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Design Thinking / User Centered 
Design



Design Thinking 
Skills

Herbert Simon, in the "Sciences of the 
Artificial" (MIT Press, 1969) defined 
"design" as the "transformation of 
existing conditions into preferred 

ones" (p. 55).

How to think about how to solve life’s 
problems 



+
Introduction to Design Thinking
David Kelley, Founder, d.school



What is Design Thinking?  
A way of thinking and doing that takes a creative, iterative and hands on approach to solving problems



Always about the creative process and building up ideas

Design thinking Is a an ongoing 
creative process about building up 
ideas (unlike critical thinking, which is a 
process of analysis and is associated 
with the 'breaking down' of ideas). 



Always open to new ideas 

There are no judgments 
in design thinking and 
thus no fear of failure.  

Wild ideas are welcome, 
these often lead to the 
most creative solutions.



Always 
encourages 
participation
Design thinking calls for 
maximum input from 
everybody on the team 
… everybody 
participates



 Always linked to an improved future  

This is where the concept of 
iterative design comes into 
the process.   

We iterate to constantly 
improve and react  / adapt / 
predict changes in the 
environment



The Design Thinking Methodology Model 



Technique - Developing a User Persona

● User personas help teams with 
idea generation

● Personas help designers to 
empathize with their intended 
audience 
○ What does a day in the life of 

this person entail…?
○ What motivates this person to 

action...?



Group Participator Exercise:  O’ Persona Me O’ 

What is a Persona?  

● In user-centered design and marketing, a 
persona is a fictional character created to 
represent a user type that might use a site, 
brand, or product in a similar way.

● The persona is generally based on user 
research and incorporates the needs, goals, 
and observed behavior patterns of your target 
audience.



Why Personas? 

In software design 

To empathize with your user and 
learn their wants, needs, and pain 
points in order to build a better 
interactive experience.

In organizational design  

To empathize with your stakeholder 
and learn their wants, needs, and 
pain points in order to provide 
targeted services and improve 
satisfaction. 



Examples





Your Turn… As a group, develop an RU Alumni 
Persona 
1. Look at your drawing from the beginning of this session that lists your 

members wants and needs

2. Brainstorm with your group and come up with one example of an RU Alumni 
(new to area, middle-aged woman, recent grad, engineering student, etc). 

3. Use the Persona Template as a guide to develop a persona for this member
i. be creative
ii. think about their everyday life experience
iii. what are their driving motivations and pain points? 

4. Be prepared to present to the larger group 



Template



Design Thinking Stage One - Empathize
■ Research you user’s needs

■ Engage in conversation - dialogue, 
surveys, etc...

■ Immerse yourself in the person’s 
everyday life experience

What the empathize stage looks like in real world



Q: What do you do in Stage One - Empathize?  
A:  You Identify the right problem    
● Defining the right problem to 

solve is the most important 
aspect. 

● Be like a little kid and constantly 
keep asking why? why? why?

● Ask why 5 times… by the fifth 
time you will get to the heart of 
the problem.    



Design Thinking Stage Two:  Define

■ Synthesize ideas

■ Understanding who the user is central to 
solving the problem

■ Develop a point of view

■ Observation is the key - get out there and 
watch people do the work 

■ Ask yourself…. what could this look like?  
What could this do?  

What the definition stage looks like in the workplace



Q:  What do you do in Stage Two - Define? 
A:   You define all the options to solving the problem

● Create and consider lots of 
options... 
○ don’t get locked into going a 

certain direction too early

● Better answers happen when…
○  5 people work on a problem for 

a one day, than one person 
working on a problem for five 
days



Design Thinking Stage 3- Ideate

■ Generate new ideas

■ Explore how the ideas fit 
together

■ Imagine how things could be

What the ideate stage looks like in real world



Q:  What do you do in Stage Three - Ideate? 
A:   You nurture ideas and refine direction

Even the strongest of 
new ideas can be fragile 

in their infancy 

Views mistakes and failures 
as a necessary part of the 
learning process 

Encourages 
experimentation  

- no idea is too far out to be 
discussed 



Design Thinking Stage - Prototype
■ Make ideas physical

○ User interface
○ User experience

■ Iterative by nature 
○ Low - Paper or whiteboard
○ Mid -  Interaction flow
○ High - Look and feel 



Q:  What do you do in Stage Four - Prototype? 
A:   You choose a direction and get started 

1. Choose a direction 
and commit resources 

2. Get started by 
developing a low 
fidelity prototype

a. Interaction flow and user 
experience is most 
important at this time … 
not graphical design

3. Refine the interaction and 
use a tool to create a 
medium fidelity prototype 
- does this solve the 
problem? 

4. If it does, create a 
high-fidelity prototype - 
one that you can hand off 
to graphic designers and 
developers  



Design Thinking Stage - Test
■ Gather feedback from users

■ Figure out what they like, dislike, or is 
missing.  

○ What can they do?  
○ What can’t they do that they 

want to do? 



Q:  What do you do in Stage Five - Test? 
A:   You solicit and incorporate feedback 

● Once you have your prototype 
it’s time to unleash it on the 
world

● Learn what works and what 
doesn’t, and then iterate. 



THEN ITERATE  ...again and again and again ….

● To iterate means going back to your prototype and modifying it 
based on feedback.



Overview of design process
In theory (but not in this workshop)  you would go through these 5 steps in 
order…

● Empathize – observe, engage, immerse
● Define – synthesize, understand, develop point of view
● Ideate – generate, explore, flexibility

BEFORE you begin prototyping and testing…

● Prototype - make ideas physical, interactive, rapid
● Test - get feedback - fix problems - refine interactions



Resources

Books
Kelley, Tom. The Art of Innovation: Lessons in Creativity from IDEO, 
America’s Leading Design Firm. 2001. Tom Kelley, general manager of the 
Silicon Valley based design firm IDEO, takes readers behind the scenes of 
this wildly imaginative and energized company to reveal the strategies and 
secrets it uses to turn out hit after hit.

Krug, Steve. Don’t Make Me Think! 2014. In this entertaining and insightful 
analysis, cognitive scientist Donald A. Norman hails excellence of design as 
the most important key to regaining the competitive edge in influencing 
consumer behavior.

Online
● https://www.ideou.com/blogs/inspiration/what-is-design-thinking
● https://www.interaction-design.org/literature/article/what-is-design-thinking-an

d-why-is-it-so-popular
● https://dschool.stanford.edu/resources/virtual-crash-course-video

https://www.ideou.com/blogs/inspiration/what-is-design-thinking
https://www.interaction-design.org/literature/article/what-is-design-thinking-and-why-is-it-so-popular
https://www.interaction-design.org/literature/article/what-is-design-thinking-and-why-is-it-so-popular
https://dschool.stanford.edu/resources/virtual-crash-course-video


Always about applying design to solve life’s problems 



QUESTIONS / 
COMMENTS?

THANKS FOR ATTENDING OUR WORKSHOP
 


