Intrapreneurship Forum

Crash Course in design thinking
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The Business Models Inc.

approach is inspired by
the book Business Model

Ccrowdfunded// Self publlshed
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Patnck van der Pijl.

1.000. 000+

copies sold
in 30 languages
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San Francisco New-York Amsterdam HQ Taipei Brisbane






How we work
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Where we play




SVIP/Impact
Accelerator
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POLICY BY
DESIGN

HMA 1ICED MENITEDEN NECIAN HEI DEN THE NEDADTNENIT

Governments
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AMEMCAN WHAT THE END OF PRIVACY
| MEANS FOR YOU

By Steven Johnson,
Joff Jarvis &
Andrew Keen

Whats really
gomg on inside
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Rules of the game
has changed




Understanding
where humans are
moving is d key
concern.



How might we
iInnovate the policy
and service
delivery?




What is policy?



Policy is about
solving a problem
or a way of meeting

an aspiration
- Lisa Paul




Design is how at the heart
of an organisation's

ability to create new
valuable solutions.




Design Offers Devices -

Concepts, Identities,
Graphics, Products, Service

Templates, System Maps -
That Can Help Give Form And

Shape To Policy In Practice.



4. SYSTEMS & ENVIRONMENT
(STRATEGY, POLICY & ORGANISATION
DESIGN)

3. INTERACTIONS
(SERVICE & UX DESIGN)

2. OBJECTS & ARTEFACTS
(PRODUCT DESIGN)

1. COMMUNICATIONS

(SIGNS & SYMBOLS / GRAPHIC DESIGN)
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PROBLEM SOLUTION

SPACE SPACE
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TURN UNCERTAINTY INTO OPPORTUNITY.

www.designabetterbusiness.com

W @howtodbb  F designabetterbusiness  iir groups/8507569
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UNDERSTAND

-

DISCOVER

Insights
Patterns
Re-framing

Observe
Interview
Synthesis
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READY?



Our challenge for
today







You are both
designers and
users




CONTEXT:
DESIGN THE
IDEAL JOB




1. Design the IDEAL job

Sketch your best idea here:



That was a typical
problem solving
approach

AKA: cold turkey design



UNDERSTAND:
THIS TIME LETS
DESIGN USING
EMPATHY

Building understanding of the problem space,

and the user we’re designing for. Empathy as the
Joundation principle for designing something useful
and meaningful.



2. Empathize

INTERVIEW 1 REFLECT

Example: Ask your partner to introduce themselves by describing their job (what they do)? Ask What stood out to you? What are you curious about? Capture some key points below.

some more questions eg. What do they love most about their job? And remember to ask “why?”
as they give you answers.



DISCOVERY:
DIG DEEPER




3. Empathize

INTERVIEW 2 REFLECT

Go deeper. Find out more about your partner by asking questions that reveal feelings. Forget What surprised you? Did you hear any contradictions? Did you hear a story you could tella
about their current job. What was their favorite job ever? What do the things they like doing on friend?

the weekend tell you about their life? Dig for life stories and memories.



EMPATHY MAP




4. EMPATHY MAP

THINK &
FEEL

HEAR ) SEE

SAY &
DO

PAINS GAINS




MAD LIB

Reflect on what you have learned from the
empathy map. Articulate a Mad Lib that will define
your design challenge moving forward.




4. Mad Lib

NEEDS A WAY TO

R’S NEEDS]

THAT MAKES HIM/HER FEEL




TIME TO IDEATE




6. IDEATE

Sketch at least 3 radically different solutions.

Draw at least one that is not a Sob”. Your solutions should address the Mad Lib you just articulated. Allow your ideas to be far fetched. These are the ones that are often innovative or lead to
compelling solutions. Don’t worry about feasibility right now, you can evaluate them later!



VALIDATE




7. VALIDATE

Share your solutions and capture feedback.

Walk your user through your solutions. Capture feedback below (and/or) on the sketches page. Note likes/dislikes and build on the idea, but also listen for new insights. Go beyond a ‘thumbs up’ or
‘thumbs down’ approach to the feedback. See what else you can learn about your user needs, feelings and motivations.



ITERATE




8. ITERATE

Reflect and generate a new solution or a iteration on a previous one.
Based on the feedback you received, sketch and provide details with a story to explain it. Incorporate new things that you've learnt from the feedback to find the best “problem-solution-fit”.



REFLECTIONS




9. REFLECTIONS

Jot down some thoughts about your experience.

How did empathy contribute to design?
Where did you get your ah-ha moments?

What was the most challenging part of the process for you?

How would you improve your process?



Where to from
here?




Thank You






