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Design?



verb (used with object)

to prepare the preliminary sketch or the 
plans for (a work to be executed), 

especially to plan the form and 
structure of: to design a new bridge.

to plan and fashion artistically or 
skillfully. Source: dictionary.com



A design is a plan or specification for the construction 
of an object or system or for the implementation of an 
activity or process, or the result of that plan or 
specification in the form of a prototype, product 
or process. 
The design usually has to satisfy certain goals and 
constraints; may take into account aesthetic, 
functional, economic, or socio-political considerations; 
and is expected to interact with a 
certain environment. 

Source: Wikipedia

https://en.wikipedia.org/wiki/Prototype
https://en.wikipedia.org/wiki/Process
https://en.wikipedia.org/wiki/Goal
https://en.wikipedia.org/wiki/Environment_(systems)


Typical examples of designs include architectural 
blueprints, engineering drawings, business 
processes, circuit diagrams, and sewing patterns.

People who produce designs are called designers.

Source: Wikipedia

https://en.wikipedia.org/wiki/Blueprint
https://en.wikipedia.org/wiki/Blueprint
https://en.wikipedia.org/wiki/Engineering_drawing
https://en.wikipedia.org/wiki/Business_process
https://en.wikipedia.org/wiki/Business_process
https://en.wikipedia.org/wiki/Circuit_diagram
https://en.wikipedia.org/wiki/Pattern_(sewing)
https://en.wikipedia.org/wiki/Designer
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“Put simply, [design thinking] is a 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.”







Source: maqe.com



Source: maqe.com

Design thinking should 
bring your ideas to life by 

putting users/customers at 
the center of every process
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Source: IBM
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Data Collection

• Interviews
• Observation
• Contextual Inquiry



Interviews

• gain the interviewee trust and create a 
connection

• neutral questions and overall posture 
• the participant does most of the talking
• explore the topics, going beneath the surface

of ordinary conversation
• record the interview



Observation

• Direct Observation

• Indirect Observation

• Participant Observation

• Ethnography



Contextual Inquiry
• Apprenticeship model: the designer works as an 

apprentice to the user. The designer inquires about the 
work in naturalistic conditions (in the workplace).

• Contextual interview: combination of observation, 
discussion, and reconstruction of past events. The 
designer observes and questions, but does not 
participate.

• Importance of watching the observing and interacting 
with the user while we performs his/her tasks.

(Beyer and Holtzblatt 1998)
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Persona



Customer Journey
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Affinity Diagrams



Storyboards



Service Blueprinting



Interaction Sketches



Epics & User Stories
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Wireframes



Lego Serious Play



Surveys

• Quantitative description of trends, attitudes, or 
opinions of a population, by studying a part of it 
(sample).

• Form of data collection – telephone, mail, 
Internet personal/group interviews

• Instrumentation: be careful when selecting an 
instrument (set of questions)!



Systematic manipulation of one or more variables to evaluate an 
outcome while holding other variables constant to isolate effects.

• True Experiments: Each participant is assigned randomly 
to either a treatments or control group.

• Quasi-Experiments: Each participant is selected and not 
randomly assigned.

• Lab Experiments: Offer greater control over variables.
• Field Experiments: Offer greater realism, out in the real 

world.

Experiments



Participatory Design / Co-Design

Work together with
your team, clients and

customers



Participatory Design / Co-Design
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