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2.BRAINSTORMING

An intense, idea-generating session analyzing data
R(hered by observing people. Each lasts no more than an
ur. Rules of brainstorming are strict and are stenciled

on the walls:

DEFER JUDGMENT Don't dsmiss any ideas.

BUILD ON THE IDEAS OF OTHERS No “buts,” only “ands.”
ENCOURAGE WILD IDEAS Embrace the most out-of-the-box
notions because they can be the key to solutions.

GO FOR QUANTITY Aun for as many new ideas as possible. In a
good session, up to 100 ideas are generated in 60 minutes.

BE VISUAL Use yellow, red, and blue markers to write on big
30-inch by 25+inch Post-its that are put on a wall,

STAY FOCUSED ON THE TOPIC Always keep the discussion
ontarget

ONE CONVERSATION AT A TIME No interrupting. no
dismissing. no disrespect, no rudeness.

1. OBSERVATION

cate ;vlh clients mdu“sundh

sm:idogislslwn corporate to

conmapuw‘:e. Some of IDEQ's techniques:
SHADOWING Otiserving people using products, shopping, going
hmm‘hlmmmcﬂs

BEHAVIORAL MAPPING Photographing people within a space,
such as a hospital waiting room. over two or three days.
CCONSUMER JOURNEY Keeping track of all the interactions a
consumer has with a product, service, or space.

CAMERA JOURNALS Asking consumers to keep visual dianies
of their activities and impressions relating to a product.
EXTREME USER INTERVIEWS Talkung to people who really
Know—ot know nothing—about a product or service, and
evaluating their experience using it.

‘,“IIMv 1es about
Mvcmmm

UNFOCUS GROUPS l;?oaamumdpeopﬂo
explore ideas about sandals, | anartist, a
mwm:mmummumm

3.RAPID PROTOTYPING
Mocking up models helps everyone visualize possible
solutions and s up decision-making and innovation.
Some guidelines:
MOCK UP EVERYTHING It is possible to create models not only
of products but also of services such as health care and spaces
such as museum lobbies.
USE VIDEOGRAPHY Make short mavies to depict the consumer
EXperence.
GO FAST Build mock: upsomdryanumaw Never waste time
on complicated concep!
mmumwwmnmmmmmmm idea
without sweating over the details.
CREATE SCENARIOS Show how a vanety of people use 3
service in different ways and how various designs can meet their
indmidual needs.
BODYSTORM Delineate different types of consumers and act
out their roles.

4. REFINING

At this stage, IDEO narrows down the choices to a few
possibilities. Here's how it's done:

BRAINSTORM in rapid fashion to weed out ideas and focus on
the remaining best options.

FOCUS PROTOTYPING on 3 few key ideas to arrive at an
optimal sokution to a problem,
ENGAGE THE CLIENT actively in the process of narrowing
the choices.
BE DISCIPLINED and ruthless in making selections.
FFOCUS on the outcome of the process—reaching the best
possible solution.
GET AGREEMENT from all stakeholders. The more top-level
executives who sign off on the solution, the better the chances
of success.

5. IMPLEMENTATION
. oy e et

TAP ALL RESOURCES Involve IDEO's diverse workforce from
40 countries to carry out the plans.

THE WORKFORCE Employees have advanced degrees in
mechanical,

and Web and
design, business, linguistics,
ergonomics, cognitive psychology, art
therapy, management consulting, statistics,
medicine, and zoology.

1 Business Week 20045 58iw>
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Design thinking is discipline that uses the designer’s sensibility

and methods to match people’s needs with what is_
technologically feasible and what a viable
business strategy can convert into

customer value and market opportunity, .
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* 4 PLEASURES
v * 3 LEVEL OF EMOTIONAL DESIGN

* HEDONIC VERSUS PRAGMATIC QUALITIES
* INTRINSIC MOTIVATION (SDT)

* TYPES OF FUN

 ETHNOGRAPHY

DESIRABILITY

PEOPLE
(HEAR)

FUNCTIONAL INNOCATION

Creates the interfaces we use
to interact with technology. ~ EMOTIONAL INNOVATION
Enables branding and

emotional connection

TECHNOLOGY
* MOBILE DEVICES
* GAMIFIED APP
* WEB 2.0

ENTREPRENEURSHIP
* COMPETIION
* GAP IN MARKET

VIABILITY

BUSINESS
(CREAT)

FEASIBILITY

TECHNOLOGY
(DELIVER)

™ PROCESS INNOVATION

DESIGN
INNOVATION
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IMPLEMENTATION
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Expect Success

Buid implementation
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heep idess alivel orotatype, test
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