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Design Thinking Model

INSPIRATION IDEATION IMPLEMENTATION

PROTOTYPE

Qé'
&
&
<

Observe Reflect - Make

D.School, Stanford university

DELIVER IBM Design thinking IDEO Human-Centered Design
Model

DISCOVER DEFINE DEVELOP

Diverge Decide rototype Validate [ e PROTOTYPE

The Double Diamond Design Process,

UK Design Council The Google design sprint process HPI D-School, Germany

XPLANE

CHESKIN

FROG

The Darden School ,University of Virginia

FITCH

N MELVILLE

WNlay a.AANT FUAIe Anf 081-5609994 E-mail : sasimasuk.com@gmail.com, www.sasimasuk.com, Line ID : sasimasuk.com
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Technology & Telecommunications » Telecommunications

Tablet user penetration rate in China from 2015 to 2025

50%

45.8%

40%

30% 27.5%

22.9%

Share of population

20% 18.3%

10%

0%
2015 2016 2017 2018 2019 2020% 2021~ 2022~ 2023~ 2024* 2025%

© Statista 2021 [m

Tablet user penetration rate in China 2015-2025
Published by Statista Research Department, Nov 24, 2020

m This statistic displays the tablet user penetration rate in China from 2015 to 2019 with projections up to 2025. In 2019, the tablet user penetration
rate in China was around 27.5 percent and the share was expected to grow up to 45.8 percent by 2025.
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Design Thinking

noslslating ?

resolve ill-defined or 'wicked' problems Jeumnenn’

adopt solution-focused strategies

use abductive and productive reasoning .ilzUsyineneiuiziia

employ non-verbal, graphic/spatial modelling media, for

example, sketching and prototyping


https://en.wikipedia.org/wiki/Wicked_problem
https://en.wikipedia.org/wiki/Abductive_reasoning

resolve ill-defined or 'wicked' problems



https://en.wikipedia.org/wiki/Wicked_problem

5|3 7/
6 1/9|5
9|8
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4 3 3
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Sudoku

* use abductive and productive reasoning

wAladeumsauiunzug


https://en.wikipedia.org/wiki/Abductive_reasoning

My Map Visual Thinking

* employ non-verbal, graphic/spatial modelling

media, for example, sketching and prototyping



Design Thinking @@ “nszuaun1saad 1¥nsvinanag 1a luilgywiane
atednds Taseang Iddugudnans uanionanuAnaNaTsALAsNNDY
NnAUaNe*) asunasladis uwamensuily uasieueIniesing 1
snasauLazwau W Wlduwmansauianssuiinau Tansdiug lduas
ARUNITONIN)”



JoQUOVANS:UOUNISAQITVDDNIIUU

CLow i

bias toward action collaborate across boundries focus on human values
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be mindful of process prototype toward a solution show don't tell
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HASSO PLATTNER
Institute of Design at Stanford
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Interview

. Shadowing
. Seek to Understand

. No Judgmental
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Where Is story ?



g5 Like

Like , Respond, Okay etc




Empathy Guidelines

Empathize 13ilg Survey

o,

ENGAGEINLATSUNY LHUAITNGEN

Listen carefully to the presentations. Ask lots of questions

NOTICE@ar I UITHd Waalga (91iHN)

Notice surprising decisions, awkward pauses, facial expressions...

FOLLOW-UBRTHLUTzLLd

Ask why about the things you notice

SEEK STORIES1ASIHN 2adnwnfAinnfily

Ask about another time they felt or behaved this way

PSR TRREA & P



Design New

Product / Service / Process

Asstumptions 7 technology—
The Human Stories




Design New
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Best on

Assumptions / technology
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Beginner's mind

| KNOW HOW I WONDER HOW
THIS WORKSI THIS WORKS?
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Empathize lalgwa Survey
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»Observe (Ata1AANIN)
ANNTYE

.Engage (ﬂqu) WHUAINNSEN (Interview)

Lailguidn dona (Survey)
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Who to interview?

Extreme users

Al

ﬂuasﬂ_,m

uAnand 6
uA ldnnas

Extreme users will tell you more than ‘core’ users.
Ask why they are rejecters or power users?

d. 0000

nnmny

100

orrte o (o @ Mo Aed Adapted from d. wchoo [';t_..'l- ) Yn-‘»-.,m"v Boot Camp “From Imighty to mnovation 15

MIT uanin 8 AuAno !
How Many Customers?

O  OneonOne Interviews (1 hour)
B Pocus Groups (2 hours)

| | 1 1 I 1 1 1 1
¢ 1 2 3 4 k] 3 ! . L 10

Number of Respondents or Groups

From: Griffin, AbDie and John R Mauser. “The Voice of the Customer™,
Marketing Science. vol. 12, no. 1, Winter 1992,

DESIGN TIHMCING I AT n



SN 15

What are we looking for ?

. Door Locks Study:
1. Obvious Needs Careful observation
' 2. Unfulfilled Needs identifies latent needs.

3. Latent Needs

MIT,

Interview deeper and ask lots of WHY identify latent needs

12/21/2017 DESIGN THINKING IN PRACTICE M
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- ' s %,
How to interview? "

Anatomy of an interview

Be human o

Explore
Emotions

WHY..
Seek stories
Build Thank &
Rapport Wrap-up
. o, P
Talk about feelings e -

time

Adapted from Michael Barry

WEDIT 17 WATINT ANNANNTEN

. 1221000 DESIGN THINKING IN PRACTICE ¥

Ao of Dovgn ot Yanbord Adapted from d. school Design Thinking Boot Camp “From Insights to Innovation”, 15-18 Sep 2015
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Draw  Page Layout

Calibri (Body) o

B

Row Labels
5y Access

X | Count of Package Typez

Grand Total

= ads

PivotChart Fields

(Categories)
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Interview TIpsS



Interview tips,

DU TNLDIADULDY
Don't suggest answers to your questions: Even if they pause before answering, don't help them by suggesting an

answer. This can unintentionally get people to say things that agree with your expectations. Ask questions neutrally.

Don’t be afraid of silence: Often if you allow there to be silence, a person will reflect on what they’ve just said and say
something deeper.

Look for inconsistencies: Sometimes what people say and what they do (or say later) are different. Gracefully probe
these contradictitaa (7t UsymiogAlnu

Be aware of nonverbal cues: Consider body language and emotions.

Stay on the same path of a question: Respond to what your interviewee offers and follow up to go deeper.
Use simple queries to get him to say more:

“Oh, why do you say that?”

“What were you feeling at that point2”

ASK “WHY?"
“What is the reason for that?”

g DESIGN THINKING IN PRACTICE
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Row Labels E| Count of Package Type2 [ =000 O

Elite Easy Access 4376 Total
Elite Family Alternative 107
Elite Family Excursion 954 4500 B lotal
Elite Family Premium 30
Elite Privilege Access 34
N . 4000
Elite Property Partnership 85
Elite Superiority Extension 1199
Elite Ultimate Privilege 87 3500
Friends of Thailand 13
Life Time 962
Special Limit 13 3000
Grand Total 7860
2500
1500
1000
500
0 [ | — — [ | [ _ _
Elite Easy Elite Family Elite Family Elite Family Elite Elite Elite Elite Friends of Life Time Special
Access  Alternative Excursion Premium  Privilege  Property Superiority Ultimate  Thailand Limit
Access Partnership Extension Privilege
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nagouaUIuY

Define Team’'s Problem Statement

How might we...? (1512 ...laag1als)
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How might we...? (1512¢ ...ldog1als)
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Brain Storm with

Yes And
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Brainstorming rules

NO Blocking
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Qualitative Screening (10 min)

CHOOSE WITH INTENTION
USING SELECTION CRITERIA

‘ Most likely to succeed

' Most likely to delight our user

‘ Most breakthrough if. ..

| OO0Q0
TRk, I
e

DU TRARERS & PN T
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* Mockups
 Storyboards

« Keep it simple
* Fall fast

* [terate quickly




PROTOTYPE

MANURNIA HINJIAoN

AMHUQUoYH &51JOUIIUU

nagouaUIuY

* Mockups

« Storyboards

* Keep it simple Y | |

e Fail fast * Understand impediments

- lterate quickly ~ *®What works?
* Role play
* [terate quickly
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Re Frame



unisgran Prototype as Test



Stanford d.school Design Thinking Process

A+ Interviews

/1 » Shadowing
/|« Seek to understand /
.| Non-judgmental '

» Share ideas

/1« Al ideas worthy
 Diverge/Converge
« “Yes and” thinking
* Prioritize

| * Mockups

/= Storyboards
__.-f « Keep it simple
« Fail fast
- Iterate guickly

PROTOYPE
« Personas
* Role objectives
« Decisions
= Challenges
+ Pain Points - Understand impediments

= What works?

_ « Role play
https:/fdschool.stanford. edu - Iterate quickly




What about MOT ?



LEGO® Serious Play® methodology training

Learn LEGO Serious Play facilitation Watch Yourself Facilitating Become a Master Facilitator

LEGO® SERIOUS PLAY® has been traditionally used by leaders, coaches, trainers, facilitators and consultants. However, this methodology helps

everybody communicate better. It will give you the skills and tools for more fruitful discussions and meetings.

Would you like to learn how to use LEGO® SERIOUS PLAY® in your practice? | would be gladly your tour guide. You will certainly learn a lot about LEGO®
SERIOUS PLAY® facilitation techniques.

After training you will have all the necessary tools and skills to facilitate group discussions a lot better than using conventional techniques. You will also
have lots of fun. That is a promise! .0)
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Turn Gravity Problem to Designs Problem



Design going
Farynin Design Thinking
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