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Module One: Design Thinking
Crash Course

 

- Learned about the Design Thinking process:
Empathize, Define, Ideate, Prototype and Test
- Work with a partner and use the design
thinking method to help redefine their last gift
giving experiences
- Ask them questions about the last gift they
gave
- Reframe the problem
- Generate alternatives
- Create and Test prototype



Module Two: User Psychology

 

- Learned about how every product or
services is supposed to provide a feeling 
 because your needs were or were not being
met
- Compared two services (Netflix and Hulu)
and wrote about how the user interface and
user experience as a whole made me feel
 



Module Three: User Empathy

 

- Learned that empathy is the most important
factor in design thinking
- Empathy places you in the position of others
and can better design for them
- Created empathy maps to learn about how
and why users interact with things the way
they do
-Watched Undercover Boss to learn about
how different users have vastly different
experiences with the same service and
product
 



Module Four: Creating
Comprehensive Personas

 

- Learned about creating personas and how
helpful they can be in design thinking when
you need to keep your audience in mind
- Created fake personas to sell a product to
- Learned about how quotes, demographics,
goals, current behaviors, motivation vs ability,
environment and influencers all make up a
persona
 



Module Five: Problem Definition

 

- Learned about and how to craft effective
Problem Statements and Point of View
Statements across real-world (Undercover
Boss episode) and technological examples
(app UX).
- Went back to Undercover Boss episode and
wrote problem statements that people in the
ep were experiencing
- Examined three different apps and wrote
problem statements for them
- X needs Y because Z
 



Module Six: Ideation Methods

 

- Crafted a “how might we” statement that
addresses a problem in everyday life, for me I
chose when something goes wrong with your
car. "How might we make it easier to help
people solve basic problem with their cars
(change a tire, jump start, add air, etc)?"
- From there I wrote about the experiences
you have on vacation
- I combined the two and came up with
solutions that took elements from what went
wrong and what's great



Module Seven: Journey Maps

 

- Crafted a journey map explaining the
process of giving a birthday gift
- Learned about how mapping out a process
can reveal details in a user's steps or in a
user's emotional state that previously wouldn't
have been considered
- Realized that journey maps are a
compilation of all previously learned elements
in user experience and design thinking


