognize the need for design thinking and innovation, theyll likely create more demand for employees with those skills. Learning Design Thinking Design thinking is an extension of innovation that allows you to design solutions for end users
with a single problem statement in mind. It not only imparts valuable skills but can help advance your career. Its also a collaborative endeavor that can only be mastered through practice with peers. As Datar says in the introduction to Design Thinking and Innovation: Just as with learning how to swim, the best way to practice is to jump in and try. If
you want to learn design thinking, take an active role in your education. Start polls, problem-solving exercises, and debates with peers to get a taste of the process. Its also important to seek out diverse viewpoints to prepare yourself for the business world. In addition, if youre considering adding design thinking to your skill set, think about your goals
and why you want to learn about it. What else might you need to be successful? You might consider developing your communication, innovation, leadership, research, and management skills, as those are often listed alongside design thinking in job postings and professional profiles. Source: Emsi Burning Glass 2021 You may also notice skills like agile
methodology, user experience, and prototyping in job postings, along with non-design skills, such as product management, strategic planning, and new product development. Source: Emsi Burning Glass 2021 Is Design Thinking Right for You? There are many ways to approach problem-solving and innovation. Design thinking is just one of them. While



its beneficial to learn how others have approached problems and evaluate if you have the same tools at your disposal, it can be more important to chart your own course to deliver what users and customers truly need. You can also pursue an online course or workshop that dives deeper into design thinking methodology. This can be a practical path if
you want to improve your design thinking skills or require a more collaborative environment. Are you ready to develop your design thinking skills? Explore our online course Design Thinking and Innovation to discover how to leverage fundamental design thinking principles and innovative problem-solving tools to address business challenges. Design
Thinking is not just an innovation method but encompasses the whole mindset with which you approach the change processes surrounding innovations. We use special terms when discussing the attitude, the process of Design Thinking, and the critical roles involved. We have compiled these in the glossary. Design thinking what is it? In qualitative
design research, "observing" means systematically recording users' behavior in their natural environment. Using methods such as behavioral observation, interviews, or immersion (putting oneself in the user's shoes), Design Thinkers build empathy for users in this way. A check-in is a short session at the beginning of a work phase and describes the
targeted interpersonal exchange in a group or team. It serves to get to know each other (better), to adjust to each other, and promote team dynamics. A check-out is a short session at the end of a work phase, a working day, or a meeting. During this session, team members exchange ideas in person, share insights, and reflect on what has been
achieved. The design challenge is formulated as a question, which outlines a problem area and serves as a starting point for a Design Thinking project. Design research encompasses qualitative research methods that aim to understand users' needs, issues, and conflicts. Based on this understanding, we develop user-centered solutions for products,
services, or systems. Design Thinkers are people who live and apply the mindset and methods of design thinking. Design Thinking is a creative problem-solving method that focuses on users' needs. Innovative solutions are created through repeated, iterative prototyping and testing. The Design Thinking process focuses on the users' perspective and
living environment. Applying Design Thinking requires an empathetic understanding of users. Multidisciplinary teams ensure a wide range of perspectives when developing and improving ideas. A Design Thinking Coach has extensive experience in Design Thinking, moderating and supporting (Design Thinking) teams. With their expertise, this person
helps the innovation team to achieve their maximum potential and solve problems and challenges in the best possible way. The success of Design Thinking depends crucially on a cooperative culture of work and thought. This is based on three essential elements: multidisciplinary teams, flexible spaces, and the Design Thinking process. Design
Thinking combines three essential components to develop innovative and valuable solutions: (technological) feasibility, (economic) viability, and (human) desirability. In doing so, Design Thinking usually focuses more on the latter. The Design Thinking process consists of six phases: understanding, observing, defining perspectives, finding ideas,
developing prototypes, and testing. It is non-linear and iterative (repeating). Empathy is the profound understanding and ability to put oneself in users' shoes and identify with their needs, feelings, and perspectives. It forms the basis for user-centered solutions and innovations. Extreme users have an extreme, above-average relationship to the
respective design question. They are included in the Design Thinking process and design research because they can help to provide particularly inspiring insights. In Design Thinking, targeted ideas arise from understanding users' needs and living environments. Each idea can represent a potential solution. It is important to separate the generation of
ideas from their evaluation. Iteration means flexibly switching between the individual Design Thinking phases and repeating phases that have already been completed. These iteration loops help you to learn, refine ideas, and continuously improve the result. Complexity refers to the challenge that arises from the diversity of a system with a wide range
of contexts and their interactions. In Design Thinking, teams manage complexity through diverse experimentation, iterative processes, and continuous learning from successes and failures. A Design Thinking team ideally consists of 4-6 people with diverse perspectives and skills. This diversity can include gender, professional background, area of
work or responsibility, and cultural differences. User-centeredness puts users' needs, desires, and problems at the center of the innovation process. In design thinking, an open error culture refers to a positive attitude that values errors as an opportunity to learn and to improve problem solving. Our program managers (also program leads) are the
interface between our practice partners, clients, and coaches. They understand the expectations and goals of our practice partners and clients, develop new academic programs and customized workshop formats for professional development, and design the desired Design Thinking experience in close collaboration with the coaches. In Design
Thinking, prototypes are tangible, often simplified models or simulations of a product or service used to visualize, test, and iterate ideas quickly and cost-effectively. They test hypotheses, gather user feedback, and validate assumptions. Prototypes can be developed to various degrees of sophistication, from simple sketches and paper models to
functional digital or physical models, and are crucial to the iterative process of learning and improvement. Flexible spaces help Design Thinkers think flexibly. Spaces and furniture should be easily reconfigured to provide teams with the right conditions for different working modes. In Design Thinking, the point of view (also known as the "Point of
View") is the clear and precise definition of a problem from the users' perspective. It summarizes the insights gained from the empathy phase and identifies the specific needs and insights of the target group. A well-formulated point of view helps develop creative solutions by focusing on the users central challenges and desires and encouraging the
design team to innovate in a targeted manner. Synthesis refers to the process of combining the information from the research-intensive process steps to create a meaningful overall picture. In this process, data is condensed into insights, resulting in a comprehensive understanding of the problem area. Testing prototypes is essential for the iteration
loops in the Design Thinking process. Each prototype represents the team's current knowledge and assumptions. Through continuous "testing", the team expands its expertise and improves its solutions. Understanding is the first step in the problem-solving process. To gain a thorough understanding, the team analyzes the problem space with the
following questions: Who and what is part of the challenge? What needs and issues exist? What solutions have been tried before? The acronym VUCA describes an environment characterized by high volatility, uncertainty, complexity, and ambiguity. Flexible innovation methods like Design Thinking are crucial to surviving in a VUCA environment. A
warm-up is an exercise that mentally or physically prepares a team for an upcoming work phase, e.g. at the beginning of a day or after a lunch break. It can have different goals, such as increasing the team's energy level or preparing them for the next steps in the work. Interview with Prof. Dr. Falk Uebernickel Bring clarity to your Al strategy: The
HPI Al Business Navigator helps you turn ideas into impactful, value-driven solutions. Download now. Who are our users? This guide helps you define target groups for innovation projects in the public sector quickly, data-driven, and Al-supported. How good project briefs influence the success of innovation teams practical tips and insights from an
international university network. Why do so many digital projects fail? This article shows how inertia arises in organizations and how it can be overcome. A simple exercise for your self-management in everyday life, with which you can recognize sources of energy and manage your strength more consciously. Take a look at our (virtual) library and get
knowledge and inspiration for your innovation project. Get the collection of methods and use them to develop your ideas for more sustainability. Discover concrete case studies and insights into the application of Design Thinking in companies. Discover a curated collection of digital tools to help you effectively implement Design Thinking processes
online. In the whitepaper, you can find out more about the interaction between individuals and teams with artificial intelligence. Are you new to the world of AI tools? Then take a look at our cheat sheet. On the effects of design thinking on organizations. Five theses shed light on the interplay between Al and Design Thinking and the potential in detail.
Insights into the most important approaches and tools of various agile methods such as Scrum, Design Thinking and Lean Startup. Online seminar & DVD - For beginners The book from the series: Design Thinking Research provides the reader with tools to close the gap between research and practice in Design Thinking with a variety of practical
examples. Discover the core elements of Design Thinking and learn how you can use this method to think and act innovatively. User the person(s) who will be engaging with your productEmpathy the ability to understand and share the feelings of another As-is the current state of a users experienceTo-be the future state where a design thinking
solution has been employed to a users pain to improve their experienceTimebox The simple act of defining a length of time that a task should take and enforcing those parameters Have questions about this video? Start a discussion with the community and Treehouse staff. Sign up Have questions about this video? Start a discussion with the
community and Treehouse staff. Sign up Before we can really start, we will haveto define a few terms and practices. 0:00 Likely the word you'll hear mostduring this course is user. 0:05 We're defining that term as anyone thatwill touch your product or service. 0:10 They are the one you'relooking to understand. 0:15 And this concept of understanding
youruser is core to design thinking practices. 0:18 It's called empathy. 0:25 Empathy will play a rolethroughout this course. 0:26 The most profound place for 0:29 us to approach with empathy howeverwould be in your user's as-is scenario. 0:31 The as-is scenario is what a useris currently experiencing. 0:37 The good, the bad, then the ugly. 0:41
Once we've begun solving fortheir pain points in their as-is, 0:45 we'll develop a solutionthat will exist as a to-be. 0:50 Which is an empathy based solution that 0:54 addresses their greatestexperienced pain points. 0:57 To make our efforts count,we need to maintain an active approach to 1:02 the problem-solving meaningless talking and more doing.
1:06 To do this, we tend to usesticky notes to stay nibble and 1:12 to keep a conversation to a minimum. 1:15 Because stickys can be moved quickly andgrouped according to similarity or theme. 1:18 Think about it, you can only listento one person talk at a time, but 1:24 several people cancommunicate simultaneously 1:29 if their ideas are all
onsticky notes on the walls. 1:32 As a result,this method is a huge time saver. 1:36 Another time saver issomething called timeboxing. 1:41 The act of defining a length oftime that a task should take and 1:44 enforcing those parameters. 1:48 Timeboxing is not only a means oftimekeeping, but it also aids in breaking 1:51 design thinking workshop
methods intorealistically manageable pieces. 1:56 Remember that so much of design thinkingis not only centered around your user, 2:02 but also moving quickly, and creatively. 2:06 Whether you're performing thesemethods as an individual, or 2:11 with a team, or even if you haveteam members who are remote. 2:14 You'll find that getting your
ideasinto a single place, physical or 2:19 virtual, in a low fidelity way, 2:23 will help you maintain creative momentumwithout spending much time or energy. 2:26 You need to sign up for Treehouse in order to download course files. Sign up Design thinking is a non-linear, iterative process that teams use to understand users, challenge assumptions,
redefine problems and create innovative solutions to prototype and test. It is most useful to tackle ill-defined or unknown problems and involves five phases: Empathize, Define, Ideate, Prototype and Test. Show Hide video transcript Why Is Design Thinking so Important? Design thinking is a human-centered approach to innovation that draws from the
designer's toolkit to integrate the needs of people, the possibilities of technology, and the requirements for business success. Tim Brown, CEO of IDEO Design thinking fosters innovation. Companies must innovate to survive and remain competitive in a rapidly changing environment. In design thinking, cross-functional teams work together to
understand user needs and create solutions that address those needs. Moreover, the design thinking process helps unearth creative solutions. Design teams use design thinking to tackle ill-defined/unknown problems (aka wicked problems). Alan Dix, Professor of Human-Computer Interaction, explains what wicked problems are in this video. Show
Hide video transcript Wicked problems demand teams to think outside the box, take action immediately, and constantly iterateall hallmarks of design thinking. Don Norman, a pioneer of user experience design, explains why the designers way of thinking is so powerful when it comes to such complex problems. Show Hide video transcript Design
thinking offers practical methods and tools that major companies like Google, Apple and Airbnb use to drive innovation. From architecture and engineering to technology and services, companies across industries have embraced the methodology to drive innovation and address complex problems. The End Goal of Design Thinking: Be Desirable,
Feasible and Viable The design thinking process aims to satisfy three criteria: desirability (what do people desire?), feasibility (is it technically possible to build the solution?) and viability (can the company profit from the solution?). Teams begin with desirability and then bring in the other two lenses. Interaction Design Foundation, CC BY-SA 4.0
Desirability: Meet Peoples Needs The design thinking process starts by looking at the needs, dreams and behaviors of peoplethe end users. The team listens with empathy to understand what people want, not what the organization thinks they want or need. The team then thinks about solutions to satisfy these needs from the end users point of view.
Feasibility: Be Technologically Possible Once the team identifies one or more solutions, they determine whether the organization can implement them. In theory, any solution is feasible if the organization has infinite resources and time to develop the solution. However, given the teams current (or future resources), the team evaluates if the solution is
worth pursuing. The team may iterate on the solution to make it more feasible or plan to increase its resources (say, hire more people or acquire specialized machinery). At the beginning of the design thinking process, teams should not get too caught up in the technical implementation. If teams begin with technical constraints, they might restrict
innovation. Viability: Generate Profits A desirable and technically feasible product isnt enough. The organization must be able to generate revenues and profits from the solution. The viability lens is essential not only for commercial organizations but also for non-profits. Traditionally, companies begin with feasibility or viability and then try to find a
problem to fit the solution and push it to the market. Design thinking reverses this process and advocates that teams begin with desirability and bring in the other two lenses later. The Five Stages of Design Thinking Stanford Universitys Hasso Plattner Institute of Design, commonly known as the d.school, is renowned for its pioneering approach to
design thinking. Their design process has five phases: Empathize, Define, Ideate, Prototype, and Test. These stages are not always sequential. Teams often run them in parallel, out of order, and repeat them as needed. Show Hide video transcript Stage 1: EmpathizeResearch Users' Needs The team aims to understand the problem, typically through
user research. Empathy is crucial to design thinking because it allows designers to set aside your assumptions about the world and gain insight into users and their needs. Stage 2: DefineState Users' Needs and Problems Once the team accumulates the information, they analyze the observations and synthesize them to define the core problems. These
definitions are called problem statements. The team may create personas to help keep efforts human-centered. Stage 3: IdeateChallenge Assumptions and Create Ideas With the foundation ready, teams gear up to think outside the box. They brainstorm alternative ways to view the problem and identify innovative solutions to the problem statement.
Stage 4: PrototypeStart to Create Solutions This is an experimental phase. The aim is to identify the best possible solution for each problem. The team produces inexpensive, scaled-down versions of the product (or specific features found within the product) to investigate the ideas. This may be as simple as paper prototypes. Stage 5: TestTry the
Solutions Out The team tests these prototypes with real users to evaluate if they solve the problem. The test might throw up new insights, based on which the team might refine the prototype or even go back to the Define stage to revisit the problem. These stages are different modes that contribute to the entire design project rather than sequential
steps. The goal is to gain a deep understanding of the users and their ideal solution/product. Get your free template for Design Thinking: A Non-Linear Process Design Thinking Frameworks There is no single definition or process for design thinking. The five-stage design thinking methodology described above is just one of several frameworks. Show
Hide video transcript Video copyright info Hasso-Platner Institute PanoramalLudwig Wilhelm Wall, CC BY-SA 3.0, via Wikimedia Commons Innovation doesnt follow a linear path or have a clear-cut formula. Global design leaders and consultants have interpreted the abstract design process in different ways and have proposed other frameworks of
design thinking. Head, Heart and Hand by the American Institution of Graphic Arts (AIGA) The Head, Heart, and Hand approach by AIGA (American Institute of Graphic Arts) is a holistic perspective on design. It integrates the intellectual, emotional, and practical aspects of the creative process. More than a process, the Head, Heart and Hand
framework outlines the different roles that designers must perform to create great results. American Institute of Graphic Arts, Fair Use Head symbolizes the intellectual component. The team focuses on strategic thinking, problem-solving and the cognitive aspects of design. It involves research and analytical thinking to ensure that design decisions
are purposeful. Heart represents the emotional dimension. It emphasizes empathy, passion, and human-centeredness. This aspect is crucial in understanding the users needs, desires, and experiences to ensure that designs resonate on a deeper, more personal level. Hand signifies the practical execution of ideas, the craftsmanship, and the skills
necessary to turn concepts into tangible solutions. This includes the mastery of tools, techniques, and materials, as well as the ability to implement and execute design ideas effectively. Inspire, Ideate, Implement by IDEO IDEO is a leading design consultancy and has developed its own version of the design thinking framework. IDEOs design thinking
process is a cyclical three-step process that involves Inspiration, Ideation and Implementation. IDEO, Public License In the Inspire phase, the team focuses on understanding users needs, behaviors, and motivations. The team empathizes with people through observation and user interviews to gather deep insights. In the Ideate phase, the team
synthesizes the insights gained to brainstorm a wide array of creative solutions. This stage encourages divergent thinking, where teams focus on quantity and variety of ideas over immediate practicality. The goal is to explore as many possibilities as possible without constraints. In the Implement phase, the team brings these ideas to life through
prototypes. The team tests, iterates and refines these ideas based on user feedback. This stage is crucial for translating abstract concepts into tangible, viable products, services, or experiences. The methodology emphasizes collaboration and a multidisciplinary approach throughout each phase to ensure solutions are innovative and deeply rooted in
real human needs and contexts. The Double Diamond by the Design Council In the book Designing Social Systems in a Changing World, Bla Heinrich Bnthy, Professor at San Jose State University and UC Berkeley, created a divergence-convergence model diagram. The British Design Council interpreted this diagram to create the Double Diamond
design process model. As the name suggests, the double diamond model consists of two diamondsone for the problem space and the other for the solution space. The model uses diamonds to represent the alternating diverging and converging activities. Design Council, CC BY 4.0 In the diverging Discover phase, designers gather insights and
empathize with users needs. The team then converges in the Define phase to identify the problem. The second, solution-related diamond, begins with Develop, where the team brainstorms ideas. The final stage is Deliver, where the team tests the concepts and implements the most viable solution. This model balances expansive thinking with focused
execution to ensure that design solutions are both creative and practical. It underscores the importance of understanding the problem thoroughly and carefully crafting the solution, making it a staple in many design and innovation processes. With the widespread adoption of the double diamond framework, Design Councils simple visual evolved.
Design Council, CC BY 4.0 In this expanded and annotated version, the framework emphasizes four design principles: Be people-centered. Communicate (visually and inclusively). Collaborate and co-create. Iterate, iterate, iterate! The updated version also highlights the importance of leadership (to create an environment that allows innovation) and
engagement (to connect with different stakeholders and involve them in the design process). Common Elements of Design Thinking Frameworks On the surface, design thinking frameworks look very differentthey use alternative names and have different numbers of steps. However, at a fundamental level, they share several common traits. Interaction
Design Foundation, CC BY-SA 4.0 Start with empathy. Focus on the people to come up with solutions that work best for individuals, business, and society. Reframe the problem or challenge at hand. Dont rush into a solution. Explore the problem space and look at the issue through multiple perspectives to gain a more holistic, nuanced understanding.
Initially, employ a divergent style of thinking (analyze). In the problem space, gather as many insights as possible. In the solution space, encourage team members to generate and explore as many solutions as possible in an open, judgment-free ideation space. Later, employ a convergent style of thinking (synthesize). In the problem space, synthesize
all data points to define the problem. In the solution space, whittle down all the ideasisolate, combine and refine potential solutions to create more mature ideas. Create and test prototypes. Solutions that make it through the previous stages get tested further to remove potential issues. Iterate. As the team progresses through the various stages, they
revisit different stages and may redefine the challenge based on new insights. Design thinking is a non-linear process. For example, teams may jump from the test stage to the define stage if the tests reveal insights that redefine the problem. Or, a prototype might spark a new idea, prompting the team to step back into the ideate stage. Tests may also
create new ideas for projects or reveal insights about users. Interaction Design Foundation, CC BY-SA 4.0 Design Thinking Mindsets: More than a Process A mindset is a characteristic mental attitude that determines how one interprets and responds to situations. Design thinking mindsets are how individuals think, feel and express themselves during
design thinking activities. It includes peoples expectations and orientations during a design project. Without the right mindset, it can be very challenging to change how we work and think. The key mindsets that ensure a team can successfully implement design thinking are. Be empathetic: Empathy is the ability to place yourself, your thinking and
feelings in another persons shoes. Design thinking begins from a deep understanding of the needs and motivations of peoplethe parents, neighbors, children, colleagues, and strangers who make up a community. Be collaborative: No one person is responsible for the outcome when you work in a team. Several great minds are always stronger than just
one. Design thinking benefits from the views of multiple perspectives and lets others creativity bolster your own. Be optimistic: Be confident about achieving favorable outcomes. Design thinking is the fundamental belief that we can all create changeno matter how big a problem, how little time, or how small a budget. Designing can be a powerful
process no matter what constraints exist around you. Embrace ambiguity: Get comfortable with ambiguous and complex situations. If you expect perfection, it is difficult to take risks, which limits your ability to create radical change. Design thinking is all about experimenting and learning by doing. It gives you the confidence to believe that new,
better things are possible and that you can help make them a reality. Be curious: Be open to different ideas. Recognize that you are not the user. Reframe: Challenge and reframe assumptions associated with a given situation or problem. Dont take problems at face value. Humans are primed to look for patterns. The unfortunate side effect of these
patterns is that we form (often false and sometimes dangerous) stereotypes and assumptions. Design thinking aims to help you break through any preconceived notions and biases and reframe challenges. Embrace diversity: Work with and engage people with different cultural backgrounds, experiences, and ways of thinking and working. Everyone
brings a unique perspective to the team. When you include diverse voices in a team, you learn from each others experiences, further helping you break through your assumptions. Make tangible: When you make ideas tangible, it is faster and easier for everyone on the team to be on the same page. For example, sketching an idea or enacting a scenario
is far more convenient and easy to interpret than an elaborate presentation or document. Take action: Run experiments and learn from them. Design Thinking vs Agile Methodology Teams often use design thinking and agile methodologies in project management, product development, and software development. These methodologies have distinct
approaches but share some common principles. Similarities between Design Thinking and Agile Iterative Process Both methodologies emphasize iterative development. In design thinking, teams may jump from one phase to another, not necessarily in a set cyclical or linear order. For example, on testing a prototype, teams may discover something
new about their users and realize that they must redefine the problem. Agile teams iterate through development sprints. User-Centered The agile and design thinking methodologies focus on the end user. All design thinking activitiesfrom empathizing to prototyping and testingkeep the end users front and center. Agile teams continually integrate
user feedback into development cycles. Collaboration and Teamwork Both methodologies rely heavily on collaboration among cross-functional teams and encourage diverse perspectives and expertise. Flexibility and Adaptability With its focus on user research, prototyping and testing, design thinking ensures teams remain in touch with users and get
continuous feedback. Similarly, agile teams monitor user feedback and refine the product in a reasonably quick time. Interaction Design Foundation, CC BY-SA 4.0 In this video, Laura Klein, author of Build Better Products, describes a typical challenge designers face on agile teams. She encourages designers to get comfortable with the idea of a
design not being perfect. Notice the many parallels between Lauras advice for designers on agile teams and the mindsets of design thinking. Show Hide video transcript Differences between Design Thinking and Agile While design thinking and agile teams share principles like iteration, user focus, and collaboration, they are neither interchangeable
nor mutually exclusive. A team can apply both methodologies without any conflict. From a user experience design perspective, design thinking applies to the more abstract elements of strategy and scope. At the same time, agile is more relevant to the more concrete elements of UX: structure, skeleton and surface. For quick reference, heres an
overview of the five elements of user experience. Show Hide video transcript Design thinking is more about exploring and defining the right problem and solution, whereas agile is about efficiently executing and delivering a product. Here are the key differences between design thinking and agile. Design Thinking Agile Origins It primarily originates
in design and borrows from multiple disciplines, including psychology, systems thinking, and business strategy. It primarily originates from software development and borrows from disciplines such as manufacturing and project management. Primary Focus Problem-solving and innovative solutions. Efficient product delivery. Phase of Application
Usually, toward the beginning of a project. Aims to define the problem and test and pick a solution. Usually, after teams have a clear solution. Aims to deliver that solution and continuously iterate on the live product. Structure and Documentation Fluid process, less formal and relatively lesser documentation. Structured and formal process with
extensive documentation. End Product An idea or solution, usually with a prototype, may not be tangible. Tangible, working product (usually software) shipped to end users. Design Sprint: A Condensed Version of Design Thinking A design sprint is a 5-day intensive workshop where cross-functional teams aim to develop innovative solutions. The
design sprint is a very structured version of design thinking that fits into the timeline of a sprint (a sprint is a short timeframe in which agile teams work to produce deliverables). Developed by Google Ventures, the design sprint seeks to fast-track innovation. In this video, user researcher Ditte Hvas Mortensen explains the design sprint in detail.
Show Hide video transcript Learn More about Design Thinking Design consultancy IDEOs designkit is an excellent repository of design thinking tools and case studies. To keep up with recent developments in design thinking, read IDEO CEO Tim Browns blog. Enroll in our course Design Thinking: The Ultimate Guidean excellent guide to get you
started on your design thinking projects. So many people have asked for my list of Design Thinking vocabulary from my workshops so Im posting the complete (and growing) list here.If you have other words or different definitions you like included, or your definitions vary from those listed below, please add your thoughts in the Comments section
below.+++Abductive Thinking. The ability to take away the most logical assumption, explanation, inference, conclusion, hypothesis, or best guess from an observation.Analysis. The process of breaking down a big single subject, topic or problem into multiple fragments. This is necessary for improved understanding. (See Synthesis for contrast.)Angel.
Someone who counsels and supports the design team by acting as the liaison between the team and senior management. This person typically sits on or has the direct ear of the senior team.Behavioural Psychographics. Statistical data defining how an individual behaves when introduced to, when they use, or when they think about a company,
association or organization, or its specific product, service, offering or industry category. Examples of behavioural psychographics: a) Likes to demonstrate their technology skills and knowledge in front of others; or b) Prefers to purchase products which have a positive impact on the environment.Convergent Thinking. The ability to identify the best
solution to a specific problem (and often a stated goal or outcome.) It has many qualities similar to Strategic Thinking. See Divergent Thinking for contrast.Creative Thinking. See Divergent Thinking.Divergent Thinking. The ability to find as many possible solutions as possible, preferably based on an insight. It has many qualities similar to Creative
Thinking. See Convergent Thinking for contrast.Decision-Making Process. Tools, tactics or incentives (often from Marketing) that motivate the end user to agree with or change an opinion or belief, or to change an action. (For example, to purchase, to vote, to join, to endorse.) Examples of decision-marketing elements include in-store sampling, test
drives, money-back guarantees, knowledgeable sales staff. Demographics. Statistical data, facts and characteristics which define a population, especially when used to identify consumer markets or target audiences. Examples of demographics include age, gender, university education, family status, financial worth, income, geography (usually
identified through a groups postal code.).Emotional Intelligence. The capacity to be aware of, control, and express ones emotions, and to handle interpersonal relationships judiciously and empathetically. Empathy. The ability to identify and understand the feelings and perspective of another, and to respond appropriately.End user. A group of people
(preferably defined by their behaviour, not statistics) who engages with your organisation. However, they probably dont share a mutually agreed-upon attitude, opinion or behaviour/action.Synonyms of end users may include: customer, consumer, (primary) target audience, buyer, act-er, stakeholder, shareholder, tenant, among many others. End
users can be an external group of people (such as a customer) or an internal group (such people in another department, team or agency).Goal. The desired business or organisational outcome.S.M.A.R.T. goals are specific, measurable, achievable, relevant and time specific.Fuzzy goals are the opposite: directional but neither precise not clear. As
teams work through the Design Thinking process and learns more about the problem and end user, the fuzzy goal can become more specificGroup Think. The practice of thinking or making decisions as a group, usually resulting in poor and unchallenged decision making.Influencers. People, things or events which have the power to sway (directly or
indirectly) the target audiences thinking or action by means of argument, example or force of personality. This group does not include the media. Examples of influencers: professional trade organizations, unions, religious symbols or holidays, celebrities. (See Media for contrast.)Inside-Out Ideology. Based on senior managements belief that its inner
strengths and capabilities will make the organisation successful. (See Outside-In Ideology for contrast.)(no) JABS. No judgements, biases or assumptions.Media. Consumer, trade, industry or vertical media which the target audience uses to make, shift or reinforce attitudes, beliefs or knowledge. This section should include HOW they use the media as
well as the specific outlets.Mystery. An ambiguous situation that is difficult to understand, explain and solve, often because there is too much information, much of it misleading, inadequate or contradictory.Outside-In Ideology. Believes shareholder value starts from an external market orientation. (See Inside-Out Ideology for contrast.)Persona. A
fictional but highly realistic character representing the end user of an organisations service or product, primarily based on direct research and engagement of their unmet needs, behaviours, experiences and goals. Personas are similar to profiles, but the latter tends to be more general and built on demographics (statistical, factual traits of the end
user, such as age, gender, job). Personas focus more on psychographics (behavioural data, such as attitudes and opinions.)Problem. A matter or situation which is preventing an organisation from moving between the Current State or Mindset (today, or the objective) and the Desired State or Mindset (tomorrow, or the outcome).Problem Solving. To
determine what went wrong in the past, to understand what caused today to be the way it is. Often, problem solving involves laying blame. Its preference is to solve the immediate issue (or at least be most expedient), but not necessarily the root cause. Problem solving is focused on doing the right thing. (See Solutions Finding for
contrast.)Psychographics. Statistical data which specifically study and measure general attitudes, behaviours and lifestyle choices, decisions and opinions. They are not specific to a particular product, service or category. Examples of psychographics: Interested in new technology or Concerned about the environment.Solutions Finding. To determine
how to improve the future, to make a product, service or position be better than before. Instead of laying blame, Solutions Finding focuses on understanding what was learnt through mistakes and errors. Its goal is to look for possibility, often in collaboration with key audiences to find the best solution to solve the issue. Solutions Finding is focused on
doing the thing right.Strategic Thinking. See Convergent Thinking.Synthesis. The process of (re-)combining fragmented parts into an aggregated whole, usually at the end of a scientific or creative enquiry. By assembling the individual elements into a bigger entity (or at least to an insight), something new and fresh may emerge. (See Analysis for
contrast.)Trigger. Something that has happened, typically an occurrence thats out of the ordinary, unexpected or surprising. Oftentimes a trigger might be a symptom of or the result behind a larger problem. Triggers give design thinking programs urgency to fix the problem.Values. Deeply rooted principles or standards which are universally
accepted among the target audience and which explicitly guide what they believe and their attitude toward a specific topic, and ultimately how they behave. See a complete list here.Visual Thinking. A way of communicating by using images, diagrams, process flows and relationships to represent information, association and insights.Wicked Problems.
A problem difficult or impossible to solve because of incomplete, contradictory and changing requirements which may be difficult to recognise. The world is filled with complex problems. Dont be afraid of them. Design thinking helps you resolve these problems quickly, efficiently, and permanently. The principles of design thinking start with
understanding the humanity behind a problem. Then, you re-frame the problem with solutions that can be tested.Design thinking is an empowering approach, helping you arrive at long-term solutions for even the most complex of problems. You simplify complex issues by identifying the humanity that exists in them. If you have multiple human
perspectives, identify them.When we understand the human component that exists in a problem, we have a better chance at producing solutions that satisfy the needs of the human perspectives involved. For more information, lets learn about the principles of design thinking:1. Empathize with the humanityAs you dig into the human aspect of a
problem, you need to be open to observation and engagement. This allows you to immerse yourself into the problem, understanding the motivations that allow a person to feel a certain way about something.Every person comes from a different background. We have different experiences. Empathize with them. Understand them. Design thinking relies
on a human-first approach. This is an important principle to maintain at every stage.2. Re-frame and define the problem in human waysClassify a problem according to its effect on real human beings. Boil it down to a problem statement of two sentences or less. For example, lets say you want to increase your revenues across a certain demographic. A
more human way to put that is to say this demographic needs your product or service because it would help them with x.Design thinking is all about framing the problem with a human focus. This is central to ideating with the human first rather than the corporation, organization, product, or idea being your guide. To strengthen your skills in this
area, attend a design thinking workshop, which will teach you to master this technique in depth.3. Create multiple possible solutions in an ideation sessionldeate according to what would benefit human beings. You may find this leads you away from solving a problem. This is ok. Ideating is all about introducing concepts and analyzing them in
accordance with what you know about your audience.Ultimately, if it doesnt work for a real human being, its not going to be an effective solution. Design thinking is designed to find more than one solution, allowing you to eventually put your best ideas to the test.4. Out-of-the-box thinking provides an alternative perspectiveAt the ideation stage, its an
important principle to encourage out-of-the-box thinking. From techniques like brainstorming in a group setting to giving each team member their own private space to generate ideas, there are lots of ways to stimulate free, shameless thinking.Later, we investigate. At the ideation stage, its time to throw suggestions out and get words flowing sans
judgment.5. Prototype every idea to determine the best optionCreate prototypes. Apply your ideas in real-world situations. See how they perform. Human responses wont lie. Investigating solutions in real-life scenarios allows you to see the positives or negatives.Expect some ideas to be outright rejected and others to be improved upon to acceptance.
This is very similar to how focus groups work. You are getting real data on user behavior and their uncensored thoughts and feelings.6. Develop a solution to the problemThrough prototyping, it will become clearer what the solution is to a given issue. If you dont arrive at a definitive solution, you may take your data and redefine the problem again.
Your goal is to better understand your users, how they think and feel, and what their behaviour is around a problem.At the end-point phase, you may still be refining and altering the solution. The objective is to rule out associated issues or by-products that need to be addressed.7. Design thinking is not inflexibleDesign thinking is not a concrete
process. It has to be bendable and adaptable to different situations. You may assign teams to work concurrently on different stages. You may switch the order of how design thinking is done. You may have to repeat design thinking from different human perspectives to maximize the ideation-to-prototyping process.While the principles of design
thinking are maintained, the details of the process are at the discretion of the party overseeing it. Adjust the design thinking principles according to your scenario.8. Open your ears to listen and hear the feedbackYou arent always going to get a positive result with design thinking. You may receive feedback you dont appreciate or agree with. As you
gain insights, design thinking relies on this information being heard and utilized. If you arent ready to accept the data you receive, design thinking is unlikely to work in the way its intended to.Both positive and negative, you are likely to see different perspectives on a product, service, or brand. The understanding you come away with will be more
rounded, providing a glimpse of what your likely answer is.9. Collaborate between design and userDesign thinking is reliant upon a strong relationship between designer and user. The more designers are able to connect with users, the more efficient the design thinking process will go.Three things to remember here are how users think, feel, and
behave. In other words, prioritize on thoughts, feelings, behaviours. For most problems, the solution lies somewhere between these three elements. by Eyden Haze on 24 Jul, 2025 by David Watson on 23 Jul, 2025 by David Watson on 22 Jul, 2025 by David Watson on 17 Jul, 2025 by Eyden Haze on 14 Jul, 2025 by Eyden Haze on 11 Jul, 2025 by Eyden
Haze on 10 Jul, 2025 by Eyden Haze on 09 Jul, 2025 In simple words, Design Thinking is a mindset that helps you solve problems creatively.More specifically, Design Thinking is a human-centric approach to innovation. It helps teams find the intricate balance between what makes sense to the end-users, what is technologically doable, and what is
viable for a business to undertake.Design Thinking has also been described as a way to encourage organizations to focus on the people theyre creating for, which leads to better products, services, and internal processes by Design Thinking leaders at IDEO. In businesses and social context, its about how we design products and a new way of thinking
thats based on user needs.So why is design thinking important?All this sounds nice, but why bother? Cant the old frameworks do the trick?While its tempting to dismiss Design Thinking like one of those shiny buzzwords that create a stir and disappear into the abyss a few years later, in its various shapes and sizes, Design Thinking has proven itself
integral to business success many times over.Companies which are design-led have been proven to outperform the competition. Just take a look at this graph by Design Management Institute:Besides, design is never a stand-alone discipline and comes in a bundle with user experience. Good design is characterized by a buttery smooth experience, and
just what exactly does Design Thinking help you do? You guessed it.The Norman Door phenomenon might just be the best illustration of why Design Thinking and a human-centred approach are important.Norman Door is a figurative term for any product that is cumbersome to use and was designed poorly. A Norman Door has a handle that you can
grab, so you think that you need to pull it. But when you pull you realize its actually a push. While logically thinking, placing a handle on the door is perfectly normal, in the world of real people and real experiences, the handle is obsolete and confuses the user.By thinking from the needs of the user, a Design Thinking approach helps designers bridge
the gap between something that just works and something that solves a problem.What are the cornerstone principles of design thinking then?ThThe entire Design Thinking mindset rests on three main pillars:EmpathyEmpathy is the foundation of Design Thinking. Unless you get into the wants and needs of people you are designing for, what youre
doing cant be considered Design Thinking.Ideationldeation is the core of creative activities in the Design Thinking process. Simply put, it is when multiple ideas are pitted against each other, where creativity is unleashed and innovation happens!ExperimentationAre your assumptions correct? Did you hit the right spot with your product? What are
users thinking about it? Dont just guess test it!Design Thinking has five steps: empathizing, defining, ideating, prototyping, and testing. Well get into what these look like in practice a little later on, but first lets take a look at what they mean in theory and why theyre important to the Design Thinking process .The 5 phases of the design thinking
processEmpathyGetting to know your users needs, challenges, perspectives, and goals is how the Design Thinking approach enables you and your team to effectively unlock new solutions and ideas that will reveal new opportunities for your brand. It may sound obvious, but many organizations forget that in order to effectively empathize, you need to
actively observe user behavior and engage with real human beings! This real life interaction will help you to internalize the users experience of your company, products, service, and brand and understand your users emotional and psychological responses to them. The empathy stage also involves putting aside personal assumptions and gathering
insights. Taking into account the culture and context of the consumer will also be crucial. Ask yourselves: How are users responding to other companies in our space? What is the visual language of our industry and culture right now? What can we do to both stand out from the competition and assist the user as they navigate this category?
DefinitionThe definition stage is all about drilling down into what youve learned during your research in the empathy stage. Using the insights youve gathered, youll begin to have a much clearer idea of ongoing issues and possible solutions; youll notice patterns and themes emerging. This stage is all about identifying the key needs to be addressed
and articulating the main challenge or challenges for the workshop. Getting everybody on the same page at this early stage ensures that the goals of the problem-framing and problem-solving stages are clear and aligned.IdeationWith the challenge articulated and the customers POV thoroughly understood, the ideation phase is when the collaboration
and problem-solving really begins. Different techniques are often used in the ideation phase in order to bring about the best in the group and motivate different approaches. Brainstorming, mind-mapping, landscape mapping, bodystorming, lightning demos, and 4 step sketching are all brilliant and effective ways to prompt innovation and inspire the
group to look at the problem from new angles. The key to a successful ideation session is to establish and nurture an environment within which every kind of option, approach, and opinion are accepted and rigorously assessed, with the ultimate objective being to converge on the strongest ideas which solve the issue at hand. A simple assessment tool
with which to approach potential solutions is a S.W.O.T. (strengths, weaknesses, opportunities, threats) assessment. This will also build confidence around the ideas that the group eventually decides to move forward with.PrototypingThis is the experimental stage where the team gets to turn abstract ideas and theories into tangible experiences. Rapid
iteration is crucial here, as solutions are put forward, improved upon, rejected, or restructured. This process forces the team to drop any ideas of perfectionism, promotes collaboration, and embraces mixing and matching ideas from different sources to come up with the right solution.Some common types of prototyping in a Design Thinking workshop
include:Sketches and diagramsPaper interfaceStoryboardsRole-playingTestingThe value of testing to the Design Thinking process cannot be understated. It is perhaps even the most important stage in the workshop, as it enables the team to see if their solution effectively solves the user problem that was uncovered during the Empathy stage.Testing
is your teams opportunity to get the product out into the real world and tested with real users, in real time. Youll be able to verify if the problem was framed correctly, and uncover new insights by observing users interacting with the product. Its also likely that youll uncover new user needs and wants that were not previously articulated in other
stages of the workshop.Some tips for testing:Try to conduct the testing in the same or a similar environment to where the user would usually interact with the product or serviceConsider offering users alternatives to compare to your product or service. Its much easier for a user to say what they like about each when they have a comparable objectGet
users to vocalize their experience with the product or service as they use it. You can take notes while they do thisBe open to negative feedbackthese comments provide valuable clues on how to improve your offeringlt might seem at first glance that Design Thinking is a linear step-by-step process with the exact tools and activities you need to use for
every stage. Wellnot quite.In real life, Design Thinking is as far from a linear process, as french fries are from a healthy diet (but hey, were not judging, we love french fries).Design Thinking is a mindset, a way of thinking about solving problems. So you can go through the process phase by phase, or decide to conduct the phases simultaneously.You
will almost certainly have to go back to some phases and reiterate (multiple times), and the tools youll be using are not concretely defined either. As David Kelley, the founder of IDEO and godfather of Design Thinking put it: Design Thinking is not a cookbook where the answer falls out at the end. Its messier than that. Its a big mass of looping back to
different places in the process.The whole process might feel intimidating right now, but dont bail on Design Thinking yet! After youre done with this guide youll have a solid understanding of how to tie it into your work routine.So lets dive a bit deeper into what each of the Design Thinking phases means practically in the context of the entire
process.Empathize stage 1 of the Design Thinking processAlthough Design Thinking is a non-linear path, most of the projects begin with the empathizing phase. Quite simply because empathy towards the end-users lies at the very core of the Design Thinking mindset (remember the three pillars of Design Thinking?)The goal of this stage is to gain a
deep understanding of the actual users you are designing for. What moves them, what troubles them? How do they go about their day? What causes friction for them? What are their actual problems, and what is the solution they really need for them?So, whats the best way to get in the head of your target user?Like with any Design Thinking phase,
theres not a single correct way you should use to get the best results. It all depends on the nature of your project, time-frame, budget, and available resources. Here are a few examples of some of the techniques that are often used by Design Thinking practitioners:As the name suggests, this technique is all about drawing insights and observations
from studying your users. This can take on any form youd like, be it a video or photo study or actual research.Invite some zen into your life, and for a moment just observe, without judging. Too clich? Dont let the spiritual references put you off. Beginners mindset is a useful tool to uncover deep insights. Leave your assumptions, previous knowledge
and experiences at the door andinvite curiosity into the process.Lots of times, nothing does the trick quite likejust asking. Youll be surprised at how willing people are to tell you all about their feelings and emotions! Be careful how you craft your questions though, to not steer people in the direction you might want them to go. For some advanced
guidance on this, watch this handy video we made.Spoiler alert: outcomes from this stage will include an enhanced understanding of your target audience, their thoughts, and feelings.Define stage 2 of the Design Thinking processPhase 2 of the Design Thinking process is focused on defining the problem statement (or design challenge in Design
Thinking lingo) that youre trying to solve for the user.Clearly defining a problem is like pinpointing a North Star in the sky it guides your decisions and keeps you on track when shiny distractions compete for your attention. So when you do get distracted youll easily be able to find your way home, just look to the North Star.The Define stage builds on
the observations you collected about your users in the Empathizing phase, synthesizing the results of your analysis to single out the design challenge that is the most worthwhile to take on.Since the definition of your design challenge really shapes the entire project, this step is one of the most important ones in the whole process. Get it wrong and
youll end up wasting precious time and resources, with a team thats not aligned on the challenge, working towards a goal thats not important. Yikes!What makes up a good problem statement in a Design Thinking mindset?The perfect problem statement should clearly answer the following questions:What are we trying to solve?For whom are we
trying to solve it?What are the different ways we can approach this from?How can we act on it?Your problem statement should be guiding your team towards searching for a feasible solution. Keep in mind that Design Thinking is all about empathy, and users are the center focus point of all activities so keep on championing the human-centred
approach and frame the problem with real people in mind.If you still have doubts on how to frame your challenges, here are a few helpful points to consider:Keep your design challenge broad enough, so that your team has enough creative freedom.Dont fall prey to the cursed hows (e.g. how could that system possibly work with our current setup?),
dont get stuck on any particular method and dont bring any tools or technical details into your problem framing.Dont broaden it too much, thoughNarrow the problem down to a manageable size, so that your team doesnt feel overwhelmed. Hint: anything that starts to feel like a mission statement is too broad of a challenge.Although you shouldnt get
too bogged down by details at this stage, your problem statement should be something you can actually take action on.How to frame your problem statement?When it comes to the choice of methods and techniques that can be used for problem framing in the Design Thinking process, youll have a wide selection to choose from.Space Saturation,
Group, and Affinity diagramsCreating collages of grouped insights, stories, observations, so that the individual pieces (notes, insights, etc,) can be interconnected with each other, creating even deeper insights. This method is quite popular for problem framing because it allows you to present the findings visually. Empathy Maps help the team dig a bit
deeper into their observations of the target audience. They try to depict what the users said, did, thought and felt when taking certain actions. While the first 2 parts of the map are easy to fill in, the thought and feeling bits are the ones that require intense thought-work. They are often the parts that offer the deepest insights and help in problem
framing.Drafting a Point of View statement requires combining user description, need and insight elements into one compelling, actionable statement.An easy-to-use technique that will let you delve deep into the cause and effect of your problem. The interrogative and iterative nature of the 5 Whys lets you get to the bottom of the problem in as little
as five rounds of whys.Start at the very top of your problem, its most obvious effect, and keep asking the question until you feel youve gotten to the ultimate cause of it.Why are our users not using feature X? Because they dont understand our product.Why dont our users understand our product? Because they dont do the onboardingWhy dont they do
the onboarding? Because they dont have time for a 2-hour call. Why dont they have time? They are working long hours and have little free capacity.Why are they working long hours? They arent able to effectively manage their time.The root cause, in this case, is the inability to manage their time efficiently. Your problem statement would likely focus
on topics of time-efficiency, or time-savings.Yet another technique to synthesize your findings from the empathizing stage. The four Ws method helps you pinpoint the problem by answering the following questions: who, what, where and why.Who is experiencing the problem? Who are you focusing on, while trying to solve the problem?What is the
problem? The main pain point that stands in the users way.Where is the problem happening? Is it physical, mental, or digital? Whats the context around this problem?Why is it important? Will the user get substantial value out of that problem being solved?How Might We statements or HMWSsA great technique that lets a team reframe a challenge into
a more positive statement. How Might We statements are aimed at sparking ideas, opening the challenges to a broader set of solutions, and ultimately innovation. HMWs are based on the observations made during the empathizing stage and are ultimately problems, reframed as questions.For example, youve noticed that a certain area of your product
is not intuitive for your end-users, your HMW statement might look something like this:How might we make step 2 more intuitive for our users?Now that you have a clear idea of what youre trying to solve and why you can move on to the next phase of Design Thinking.Ideate stage 3 of the Design Thinking processOur motto for this stage: Quantity
over quality!Its time to challenge the status quo, think outside of the box and let your creativity flow!The goal of this stage is not to come up with a ready-to-go, polished solution, but instead to spark ideas. Dont worry about feasibility or viability just yet. Lots of ideas that your team will generate will have to go into the rejection pile, and thats totally
fine.For the ideation phase to be the most effective your team will have to feel safe to challenge the norm and wide-spread assumptions. So lay judgment by side, there is no space for thats the way its always been done at this stage.What are the techniques for Design Thinking ideation?With Design Thinking, whatever suits your team best, will do.
Therere a ton of ideation techniques to set you on your way, and here are just some of them.Ahh, who doesnt love a good ol brainstorm? Although this is, arguably, one of the most famous ideation techniques, wed recommend steering clear of it. Brainstorming tends to reward the loudest, most extroverted group members, and punish the silent
geniuses among us.Its not the best option, but if you must implement it, wed recommend coupling it with another technique.This technique lets you get in your users skin and experience the problem first-hand. Its all about setting up a real physical experience which resembles that of your user with props, people, and prototypes. Outcome? New ideas
sparking off in the heat of the moment, as you progress through the same flow as your user does.A great way to get your creative juices flowing. Look at examples of how other companies (not necessarily in your industry) are trying to solve the same problem. What tools, tricks, and workflows are they using? Why do you like that? Reflecting on the
way someone else has solved a similar challenge kicks off your thinking process in the right direction and allows you to capitalize on great ideas while giving them your own spin.Ideally implemented in conjunction with the Lightning Demos, this exercise is great for group settings. Team members work alone, together, to pour their ideas out on paper
in the form of a sketch. Curious for more details? Check out this video here:After the team worked hard and came up with a bunch of amazing ideas its time to select which ones to prototype. For this step, wed suggest refraining from open discussion when trying to decide on which ideas to go forward with. This method of decision-making tends to
favor the eloquent extroverted speakers and neglect more reserved people.Our go-to ideas selection technique is dot voting, and its as easy as it sounds. The team looks at ideas (in silence!), and votes are distributed by placing a dot on the idea they like most no discussion involved.If that doesnt fit your team dynamics, feel free to choose any other
technique from the Design Thinking toolbox like categorizing, running ideas through the validation boards, or anything else that you fancy.Prototype stage 4 in the design thinking processThe prototyping phase of Design Thinking is crucial to the whole process.Lets rewind to why were trying to implement a Design Thinking mindset in the first
place.Ahh, right! Because we want to get to that sweet spot on the intersection of desirability, feasibility, and viability. Prototyping can bring us one step closer to that goal!The goal of good design is the intersection between feasibility, desirability and viabilityBy creating a prototype we get a cheap and cheerful way of testing our solutions out in the
real world. The key with prototyping is to keep it simple.Dont invest too much time, or too many resources (or emotions, for that matter!) into it. The goal of this stage is to make informed design decisions, so keep in mind: both validation of ideas and their rebut are equally valuable.There is an abundance of prototyping forms and techniques, but to
make the most out of the process we recommend making prototypes high-fidelity so that your testers wont question their authenticity. Heres a rundown on what kind of tools we use while prototyping:As well as some tips on how to make prototyping easier and quicker:Design thinking is all about empathy, and users are the center focus point of all
activitiesTest stage 5 in the Design Thinking processHow do we know whether weve done a great job without asking real users themselves? Well, we dont. Thats why testing is an essential part of the Design Thinking process.The testing phase is the most straightforward one out of all 5 we put the prototype in front of real users, let them test it and
gather their feedback. After the testing phase, youll know what features of your product users love, and which theyd rather trash.Testing gives teams solid ground and insights for iteration and further improvement. But ultimately, it reveals how viable the product is and lets teams save both time and money.Curious on how to conduct user testing for
maximum insights? Then check out this video:Design Thinking influenced the creation of loads of other methodologies out there (including the Design Sprint!). So its only natural that people get confused by which method to apply when, whether they fit together, or can be interchangeable. Lets break it down.The Design Sprint takes the philosophies
of Design Thinking and translates them into a process that can be worked through logically. Design Thinking, on the other hand, is a mindset. A way of thinking about solving problems, that can be applied in different ways for each new project. Both are equally valid and useful. While Design Thinking takes a lot of knowledge building up, expertise and
understanding of how to apply different tools, the Design Sprint is a clear process to be followed for certain types of projects.Agile on the other hand is an ongoing structured way of work, for projects. Its a workflow for teams to follow on how to communicate more effectively, run meetings, implement things or decide on priorities. So while Agile is a
workflow guide, the Design Sprint is a recipe for a one-off clear process, which doesnt conflict with the way people are working.So your company can be using Design Thinking or Agile as a structure but use Design Sprints as part of these processes. There is an overlap between them, but they dont necessarily conflict with each other.Now that youve
equipped with the best understanding on what Design Thinking is, and how it ties in with other methodologies out there, which ones would you use for your next project?What are the pros and cons of Design Thinking?For its many fans, Design Thinking has its share of critics, and, as practitioners of Design Theory, it's important for us to understand
the theorys weaknesses in order to fully utilize and benefit from it. With that in mind, heres a rundown of the host of benefits Design Thinking brings about, coupled with some of the criticisms of this influential and impactful design theory.Cons of Design ThinkingEducating yourself on Design Thinking theory, without extensive practice and
application within your specific organization, will lead to failurelt requires continuous, significant involvement from user groups throughout an entire projectDesign Thinkingwhen truly embedded into internal processes and structurestends to increase the duration of projects, not shorten themBy focusing so heavily on the end-users experience, other
users can be easily forgotten or neglectedDesign Thinking has a tendency to oversimplify certain issues or challengesDesign Thinking is seen by some as a purely linear process, thanks to the Empathize, Define, Ideate, Prototype, Test, trajectory. However, as we have seen, Design Thinking is a process that can go any number of ways, depending on
the outcomes of research and tests.Pros of Design ThinkingAllows for creative problem solving and innovative solutionsTeams are exposed to a significantly more diverse selection of solutions and ideas than when more traditional problem-solving or idea-generating techniques are usedPotential challenges or issues can be spotted in advance due to
intensive interactions with user groups via research and testingProblems are viewed from multiple perspectivesFacilitates the development of new products that meet specific customer needs and therefore boosts company revenueTeams are driven towards innovation and away from assumptions or complacencyProvides an opportunity to gain a full
understanding of the customerEnables issues to be more swiftly identified and resolvedWhat tools are used in Design Thinking?There are a number of tools and exercises that can support your Design Thinking workshop. Lets run through some handy idea-generating, problem-solving, and problem-framing aids.VisualizationVisualization is the act of
thinking visually, moving beyond written or spoken words and forcing the group to unlock different brain functions which prompt new ideas.Journey (or experience) mappingJourney mapping (sometimes called experience mapping) is an approach that sees the group follow the customers journey from their first interaction with a company or service
through to a sale and then afterservice. During this process, the group spends time looking at the customers emotional highs and lows and identifying specific needs.Value chain analysisThe value chain is all the activities a company performs in order to create and launch a product. The value chain partners are any external actors in this process, and
the value chain analysis involves taking a look at every interaction the company has with these partners to see how value for the customer might be increased at every stage.Assumption testingAssumption testing begins with the group identifying any underlying assumptions that might influence a new business idea, product, or feature, before using
available data to evaluate how likely it is these assumptions will become true. Testing is done through thought and field experiments.PrototypingMost of us are probably already familiar with prototyping, whereby a product or feature is created in its simplest form in order to be tested with user testers or within the workshop group itself. Feedback
from these testing rounds enables the product to be iterated upon and improved before a high-fidelity version is created.How to facilitate a Design Thinking workshopLearning about Design Thinking and actually implementing Design Thinking principles in a workshop are two very different kettles of fish. To help you run your first Design Thinking
workshop, weve put together a detailed article with clear steps to follow and our best tips and tricks, here: How To Run a Design Thinking Workshop. However, for those of you who just want the headlines, heres a quick rundown of what you need to do.PreparationPreparation will be key to the success of your Design Thinking workshop. Think
carefully about what you want to achieve and what youll need to make that happen in terms of participants, tools, location, and schedule.Define the challenge - what are you hoping to achieve with this workshop?Prepare the location - is there space for both comfort and creativity?Write and distribute the agenda - concentrate on deliverables (and
check out How to Write a Meeting Agenda: Templates & Examples)Gather your equipment - think coloured Post-Its and lots of wall space at a minimumThe workshop itselfIf youre not sure where to start, consider using this simple plan of action for your first workshop. If you get the chance, consider implementing some of these steps in smaller
meetings or workshops (where relevant) to give you an opportunity to practice leading a group and discussing Design Thinking principles.Participant introductions and outline of workshop objectives - inform the group of who you are and remind them of the goals of the workshopIce-breaking session - check out these ice-breakers if you need
inspirationExplanation of Design Thinking and how you hope to apply it - run through the benefits, and provide examples of successful Design Thinking workshopsThink about the user-their needs, wants, feelings, and language.Write a problem statement - whats the users main challenge?Ideation and problem-solving session - try out reverse
brainstorming or rapid ideationMap out the user journey - map out each step the user needs to take for the chosen solution to workBuild and test prototypes - team members should create low-fidelity prototypes, with one piece of paper representing each screenDebrief and next steps - conduct a brief retrospective and come up with actionable next



steps for the teamExamples of Design Thinking process used in actionIf youre looking for some Design Thinking inspiration from some of the big players out there, check out some of these real life examples of Design Thinking principles in action. From the Bank of America to Netflix and IBM, Design Thinking has been transforming these industry
giants from the inside out, streamlining processes, aligning desired outcomes, and keeping the focus on the users needs and experiences.Bank of America and IDEODesign firm, IDEO, was hired by the Bank of America to address the challenge of boosting their customer numbers and prompting more individuals to open accounts with the company.
Bank of America collaborated specifically with a design company in the hope that IDEOs empathetic, human-focused approach would help bring innovation to a typically conversative, slow-to-change industry and find new ways to attract customers.To start the project, IDEO conducted extensive user research with real users across a number of
American cities to learn as much as they could about user spending and saving habits. Starting from a place of empathy for the userin particular users who struggled to obtain or retain financial controlIDEO came up with the Keep The Change service and campaign. The idea behind the new service was that users could sign up to a savings account
that would round up each purchase made with debit cards, with the extra money (from the rounding up) then moved into a savings account. Additionally, the bank would match the extra money to a certain dollar amount to give the savings an extra boost.The campaign proved to be a huge success. Why? Because it not only helped customers save
money it brought about a change in their attitudes towards spending and saving money, a result that came about because of IDEOs empathy-driven approach.NetflixNetflix has famously followed the following principles in all aspects of company management and growth, demonstrating the companys early commitment to Design Thinking principles:1.
Think big - Netflix has never been afraid to follow the beat of technological advances and stay ahead of the curve. A key example of this is how the company moved away from its successful DVD delivery business and into online streaming.2. Start small - The company typically experiments with smaller scale projects before launching into the
implementation of a new, larger product, waiting for the right moment before surprising audiences.3. Fail quickly - When new features, shows, or products arent a hit with viewers, the company isnt afraid to quickly abandon them and move onto something else.4. Scale fast - By branching into creating its own original content, Netflix has been able to
grow at lightning speed.In addition to these principles, Netflix has a user-centric approach to its platform design, too. From card design, to Al-powered recommendations, the user comes front and center of every design decision.IBMIBMs commitment to and deep investment in Design Thinking, including building a large internal design team, led to
numerous successes for the conglomerate. Theyve also made their enterprise Design Thinking assets publicly available via this toolkit, meaning we can all reap the benefits.Here are just some of the tangible advantages IBM saw when the company integrated Design Thinking into how its teams structured processes and approached customers:75%
reduced time for initial designs and alignment33% reduced development and testing costs2x faster time to market38% increase in portfolio profitability and reduced risk50% Reduction in Design DefectsHow to learn Design ThinkingNow that youve got the basics down, you might be wondering how you can learn more about Design Thinking and how
to apply these principles to your own work and role. There are numerous ways to delve deeper, such as reading Design Thinking blogs, listening to podcasts, and following influencers in the field. Weve listed some of our favorites below. For those of you who are really serious about onboarding Design Thinking theory and practice, weve also listed the
best books and courses on Design Thinking for you to consider, too.Read Design Thinking blogsThese are our favorite Design Thinking blogs. Theyre written by passionate designers and innovators who are constantly evolving in the field and reporting on their work. Get inspiration for your workshops or sprints and think about starting your own
blog!Views from the Pond by Frog DesignThe Knowledge Vault by ZurbIDEO Design Thinking by Tom BrownDesign Thinkers Academy London Blog Experience Point - The Prototype Blog AJ&Smart - Workshopper BlogListen to Design Thinking podcastsPodcasts can be a great way to tune in to the latest discussions from industry experts around a
theme and Design Thinking is no different. If podcasts are how you like to learn, then check out our list of Design Thinking essential listens.The Big Question: an IDEO PodcastDesign Mind FrogcastDesign Thinking 101The Decentralized Design Thinking PodcastFollow Design Thinking influencersIf youre active on social media, following Design
Thinking influencers can be a great way of picking up practical tips and advice for your own workshops or sprints. Itll also keep you abreast of industry changes and new perspectives in the field. The following influencers are making waves in Design Thinking and are definitely worth a follow.Other learning methodsIn addition to reading, training,
listening, and following, consider also:Shadowing a Design Thinking facilitatorPracticing implementing Design Thinking principles in your current companySpeaking to Design Thinking facilitators about their workSpeaking to those who have attended successful Design Thinking workshops or meetings run by trained Design Thinking facilitatorsWhat
are the best books on Design Thinking?Blogs and podcasts are great, but for in depth analysis and detail on Design Thinking there are some amazing books on the subject out there. Wed highly recommend the following list of Design Thinking books if youre serious about knowing the field inside and out.Designing for Growth: A Design Thinking
Toolkit for Managers by Jeanne Liedtka and Tim OgilvieThe Design of Business: Why Design Thinking is the Next Competitive Advantage, by Roger L. MartinThe Design Of Everyday Things By Don NormanChange by Design: How Design Thinking Transforms Organizations and Inspires Innovation, by Tim BrownThe Art Of Innovation By Tom
KelleySprint: How to Solve Big Problems and Test New Ideas in Just Five Days, by Jake Knapp with John Zeratsky and Braden KowitzThe Field Guide to Human-Centered Design, by IDEO.orgCreative Workshop: 80 Challenges to Sharpen Your Design Skills, by David Sherwin101 Design Methods: A Structured Approach for Driving Innovation in Your
Organization by Vijay KumarThis is Service Design Thinking: Basics, Tools, Cases by Marc Stickdorn and Jakob SchneiderThe Design Thinking Playbook by Michael LewrickWhat are the best courses on Design Thinking?If youre someone who learns best when working with others and learning by doing, a Design Thinking course is a great option for
onboarding the practical and theoretical skills needed to implement and succeed with Design Thinking principles. Due to the increasing popularity of the field, there are now a host of courses to choose from, many of them online, flexible, and with price points and payment plans that wont leave you bankrupt.Design thinking is an innovative approach
to generating creative ideas that center on the needs of people. You analyze your target users and their problems, develop ideas, visualize solutions, and develop prototypes. You can change the concept after receiving feedback from your customers. Cienpies Design/Shutterstock.comThe following principles apply to design thinking:Align yourself with
people and their needs early on.Develop empathy by placing yourself in your target users situation.Visualize your idea in the form of a prototype.Make sure that mistakes are understood as fixed components of the process and perceived as opportunities to learn.Rely on variety in the team.Provide team-appropriate and flexibly designable
workspaces.Proceed step-by-step, and flexibly jump back-and-forth in the design thinking process.These six steps, with feedback loops, comprise design thinking:Understanding the problem. Form an in-depth understanding of your target users problems or wishes.Observation. Use observations and surveys to compile information about the customers
needs.Problem definition. Focus your task with a defined question about the customers problem.Finding and selecting ideas. Make use of creative principles, find ideas, and then systematically evaluate these ideas.Prototype development. Design prototypes such as drawings, model constructions, stories, role-playing games, or websites for the
individual features of your idea.Testing. Test your assumptions or ideas with the aid of interviews and experiments. You can learn from the feedback and continue developing your idea.Collect information from observations, surveys, and Internet research and then answer the following questions regarding the needs of your target users:What is the
need?Who has it?How is it shown?Where is it shown?When is it shown?Why do your target users have the need?Utilize the following creativity techniques and principles in order to develop new ideas:Ask yourself what would happen if you had an infinite amount of money available.Think about how you could make the problem worse.Question the
conventions and assumptions in your industry.Look for ideas for solutions in other industries and application areas.Disassemble the first idea into individual components and then vary or combine the components in a new way.Design a simple but functional sample of your idea your prototype. With the prototype, focus on a single characteristic or
function of your idea that your customers can observe or try out. The following kinds of prototypes are possible:Drawings and photo collagesModel constructions made of paper, cardboard, modeling clay, Styrofoam, or other foam materialsStories and role-playing gamesDigital prototypes, in the form of vivid presentations of operating elements and
buttons or simple websites or appsAsk or observe whether your potential customers have problems finding a benefit, feeling joy, or expressing possibilities for improvement when they use the prototype. Ask yourself the following questions when you evaluate the customer feedback:What was evaluated positively?What were the concerns or problems?
What was a surprising customer statement or observation?Did the customer have any emotions, and if so, what kind?What suggestions were made?What can be learned from this?The innovative nature of design thinking can lead to resistance at the company. Dispel such resistance byAsking about the reason for the concerns and request
evidenceAsking what would happen with the company if it canceled all efforts toward innovationExplaining the principles of design thinking and its approachSuggesting that you initially start a project with a limited budgetNo other area of design requires such deep immersion in the client's world as UI/UX design. To create a user-friendly and
practical product, it is necessary to understand the customers pains, needs, and expectations. This is what design thinking is all about. Design thinking is a unique client-centered approach that helps businesses create innovative ideas using a human point of view instead of raw historical data. For example, our recent client, HandPrinter, based their
project on a goal that is very important - to encourage people to protect the environment - which helped them become a company with an inimitable vision and no analogs around the globe. Interested in how they did it? Please, read further in our case study. With the help of design thinking, you can help your clients solve their problems and create
benefits for your business. Of course, in theory, using this approach seems just a piece of cake. But what about real life? I guess you are wondering if it is possible to efficiently apply design thinking in your business. Want to innovate with a human-centered approach? In this article, we will discuss five design thinking examples of real companies that
actively use this approach as a part of their corporate strategy. So, get ready for your dose of inspiration! Examples of companies that use design thinkingTo show how resulting the design thinking can be we won't have to dig through the whole internet. What's more, I bet that you have not only heard about companies we're going to talk about but
even use their products regularly! Anyways, without further ado, let's analyze some cases when companies revolutionized the market using design thinking.AirbnbImage credit: cubicgarden.comThe first obvious choice to illustrate design thinking in action is Airbnb. Its founders, designers Brian Chesky and Joe Gebbia, studied together at the
university and then rented an apartment in San Francisco. In 2007, a design conference took place, and hotel room prices skyrocketed. To make attending the conference more affordable for their colleagues, the two bought some air mattresses and created airbedandbreakfast.com to find guests.It worked well enough, so Chesky and Gebbia wanted to
continue developing the idea. As designers, they were familiar with the empathy method and used it to answer the following questions: "What do people do when they are traveling? How can they learn how to get from the airport to their lodging quickly? How can one recommend their favorite place to eat in the neighborhood?"Answering these
questions gave Chesky and Gebbia insights on the direction of further developing the website. The user can now rent an apartment, order breakfast, and communicate with their host to ask them for recommendations or local knowledge. The ability to leave feedback from both sides also allowed for a break in distrust between the host and the
guest.Feedback for the host. Image credit: airhostsforum.comFeedback for the guest. Image credit: reviewtrackers.comNow, every design team at Airbnb has a leader whose first priority is specifically to represent the customer and their needs.NetflixImage credit: xd.adobe.comThink BigStart SmallFail QuicklyScale FastNetflix used these design
thinking principles way back in 2011. It was not afraid to destroy its existing DVD delivery business in the wake of new tech trends, dropped the early streaming attempts once they failed, and grew rapidly thanks to the introduction of Netflix's original content. How did it come to this? In 2001, Netflix founder Reed Hastings spent $10 million a year
on streaming technology research (Forbes) to better understand the market, the trends, and users.What makes Netflix's human-centered UX design so distinctive? Keep in mind: it goes further than digital design itself. It's all about the user experience from start to finish.Interactive card designImage credit: NetflixNetflix's card design is a hallmark of
its user interface, offering a visually engaging and intuitive way to browse content. Each card represents a movie or TV show, providing users with key visuals, such as posters or stills, that invite exploration and interaction. This design allows for an organized presentation of vast libraries, making it easier for users to scan and find content that
appeals to them. Additionally, the card layout adapts to various screen sizes, ensuring a consistent and accessible user experience across devices.Al-powered personalized recommendationsImage credit: NetflixThe Al-powered recommendations are another cornerstone of Netflix's design. By analyzing a user's viewing history, preferences, and even
the time spent on specific titles, Netflix's algorithms curate a bespoke selection of content tailored to each viewer. This system not only enhances user satisfaction by reducing the time spent searching for something to watch but also introduces users to new content they might not have discovered otherwise.Seamless cross-platform experienceNetflix
offers a consistent user experience across various devices and platforms, including smart TVs, gaming consoles, smartphones, and tablets. This consistency ensures that users have a familiar interface, making it easy to switch between devices without relearning the navigation.Efficient search functionalityThe platform's highly optimized search
feature allows users to find content by titles, actors, genres, or even specific keywords. This efficiency reduces users' time searching for content, enhancing their overall experience.Personalized user profilesNetflix allows the creation of multiple user profiles within a single account, each with its personalized recommendations, watch history, and
content preferences. This feature is particularly useful for families or shared accounts, ensuring each user's experience is tailored to their tastes.Smart download featureNetflix introduced the 'Smart Downloads' feature for mobile users. This feature automatically downloads the next episode of a series you're watching and deletes the ones you've
already watched. This feature is particularly useful for users who watch content on the go, ensuring they can always access their favorite shows without manual management.High-quality thumbnailsNetflix employs a unique strategy of using multiple, high-quality thumbnails for each title, which change dynamically. This approach is designed to
capture the attention of different users based on their interests, making the content more appealing and increasing the likelihood of engagement.Image credit:UnsplashUsing design thinking to prioritize the customer has allowed Netflix to become a household name and an essential part of how we consume media.Uberlmage credit:
blogs.gartner.comUber, with its global footprint spanning over 600 cities across 65 countries and serving more than 75 million users, stands as a testament to the transformative power of design thinking in creating innovative business models. The core of Uber's user experience excellence lies in its deep empathy for users, particularly addressing the
universal disdain for waiting. This insight has been pivotal in shaping a service that is not just a ride-hailing app but a seamless part of modern urban mobility.One of Uber's design thinking triumphs is the minimization of user inaction. Through engaging animations and interactive elements, Uber transforms passive waiting times into periods of
engagement and information for its riders. This approach not only entertains but also keeps users informed about the status of their ride, effectively reducing the perceived wait time.Image credit: iphonehacks.comTransparency is another cornerstone of Uber's design strategy. By openly displaying key operational aspects, such as the dynamic
calculation of arrival times, Uber fosters trust and appreciation among its users. This transparency ensures that users are not burdened with unnecessary technical details, yet they receive enough information to understand the efforts made to optimize their experience.Additionally, Uber excels in setting and communicating clear expectations for the
ride journey. By detailing each phase of the ride process, from car arrival to destination reach, Uber keeps users informed about their progress towards their goal, enhancing the overall experience and anticipation.Moreover, Uber's design extends to features like safety protocols, real-time tracking, and easy payment options, which collectively
contribute to a user-friendly, reliable, and efficient service. This holistic, user-centric design approach has not only solved practical transportation challenges but has also redefined the very fabric of urban mobility, making Uber an indispensable tool in daily life. Through design thinking, Uber has successfully transformed the concept of getting from
point A to point B into an experience that users value and rely upon.IBMImage credit: design-thinking-association.orgBridget van Kralingen, senior vice president of IBM Global Business Services, recently told: Theres no longer any real distinction between business strategy and the design of the user experience and these words make a big
difference.IBM design has gone through many stages in its development ("good design is good business"), and now the company provides design services and invests $100 million in implementing principles of design thinking in their organization.In 2014, IBM used design thinking when creating Bluemix (now IBM Cloud), a cloud platform for
application development. IBMs main goal was to help developers in big companies create cloud applications much faster. Researching their target audience allowed IBM to create an easy-to-use and functional platform that attracted more than 1 000 000 developers.Here are three main points why all these developers fall in love with Bluemix:Choice.
Bluemix allows to build a consistent application that can run both on and off premise. It helps to reduce the cost and time developers spend on setting up infrastructureExtensive catalog with tools. Bluemix offers almost 150 tools and services that propels you months ahead in development (e.g. Internet of Things for secure data collection, Watson for
cognitive computing services, etc.)Image credit: balena.ioMethodology. Using the DevOps tool chain allows to easily scale your projects.Thats how identifying pains and needs of the target audience allowed IBM create a platform that helps developers quickly build applications.IntuitIntuit is a global platform that helps its customers cope with financial
issues (accounting, tax preparation, etc.). Back in 2006, Scott Cook, the founder of Intuit decided that his accounting software company has to be more innovative. Inspired by an article about design thinking written by Roger Martin, Cook started thinking about how this approach can help to develop and improve his product. First of all, Intuits team
identified the problem. Most people hate spreadsheet-based personal finance tracking solutions, and they stop using them as soon as they start. The research of competitors helped to realize that existing solutions are suitable for professional accountants but difficult to use for an average person. Although there is a need for financial planning for
individuals or small businesses as well.The solution was to create an easy-to-use and consistent UX. When Intuit introduced its software to help people control their finances, there were 46 similar products on the market. At the beginning of the journey, they joked that at that moment they had the "47th mover advantage." The basic version of Intuit
offered only a third of all available features, but with a great design. Instead of spreadsheets, the program displays familiar images with check receipts on them. Image credit: quickbooks.intuit.comBecause of its extremely intuitive design, Intuit immediately became the market leader in personal finance software.Image credit: quickbooks.intuit.comAs
a result, Intuit has shown software companies that good design is something every industry should care about. You can use empathy to create well-designed software that can both solve business problems and serve people. Think of people and they will think about youTo make a successful product you need to put user needs at the center of your
efforts focusing on designing usable, delightful, and efficient experiences. Design thinking helps you to understand real peoples needs and problems and uncovers ways of improving user experiences.So, dont hesitate to make design thinking a part of your company culture. It will promote creating products that deeply resonate with your customers
ultimately driving engagement and growth.And if you need help in creating products that show how much you care about your customers, come to Eleken for a human-centered UI/UX design. No hiring hustle. No sluggish agency timelines. Just a dedicated designer ready to start tomorrow and rapidly iterate your way to great UI/UXIt'll take you 2, 3,
or even 4 months to hire one. You know the drill: post job openings, sort through applicants, interview candidates, chase the top picks, wait weeks for them to join, and then onboard.Skip the hiring headache and get straight to the solutions. We can provide you with a dedicated designer tomorrow.You might think a total redesign is the answer, but it
can make things even worse. Existing customers are used to how the app works now. If you make massive changes out of nowhere, you'll confuse and push away your loyal users.You need an iterative redesign. Implement small updates gradually, and within a few months, you'll have a fresh interface.An efficient design process saves time and money
when testing your vision.No need to reinvent the wheel. Use well-known UX patterns to quickly create clickable prototypes and get real feedback before development begins. Leverage standard component libraries like Ant Design or Tailwind to speed up development.are not flexible enough in their processesare flexible, but may not always be
reliablelack the transparency that in-house designers offerlack the team expertise that design agencies haveNone of the above were tailor-made to design SaaS products. No wonder choosing the right design service feels like trying to fit a square peg into a round hole.The designs helped us to generate significant customer excitement and help
investors align with our product's vision and potential.Our partnership with Eleken ended up being our ideal scenario. Subscription structure and one-on-one designer approach is great.The value proposition is very high with Eleken their rates are fair and their team is excellent.As a startup, we have been working towards product market fit. This
involves demonstrations to potential users and investors. The improvements to our Ul have led to new business as well as interest from investors.Eleken deliverables have been perfectly in line with initial expectations. They made our collaboration extremely effective and productive.The team at Eleken are true professionals and I felt as though we
were immediately getting value from our collaboration.What impressed us the most about Eleken is their ability to delve deep into a complex product and deliver exceptional design solutions.I found their designers are very independent, can work without too much oversight and are great at onboarding onto the project.The most impressive aspect of
this company is the collaboration between the UX engineer and our team.So many consulting companies claim they provide fantastic customer support but often find out after the contract is signed that this isn't the case. This is not the situation with Eleken. Their engineer and project manager have been easy to get a hold of and have been in constant
contact with our teamWhenever we ask them for something, they have it ready by the next day. If we cant provide immediate feedback, they keep working on other things to avoid wasting time waiting.They were able to really listen to us and learn about our business, to be open to the changes that we brought. Next to the fact that design skills are
top-notch.They were professional to the core and ensured that they deliver no matter what. NWORXS3 design has been a success story. We have deployed NWORXS3 at multiple enterprises since the redesign. We have seen a significant decrease in the 'UX friction' feedback from end users.User feedback has changed from "this looks complicated" to
"this looks easy", and our software went from a prototype, to actual, real, usable software.Having one designer and main point of contact working on our products was a huge time- and money-saver.We filter out 99% of candidates who dont make the cut in soft skillsOnly those who communicate fluently get hired to ElekenEvery newcomer gets a 3-
month training to improve hard skillsStart with a trial to see if you click with your designerYour specialist is backed by our Head of Design supervising the projectBegin with a no-commitment trial to ensure we're the right fit for you.Audit in case of redesign, product discovery and competitor analysis if we design from scratch. Building the app's
structure as a final step here.You get several UI/UX design options with variations in typography, icons and colors. The preferred one gets iterated until the final design is ready.We don't develop software, but we make sure your developers have everything they need to implement the product we've designed.We stay engaged for as long as you need
us, making sure our designs are implemented smoothly.This doesnt mean ignoring the users. Every business will benefit from understanding its users better and making the product better for them. Being user-centered is a good thing. But its a good thing because its good for the business.Well-thought information architecture and navigation makes
complex apps easy to use. Beautiful interfaces make those apps emotionally appealing.Theres no place for overnight success. We work in short iterations, moving to the result bit by bit, and expect your consistent feedback.You have no time to communicate with a designerYou are not SaaSYou want us to design a logo, landing page or bannerYour
budget for a design project is under 10You expect your app to be magically designed overnightWe can provide as many designers as you need to complete your project and not add a single employee to your payroll. We'll work with you throughout the process until you are satisfied with the final product, on schedule.Choosing a designer on the web is
often a game of luck. Theres no way to verify their...until you start workingThe shortest contract we offer is 2 months. However, many of our clients stick around for much longer, sometimes even for years.Not at Eleken. We focus purely on product design for SaaS. But our sister company, TodayMade, specializes in marketing design and offers a
subscription service that covers everything from ad creatives to motion design.Absolutely, our UI/UX design agency handles both web and mobile interfaces. While we don't take on landing pages as standalone projects, if we're designing your product, we'll definitely make those landing pages part of the whole experience.Most of our designers are in
GMT+2, while our clients are mainly in the US. So, here's how we make it work:If you're on the US East Coast, for instance, you're 7 hours behind us. We can catch up and have meetings until your noon.Then, while you're off, we're working away, and by the time you're up the next day, you'll see we've made some magic happen overnight.Plus, we
often send you updates through Loom videos, so you can check them out whenever it's convenient for you.You can start with a designer pretty much tomorrow. We are a SaaS design company that always has a few designers on the bench, ready to jump in if you need something done urgently.Or course! You can get a full-time or a part-time designer
at Eleken. For more details, please check our pricing page.Sure, during the trial intro call, feel free to ask your designer some questions and request to see some of their works. Generally, though, Eleken handles the selection process. It's our responsibility to hire, train, and match you with the best designer for your project. With years of experience,
our SaaS design company got a pretty good track record of getting it right.It's pretty rare, but if you're not clicking with a designer, you can always expect a replacement.Complex & technical B2B challenges? That's where we shine. As a design agency for SaaS, we have navigated everything from Al-driven analytics to geospatial mapping projects.
Got a tough challenge for us? Were all ears.Absolutely! We ensure our designers blend into your team as if they were in-house. They'll hop onto your Slack, dive into your task tracker, and be right there with you on calls. It's all about making collaboration as smooth as possible.Our subscription model is designed for flexibility, so you can adjust your
team size up or down based on your needs. It's a feature our clients find incredibly useful because it gives them a level of freedom that's hard to find with an in-house team. #TermDefinition1A/B TestingA method of comparing two versions of a product or design to determine which one performs better based on user feedback and data.2AffordanceA
design feature that suggests how an object should be used, such as the shape of a button that indicates it can be pressed.3Agile DevelopmentA design and development approach that emphasizes collaboration, flexibility, and a focus on delivering working products quickly, often through iterative cycles of design, testing, and
feedback.4AnthropologyThe study of human behavior, culture, and society, which can be applied in UX design to understand user needs, behaviors, and preferences.5ArchitectureThe art and science of designing and constructing buildings and structures, which can be applied in UX design to plan and organize digital products and interfaces.6Card
SortingA method of user research that involves asking users to organize topics or information into categories to identify patterns and relationships that can inform the design of navigation and information architecture.7Cognitive LoadThe amount of mental effort required to complete a task or process, which can impact user experience and influence
design decisions.8Design SprintA time-boxed design and development process that typically spans one to two weeks and involves cross-functional teams collaborating to define, prototype, test, and refine a product or feature.9Design ThinkingA problem-solving and innovation methodology that emphasizes empathy, experimentation, iteration, and a
focus on user needs and perspectives.10EmpathyThe ability to understand and share the feelings, experiences, and perspectives of others, which is a key aspect of user-centered design and user research.11FlowA state of optimal experience where users are fully engaged and focused on a task or activity, often achieved through intuitive and seamless
design and interaction.12GamificationThe use of game-like elements and mechanics, such as points, badges, and leaderboards, in non-game contexts to increase user engagement, motivation, and satisfaction.13Gestalt PrinciplesA set of principles in psychology and design that describe how people perceive and interpret visual information, such as
proximity, similarity, and continuity.14HeuristicsA set of general principles or guidelines that can be used to evaluate and improve the usability and user experience of a product or interface.15Human-Centered DesignA design approach that prioritizes the needs and perspectives of users throughout the design process, from research and ideation to
prototyping and testing.16IconographyThe use of visual symbols or icons to represent concepts, objects, or actions, which can improve usability and communicate information quickly and effectively.17Information ArchitectureThe organization and structure of information in a digital product or interface, which can impact usability and user experience
by making content more discoverable, understandable, and accessible.18Interaction DesignThe design of the interactive elements and behaviors of a digital product or interface, such as buttons, menus, and animations, which can impact usability, engagement, and satisfaction. #TermDefinition21EmpathyA key principle of design thinking that
involves understanding and sharing the feelings and experiences of others. In the context of UX design, empathy is used to gain a deeper understanding of users and their needs, which can inform the design of products and services that better meet those needs.22EthnographyA research method that involves observing and studying the behaviors,
attitudes, and social practices of a group of people in their natural setting. In UX design, ethnographic research can be used to gain a deeper understanding of users and their context, which can inform the design of products and services that better meet their needs.23Experience mappingA design method used to visualize and understand a users
experience with a product or service. Experience maps typically include a series of touchpoints, or interactions between the user and the product or service, and are used to identify pain points and areas for improvement in the user experience.24FigmaA cloud-based design tool that allows designers to create, collaborate on, and share user interfaces
and other design assets. Figma is popular among UX designers for its collaborative features and its ability to create responsive design layouts.25FlowThe sense of being fully immersed and focused in an activity, often referred to as being in the zone. In UX design, flow refers to creating a user experience that allows users to become fully engaged and
absorbed in an activity, without distractions or interruptions.26GamificationThe use of game-like elements, such as points, badges, and leaderboards, in non-game contexts to encourage engagement and participation. In UX design, gamification can be used to motivate users to complete tasks, learn new skills, or engage with a product or service in a
more playful and interactive way.27Heuristic evaluationA usability inspection method in which a group of evaluators assesses a product or service against a set of design principles or heuristics. Heuristic evaluation is a quick and cost-effective way to identify potential usability issues and can be done early in the design process to inform
improvements.28Human-centered designA design philosophy that places the needs, wants, and experiences of users at the center of the design process. Human-centered design involves empathy, iteration, and prototyping to create products and services that meet the needs and desires of the people who will use them.29Information architectureThe
process of organizing and structuring content to make it easy to find, understand, and navigate. In UX design, information architecture is used to create clear and intuitive navigation and labeling systems that help users quickly and easily find the content they need.30Interaction designThe design of digital products and services that focuses on how
users interact with and experience those products. Interaction design involves creating intuitive, usable, and engaging interfaces that allow users to achieve their goals in a seamless and enjoyable way. #TermDefinition31EmpathyThe ability to understand and share the feelings of others. In design thinking, empathy is a key component of the process
of gaining a deep understanding of users.32FlowA state of focused concentration that occurs when the user is fully engaged in the experience. UX designers strive to create products that enable flow.33FramerateThe rate at which a device displays images on the screen. A high framerate can contribute to a better user experience.34GamificationThe
use of game design elements in non-game contexts. Gamification is often used to increase user engagement and motivation.35Gestalt PrinciplesA set of principles that describe how humans perceive visual elements and organize them into meaningful patterns.36HeuristicsA set of rules or guidelines used to make decisions and solve problems. In UX
design, heuristics can be used to evaluate the usability of a product.37HierarchyThe organization of content or elements in order of importance or relevance. A clear hierarchy can help users understand the structure of a product.38Human-Centered DesignAn approach to design that puts the needs and wants of the user at the center of the design
process.39Information ArchitectureThe organization and structure of information within a product or website. A well-designed information architecture can improve usability and user experience.40Interaction DesignThe design of digital interfaces and interactions between users and products. Interaction design aims to create products that are
intuitive and easy to use.41IterationThe process of repeating a design cycle in order to refine and improve a product. Iteration is a key component of design thinking.42Journey MapA visual representation of the users experience with a product or service. Journey maps can help identify pain points and opportunities for improvement.43Kano ModelA
framework for understanding customer satisfaction based on their expectations and perceptions of a products features.44KerningThe adjustment of the spacing between letters in typography. Proper kerning can improve the legibility and aesthetics of text.45Lean UXAn approach to UX design that emphasizes rapid experimentation and iteration. Lean
UX aims to create products that are both useful and usable.46Mental ModelA persons internal representation of how something works. In UX design, understanding the users mental model is crucial for creating an intuitive product.47MicrointeractionsSmall interactions within a product that are designed to be both functional and delightful.
Microinteractions can contribute to a positive user experience.48Mind MappingA visual technique for organizing and generating ideas. Mind mapping can be used in the ideation phase of design thinking.49MockupA visual representation of a design, often created in the early stages of the design process. Mockups can help designers communicate
their ideas to stakeholders.50Mood BoardA visual collage of images, colors, and textures used to convey the aesthetic and emotional aspects of a design.51NavigationThe system or method used to move through a product or website. Navigation should be intuitive and easy to use for the user. #TermDefinition52Minimum Viable Product (MVP)A
product with just enough features to satisfy early customers and provide feedback for future development53MockupA rough, visual representation of a design idea or concept54Navigation DesignThe process of designing and structuring the navigation system of a website or application55Paper PrototypeA low-fidelity prototype that is hand-drawn or
printed on paper56PersonasFictional characters that represent different user types and their characteristics57PrototypingThe process of creating and testing different versions of a design idea or conceptb8Rapid PrototypingA fast and iterative prototyping process that involves creating quick and simple prototypes59Responsive DesignThe process of
designing a website or application to adapt to different screen sizes and devices60StoryboardingA technique for planning and visualizing the flow of a design idea or concept61Style GuideA document that outlines the visual and design standards for a project or brand62Task AnalysisThe process of breaking down a user task into smaller, more
manageable steps63UI (User Interface)The visual and interactive elements of a website or application that users interact with64UX (User Experience)The overall experience and satisfaction that a user has when interacting with a product or service65UsabilityThe extent to which a product or service is easy and efficient to use by its intended
users66User-Centered Design (UCD)A design approach that focuses on understanding the needs and goals of users and prioritizing them67User FlowsA visual representation of the path that a user takes through a website or application68User JourneyThe complete experience that a user has when using a product or service69User ResearchThe
process of gathering data and feedback from users to inform the design of a product or service70User StoriesShort, simple descriptions of a users needs and goals that can be used to guide the design process71User TestingThe process of observing and evaluating how users interact with a product or service72Visual DesignThe use of typography,
color, imagery, and other visual elements to communicate a design concept73WireframeA low-fidelity visual representation of a website or application that outlines its structure74WorkflowThe sequence of steps and tasks that make up a process or user task75Zoom-InA technique for examining and understanding a design concept at a high level and
then in more detail76Zoom-OutA technique for examining and understanding a design concept at a low level and then in broader context7780/20 RuleThe principle that 80% of the effects come from 20% of the causes, which can be applied to design decisions and priorities The need for skilled digital workers is more significant than ever. However,
traditional education methods are not always effective in preparing these workers for the Translated by Google, shamelessly adjusted and boldly commented by Adrien [AB] Disclaimer: Important Remark before reading: The LinkedIn Word editor has limitations, and I found In todays business landscape, engaging customers and employees is more
important than ever before. With a vast array of products and services available, businesses must TL;DR? Cant bear Second Degree writing style. I get it. Start by reading the Case Context section at the end of this article. Spoiler Alert: Digital transformation has become a buzzword over the past few years as more and more businesses try to use
technology to change their operations and Lets dive in here, and go in-depth with a program construction mindset: So, what does it take? Lets start with a batch of KSAOs by I. Dont Make Me Think by Steve Krug Dont Make Me Think is a seminal book in the field of UX design. In this book, Mental health disorders affect millions of people worldwide,
yet many individuals do not receive the treatment they need due to various reasons such as lack KSAOs List Definitions and Disclaimer KSAO is an acronym that stands for Knowledge, Skills, Abilities, and Other characteristics. It is a framework used in the Here is a list of 100 Gamification and Gamification related topics, words and their respective
definition: # Name Definition 1 Affordances The perceived opportunities and Design thinking is both an ideology and a process, concerned with solving complex problems in a highly user-centric way.In this guide, well give you a detailed definition of design thinking, illustrate exactly what the process involves, and underline why it matters: What is the
value of design thinking, and in what contexts is it particularly useful?Well also analyze the relationship between user experience design and design thinking and discuss two real-world case studies that show design thinking in action.All sound a little overwhelming? Dont worryweve broken the guide down into digestible chunks.If you want to skip to a
certain section, just click on the relevant menu heading and youll go straight there.Ready to explore the fascinating world of Design Thinking? Lets go!1. What is Design Thinking?Design thinking is an approach used for practical and creative problem-solving. It is based heavily on the methods and processes that designers use (hence the name), but it
has actually evolved from a range of different fieldsincluding architecture, engineering and business. Design thinking can also be applied to any field; it doesnt necessarily have to be design-specific.For an audio-visual introduction, watch this video from design expert and CareerFoundry mentor, Camren Browne:Its important to note that design
thinking is different from user-centered design. Learn more about this other approach to design here: Design Thinking vs. User-Centered Design.Design thinking is extremely user-centric. It focuses on humans first and foremost, seeking to understand peoples needs and come up with effective solutions to meet those needs. It is what we call a
solution-based approach to problem-solving.What does this actually mean? Lets take a look.Whats the difference between Solution-Based and Problem-Based Thinking?As the name suggests, solution-based thinking focuses on finding solutions; coming up with something constructive to effectively tackle a certain problem. This is the opposite of
problem-based thinking, which tends to fixate on obstacles and limitations.A good example of these two approaches in action is an empirical study carried out by Bryan Lawson, a Professor of Architecture at the University of Sheffield. Lawson wanted to investigate how a group of designers and a group of scientists would approach a particular
problem.He set each group the task of creating one-layer structures from a set of coloured blocks. The perimeter of the structure had to use either as many red bricks or as many blue bricks as possible (we can think of this is as the solution, the desired outcome), but there were unspecified rules regarding the placement and relationship of some of
the blocks (the problem or limitation).Lawson published his findings in his book How Designers Think, in which he observed that the scientists focused on identifying the problem (problem-based thinking) whilst the designers prioritized the need to find the right solution:The scientists adopted a technique of trying out a series of designs which used as
many different blocks and combinations of blocks as possible as quickly as possible. Thus they tried to maximise the information available to them about the allowed combinations. If they could discover the rule governing which combinations of blocks were allowed, they could then search for an arrangement which would optimise the required colour
around the layout.The designers, on the other hand:selected their blocks in order to achieve the appropriately coloured perimeter. If this proved not to be an acceptable combination, then the next most favourably coloured block combination would be substituted and so on until an acceptable solution was discovered.Lawsons findings go to the heart of
what Design Thinking is all about: its an iterative process which favours ongoing experimentation until the right solution is found.To learn more, check out this video introduction to design thinking, led by expert designer Camren Browne. For now, lets take a look at the design thinking process and what that entails.2. What is the Design Thinking
process?As already mentioned, the Design Thinking process is progressive and highly user-centric. Before looking at the process in more detail, lets consider the four principles of Design Thinking as laid out by Christoph Meinel and Harry Leifer of the Hasso-Plattner-Institute of Design at Stanford University, California.The Four Principles of Design
Thinking The human rule: No matter what the context, all design activity is social in nature, and any social innovation will bring us back to the human-centric point of view. The ambiguity rule: Ambiguity is inevitable, and it cannot be removed or oversimplified. Experimenting at the limits of your knowledge and ability is crucial in being able to see
things differently. The redesign rule: All design is redesign. While technology and social circumstances may change and evolve, basic human needs remain unchanged. We essentially only redesign the means of fulfilling these needs or reaching desired outcomes. The tangibility rule: Making ideas tangible in the form of prototypes enables designers to
communicate them more effectively.The Five Phases of Design ThinkingBased on these four principles, the Design Thinking process can be broken down into five steps or phases, as per the aforementioned Hasso-Plattner-Institute of Design at Stanford (otherwise known as d.school): Empathise, Define, Ideate, Prototype and Test. Lets explore each of
these in more detail.Phase 1: EmpathiseEmpathy provides the critical starting point for Design Thinking. The first stage of the process is spent getting to know the user and understanding their wants, needs and objectives.This means observing and engaging with people in order to understand them on a psychological and emotional level. During this
phase, the designer seeks to set aside their assumptions and gather real insights about the user. Learn all about key empathy-building methods in our guide.Phase 2: DefineThe second stage in the Design Thinking process is dedicated to defining the problem. Youll gather all of your findings from the empathise phase and start to make sense of them:
what difficulties and barriers are your users coming up against? What patterns do you observe? What is the big user problem that your team needs to solve?By the end of the define phase, you will have a clear problem statement. The key here is to frame the problem in a user-centered way; rather than saying We need to, frame it in terms of your
user: Retirees in the Bay area needOnce youve formulated the problem into words, you can start to come up with solutions and ideas which brings us onto stage three.Phase 3: IdeateWith a solid understanding of your users and a clear problem statement in mind, its time to start working on potential solutions. The third phase in the Design Thinking
process is where the creativity happens, and its crucial to point out that the ideation stage is a judgement-free zone!Designers will hold ideation sessions in order to come up with as many new angles and ideas as possible. There are many different types of ideation technique that designers might use, from brainstorming and mindmapping to
bodystorming (roleplay scenarios) and provocationan extreme lateral-thinking technique that gets the designer to challenge established beliefs and explore new options and alternatives.Towards the end of the ideation phase, youll narrow it down to a few ideas with which to move forward. You can learn about all the most important ideation
techniques in this guide.Phase 4: PrototypeThe fourth step in the Design Thinking process is all about experimentation and turning ideas into tangible products. A prototype is basically a scaled-down version of the product which incorporates the potential solutions identified in the previous stages. This step is key in putting each solution to the test
and highlighting any constraints and flaws.Throughout the prototype stage, the proposed solutions may be accepted, improved, redesigned or rejected depending on how they fare in prototype form. You can read all about the prototyping stage of Design Thinking in our in-depth guide.Phase 5: TestAfter prototyping comes user testing, but its
important to note that this is rarely the end of the Design Thinking process. In reality, the results of the testing phase will often lead you back to a previous step, providing the insights you need to redefine the original problem statement or to come up with new ideas you hadnt thought of before. Learn all about user testing in this guide.Is Design
Thinking a linear process?No! You might look at these clearly defined steps and see a very logical sequence with a set order. However, the Design Thinking process is not linear; it is flexible and fluid, looping back and around and in on itself! With each new discovery that a certain phase brings, youll need to rethink and redefine what youve done
beforeyoull never be moving in a straight line!3. What is the purpose of Design Thinking?Now we know more about how Design Thinking works, lets consider why it matters. There are many benefits of using a Design Thinking approachbe it in a business, educational, personal or social context.First and foremost, Design Thinking fosters creativity and
innovation. As human beings, we rely on the knowledge and experiences we have accumulated to inform our actions. We form patterns and habits that, while useful in certain situations, can limit our view of things when it comes to problem-solving.Rather than repeating the same tried-and-tested methods, Design Thinking encourages us to remove
our blinkers and consider alternative solutions. The entire process lends itself to challenging assumptions and exploring new pathways and ideas.Design Thinking is often cited as the healthy middle ground of problem-solvingit is not steeped wholly in emotion and intuition, nor does it rely solely on analytics, science and rationale; it uses a mixture of
both.Another great benefit of Design Thinking is that it puts humans first. By focusing so heavily on empathy, it encourages businesses and organizations to consider the real people who use their products and servicesmeaning they are much more likely to hit the mark when it comes to creating meaningful user experiences. For the user, this means
better, more useful products that actually improve our lives. For businesses, this means happy customers and a healthier bottom line.Whats a wicked problem in Design Thinking?Design Thinking is especially useful when it comes to solving wicked problems. The term wicked problem was coined by design theorist Horst Rittel in the 1970s to describe
particularly tricky problems that are highly ambiguous in nature.With wicked problems, there are many unknown factors; unlike tame problems, there is no definitive solution. In fact, solving one aspect of a wicked problem is likely to reveal or give rise to further challenges. Another key characteristic of wicked problems is that they have no stopping
point; as the nature of the problem changes over time, so must the solution.Solving wicked problems is therefore an ongoing process that requires Design Thinking! Some examples of wicked problems in our society today include things like poverty, hunger, and climate change.If youd like to learn more about them, and how Design Thinking can help
tackle them, check out our full guide to wicked problems.4. Design Thinking in the workplace: How do Design Thinking, lean, and agile work together?Now we know what Design Thinking is, lets consider how it fits into the overall product design process. You may be familiar with the terms lean and agileand, as a UX designer, its important to
understand how these three approaches work together.What are lean and agile?Based on the principles of lean manufacturing, lean UX focuses on streamlining the design process as much as possibleminimizing waste and maximizing value. Some core tenets of lean UX are: Cross-functional collaboration between designers, engineers, and product
managers. Gathering feedback quickly and continuously, ensuring that youre constantly learning and adapting as you go. Deciding as late as possible and delivering fast, with less focus on long-term deliverables. A strong emphasis on how the team operates as a whole.Lean UX is a technique that works in conjunction with agile development methods.
Agile is a software development process that works in iterative, incremental cycles known as sprints. Unlike traditional development methods, agile is flexible and adaptive. Based on the Agile Development Manifesto created in 2001, agile adheres to the following principles: Individuals and interactions over processes and tools. Working software over
comprehensive documentation. Customer collaboration over contract negotiation. Responding to change over following a plan.Combining Design Thinking with lean and agileDesign Thinking, lean, and agile are often seen as three separate approaches. Companies and teams will ask themselves whether to use lean or agile or Design Thinkingbut
actually, they can (and should!) be merged for optimal results.Why? Because applying Design Thinking in a lean, agile environment helps to create a product development process that is not only user-centric, but also highly efficient from a business perspective. While its true that each approach has its own modus operandi, there is also significant
overlap.Combining principles from each can be crucial in keeping cross-functional teams on the same pageensuring that designers, developers, product managers, and business stakeholders are all collaborating on one common vision.So how do Design Thinking, lean, and agile work together?As Jonny Schneider, Product Strategy and Design Principal
at ThoughtWorks, explains: Design Thinking is how we explore and solve problems; Lean is our framework for testing our beliefs and learning our way to the right outcomes; Agile is how we adapt to changing conditions with software.Thats all well and good, but what does it look like in practice?As weve learned, Design Thinking is a solution-based
approach to exploring and solving problems. It focuses on generating ideas with a specific problem in mind, keeping the user at the heart of the process throughout. Once youve established and designed a suitable solution, youll start to incorporate lean principlestesting your ideas, gathering quick and ongoing feedback to see what workswith
particular emphasis on cross-team collaboration and overcoming departmental silos.Agile ties all of this into short sprint cycles, allowing for adaptability in the face of change. In an agile environment, products are improved and built upon incrementally. Again, cross-team collaboration plays a crucial role; agile is all about delivering value that
benefits both the end user and the business as a whole.Together, Design Thinking, lean, and agile cut out unnecessary processes and documentation, leveraging the contributions of all key stakeholders for continuous delivery and improvement.5. What are the benefits of Design Thinking at work?As a designer, you have a pivotal role to play in shaping
the products and experiences that your company puts to market. Integrating Design Thinking into your process can add huge business value, ultimately ensuring that the products you design are not only desirable for customers, but also viable in terms of company budget and resources.With that in mind, lets consider some of the main benefits of
using Design Thinking at work: Significantly reduces time-to-market: With its emphasis on problem-solving and finding viable solutions, Design Thinking can significantly reduce the amount of time spent on design and developmentespecially in combination with lean and agile. Cost savings and a great ROI: Getting successful products to market faster
ultimately saves the business money. Design Thinking has been proven to yield a significant return on investment; teams that are applying IBMs Design Thinking practices, for example, have calculated an ROI of up to 300% as a result. Improves customer retention and loyalty: Design Thinking ensures a user-centric approach, which ultimately boosts
user engagement and customer retention in the long term. Fosters innovation: Design Thinking is all about challenging assumptions and established beliefs, encouraging all stakeholders to think outside the box. This fosters a culture of innovation which extends well beyond the design team. Can be applied company-wide: The great thing about Design
Thinking is that its not just for designers. It leverages group thinking and encourages cross-team collaboration. Whats more, it can be applied to virtually any team in any industry.Whether youre establishing a Design Thinking culture on a company-wide scale, or simply trying to improve your approach to user-centric design, Design Thinking will help
you to innovate, focus on the user, and ultimately design products that solve real user problems.6. Design Thinking methodology in action: Case studiesSo weve looked in quite some detail at the theory behind Design Thinking and the processes involved but what does this look like in action? Lets explore some case studies where Design Thinking has
made a huge real-world impact.Healthcare Case Study: How Design Thinking transformed the Rotterdam Eye HospitalExecutives at the Rotterdam Eye Hospital wanted to transform the patient experience from the typically grim, anxiety-riddled affair into something much more pleasant and personal. To do this, they incorporated Design Thinking and
design principles into their planning process. Heres how they did it:EmpathiseFirst, they set out to understand their target user patients entering the hospital for treatment. The hospital CEO, CFO, managers, staff and doctors established that most patients came into hospital with the fear of going blind.DefineBased on their findings from the
empathise stage, they determined that fear reduction needed to be a priority. Their problem statement may have looked something like the following: Patients coming into our hospital need to feel comfortable and at ease.ldeateArmed with a deep understanding of their patients and a clear mission statement, they started to brainstorm potential
solutions. As any good design thinker would, they sought inspiration from a range of both likely and unlikely sources. They looked to flagship airline KLM and supermarket chain Albert Heijn to learn about scheduling, for example, while turning to other medical organizations for inspiration on operational excellence.Prototypeln the prototyping stage,
the team presented the most promising ideas they had come up with so far to those in charge of caregiving at the hospital. These teams of caregivers then used these insights to design informal, small-scale experiments that could test a potential solution and see if it was worthy of wide-scale adoption.TestThe testing phase consisted of running the
aforementioned experiments and seeing if they took off. As Dirk Deichmann and Roel van der Heijde explain, the transition to formal adoption of these ideas tended to be more gradual. If an idea worked, sooner or later other groups would ask if they could try it too, and the best ideas spread organically.The outcomeBy adopting a Design Thinking
approach, the Rotterdam Eye Hospital were able to get to the heart of their users needs and find effective solutions to fulfil them. In doing so, they have greatly improved the user experience: patient intake has risen 47%, and the hospital has since won several awards for safety, quality and design.Business Case Study: How Design Thinking helped
financial service provider MLP regain consumer trustAfter the financial crisis hit, financial service provider MLP found that consumer trust was at an all-time low. They needed to re-engage with their target users and come up with new ways of building trust. In search of innovation, they decided to test out a Design Thinking approach. Heres what
they learned:EmpathiseBy focusing on their users and making a conscious effort to understand their needs first-hand, MLP learned that the assumptions theyd been going on were not so accurate after all. As Thomas Freese, division manager for marketing at MLP, explains:We always used to speak to customers about the goals they want to achieve.
But they do not want to commit to a certain goal, as they often do not know themselves what that is. Rather, they want to talk about their ideas as it is more open and flexible regarding their financial planning.DefineWith this newfound empathy for their users, MLP were able to reframe their mission statement. They knew that they needed to rebuild
consumer trust, and that the way to do this would be to speak to the customer in their own language and become a more relatable brand.Ideate and PrototypeDuring the ideate and prototype phases, they decided to experiment with a completely new image. Instead of the formal business attire typically associated with the financial sector, the MLP
team members went out in casual clothing. They tested Lego prototypes and homemade posters in designated hotspots including a university campus and train stations.TestBy testing this new approach, they learned some extremely valuable lessons about their users and how to communicate with them. They found that even something as simple as
dressing more casually had a huge impact in reducing the negative connotations associated with financial services. They also learned the value of asking open questions; rather than trying to sell their prototype, Design Thinking taught them to ask questions that focus on the users needs.The OutcomeTheir first foray into Design Thinking proved to be
a huge learning curve for MLP. Taking the time to speak to their users gave them the insights they needed to redesign their messaging, allowing them to start marketing much more effectively.In light of their findings, MLP opened up a new office space in a student district, putting their editorial and social media teams in close proximity to their
customer base. Of course, Design Thinking is an iterative process, so this is just one way in which MLP hopes to continue learning to speak their customers language.7. What is the relationship between Design Thinking and UX Design?At this point, youve no doubt noticed lots of similarities between Design Thinking and user experience design, and
may be wondering how they relate to one another. Both are extremely user-centric and driven by empathy, and UX designers will use many of the steps laid out in the Design Thinking process, such as user research, prototyping and testing.Despite these similarities, there are certain distinctions that can be made between the two. For one, the impact
of Design Thinking is often felt on a more strategic level; it explores a problem spacein the context of understanding users, technological feasibility, and business requirementsto discover possible solutions. As we have seen from the Rotterdam Eye Hospital and MLP case studies, Design Thinking is embraced and implemented by all different teams
across the business, including C-level executives.If Design Thinking focuses on finding solutions, UX design is concerned with actually designing these solutions and making sure they are usable, accessible and pleasant for the user.You can think of Design Thinking as a toolset that UX designers dip into, and if youre operating within the UX design
field, it is one of many crucial methodologies youll rely on when it comes to creating fantastic user experiences. You can learn more about UX Design and Design Thinking in our UX Design Course, as well as earn a design thinking certification by completing a course in it.Further readingWant to see what design thinking looks like in practice? Heres
an article for you: 5 Game-Changing Examples of Design Thinking.And if youre new to the design field and wondering what all these newfangled terms mean, you may well be interested in the following guides: HandWikiWiki Encyclopedia of KnowledgeHandWiki is a wiki encyclopedia for collaborative editing of articles on computing, science,
technology and general knowledge. Registered users can post and edit articles, books, manuals and tutorials. Login or request account using the top-right menu. Read more here. Featured Article Carl JungSynchronicity is a concept first introduced by psychologist Carl G. Jung to describe circumstances that appear meaningfully related yet lack a
causal connection. In contemporary research, synchronicity experiences refer to one's subjective experience that coincidences between events in one's mind and the outside world may be causally unrelated to each other yet have some other unknown connection...Read More Did You Know?Designed World is a YouTube channel dedicated to
unexplained phenomena and unusual observations. Submit your favorite remarkable cases related to unexplained, and the channel will create a visual short story. Read more and subscribe You can publish encyclopedic articles and blogs using a decentralized publishing platform called EnHub (enhub.org). The articles can also be saved and
downloaded using the ZWI file format. 6174 is the Kaprekar's constant, but it is often called "magic number". At first glance, the number 6174 looks like any other number, but .. Read More How to Manage Concurrent Editing and Version Conflicts in Headless CMSWhile a lot of this content is produced at a rapid pace, it's not uncommon for multiple
team members to be working on the same piece of content at the same time. Consider large enterprises with content in review across departments ... Read moreCan you hold 70,000 books in one hand?If you are reading this blog, you are a certifiable smart person and probably know about Project Gutenberg (PG)... Read more Wiki of Our
SponsorsDataMelt is a free software for numeric computation, mathematics, statistics, symbolic calculations, data analysis and data visualization. The program runs on Windows/Mac OS/Linux..Read More..Mathematics and Computer ScienceHere are articles on abstract concepts related to computing in a broad sense. Such topics unify foundations of
mathematics with computations using computers, and can be applied to many branches of science, finance or technology.Mathematics is an essential tool in computing, but computers are used as a main tool in mathematical problem solving.These topics cover all branches of mathematics, statistics, computer science, data analysis, machine learning
and information science. Natural and Formal SciencesThe portals "Natural nd Formal Sciences" are dedicated to the study of natural phenomena and physical world. HumanitiesHere are the portals dedicated to the study of aspects of human society and culture. This group of topics includes arts, practices and procedures used to maintain state of
physical, social and mental well-being. Technology, Tools and FinanceHere are articles dedicated to various technology topics (building complex devices and machines), software (computer programs and operating systems) and finance (study of money and investments). Companies, Organizations and PeopleHere are articles about organizations,
companies and people contributing to research and technology.They serve to support the citations in HandWiki's research articles and books. Books, Monographs, Manuals and TutorialsHere are books, monographs and tutorials. Books and manuals are organized as collections of articles, and typically span many wiki pages.A monograph discusses a
detailed study of a single specialized subject. Monographs use a single wiki page. Topical in-depth encyclopediasHere are in-depth encyclopedias organized according the scientific fields supported in HandWiki. HelpThis section contains the description of the HandWiki encyclopedia project.



What is the concept of design thinking. Design thinking the loop. What is design thinking in simple words. Design thinking rules. Design thinking limits. Lateral design thinking. Define the term design thinking.
Explain design thinking.
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