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What is Design Thinking?

 Design Thinking can be construed as a creative problem solving approach—or,

more completely, as a systematic and collaborative approach for identifying

and creatively solving problems.



The Origins of Design Thinking

 The methods and mindset of design thinking, although championed by

progressive companies and design consultancies, draw from a wide field of

disciplines including software development, engineering, anthropology,

psychology, the arts, and business.

 Design thinking as it exists today has co-evolved across a variety of disciplines

and industries.

 Over time—well over 50 years, and even longer depending on your

perspective—the best and most generalizable methods and practices have

emerged and converged in a quasi-Darwinian process of natural selection.



A Framework of Design Thinking



The Principles and the “Mindset” of Design Thinking

 People-centric: A shift from a product and technology-centric orientation to a

primary focus on the values, experiences, and needs of people;

 Cross-disciplinary and collaborative: Using teams with a wide variety of

backgrounds and training, and with team members that are open to the

different perspectives and abilities of a diverse team.

 Holistic and integrative: Although details are important, design thinkers are

also able to see and consider relationships, interactions, and the connections

between seemingly disparate ideas.

 Flexibility and comfort with ambiguity: Design thinking is best suited to

addressing ambiguously defined problems and opportunities, and requires

great flexibility with respect to both content and approach.

 Multimodal communication skills: A willingness to communicate and work in

various modalities, including verbal, visual, and tactile.

 Growth mindset: A willingness to test ideas, concepts, and prototypes in an

effort to learn, unhindered by a fear of failure.



Inspirational Design Briefing

 A design brief is a short document, usually 2 to 20 pages in length, that

relays issues of “who, what, when, how, and why” to the design team.

 A well-written design brief enables designers to understand their clients and

to communicate with other designers in a team fluently, eventually helping

them to develop concepts.



The three steps of co-creating an inspirational design brief



Persona

 Personas are a representation of ideal or prototypical end users, based on

behaviors and motivations of real people.



Customer Experience Mapping



“To be” map



Stakeholder value map



The Visualize, Empathize, and Ideate Method

 The Visualize, Empathize, and Ideate method was specifically designed to

help bridge the gap between research, product ideation, and

conceptualization.

 Often, during the development of a new product, there is a lot of velocity in

the research phase.



Visualizing the User



Ideating



3 general product development process blocks and their components



Fuzzy Front End

 Managers recognize the importance of the fuzzy front end (FFE) for successful

innovation.

 During the FFE, the innovation team identifies and selects interesting

innovation opportunities, generates and selects ideas addressing these

opportunities, and integrates the most promising ideas into product or service

concepts for further development.



Design professionals' practices and tools for FFE



Design Tools for Problem Definition



Customer Journey



Storyboard



Value pursuit for stakeholder mapping



تمرین گروهی کار در کلاس
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