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needs a way to (verb, jobs, activity)
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beCa use (superficial motivation: Functional/Emotional/Social)

Current User Experience & |Future User Experience

| User Research Minimum Questions User Journey Map [~ Storyboard (with Story Spine) [User Test Minimum Questions

Il ouG
How do you do [jobs/action/verb ] today? nterviewee What part of the demo resonated with you the most? Interviewee

Do you use any [ tools/products/apps/tricks ] today ?

What part of the demo could you live without?

[n you could wave a magic wand, what would you want to do?

Are there any additional features you think are missing?
¢ Additional Interview
Interview Tips
+ smile
Last time you did, what were you doing before/during/after that? + STOP TALKING,
otetake
Do you

u want to switch to the our solution? Why (or Why not) 2
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DESIGN THINKING IN TODAY’S WORLD

What are innovative products/services that you use on a daily?

S

What do you think about If you were asked to design that, what is
the design process how it's made? the most important factor to apply?
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User Journey Map

BEFORE DURING AFTER
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Describe the time series of your activity in a mornin§ .
) —
after you get up until you leave home. 37/

Feeling Good &

Feeling Bad @

. w

Please use the chart as you like. The vertical axis indicates how you feel.
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Interview your partners#”

about the time series of his/her activity in a morning each other.

@D Interview (5 min.) 2 Additional Interview (3 min.)
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Analyze the activities of the partner

Note: You can interview more

r____EL — t________]
| |
i (partner's name) (his/her situation)

“ ® [ )

IS doing |
| needs a way to (verb, jobs, activity)

| Because

l TherEfO Y@ (superficial motivation/feeling: Functional/Emotional/Social)

| but actually

|/ however

| / Wheres (real reason, surprising insight, impediments)

i Note: The Last line should make a state of “Skew” (ex. tension/contradiction/surprise.)
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User Research Minimum Questions

How do you do [ jobs/action/verb ] today? Interviewee

Last time you did, what were you doing before/during/after that?

Do you use any [ tools/products/apps/tricks ] today ?

Interview Tips:
Smile
STOP TALKING,
you're the just notetaker
No yes/no questions
Restate anything
interesting back to the
person

If you could wave a magic wand, what would you want to do?

Source: Cindy Alvarez "Lean Customer Development” O'Reilly Media, Inc., 2014
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Competitive Positioning Map

7).
7))
o

Less




9-window tool

Future

Today

Past

wajsAg-1adng wia)sAg walsAg-gng



USER NEEDS (SUPERFICIAL)

(user role) (his/her situation)
Is doing
needs a way to (verb, jobs, activity)
Because

Th e refO @ (superficial motivation/feeling: Functional/Emotional/Social)
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POV and HMW Questions

But actually / However [ Whereas NEEDS #

(real reason, surprising insight, impediments)

Note: Make a state of “Skew” (ex. tension/contradiction/surprise).

Extract adjectives and put into Design Principles.

Extract adjectives and put into Design Principles.

Extract adjectives and put into Design Principles.

E[HMWQ patterns by d.school] Amp up the good, Remove the bad, Explore the opposite, Question ané
.assumption, Go after adjectives, ID unexpected resources, Create an analogy from need or context, Play POV
. against the challenge, Change a status quo, Break POV into pieces :
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POV £ HMW Questions

CIEVWREEIEZ/ LHOLEDS | ED—AT NEEDS #

(REHDIEH. BEKARNETRDOE, ZFHOEZTER)
% TR BEZE->TLIETL (ex. tension/contradiction/surprise).
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How might we ... ?

Amp up the good: HMW use the kids’ energy to

entertain fellow passenger?
RULEZMIEY 1 &5 TNUIRIEIF. FEDLBDIRILF—
EMOREERLEEZLICES LA TEESH?

Remove the bad: HMW separate the kids from fellow
passengers?
BLUAIEZKRET S I E5TIERLEIR. FEBLEEMORE
MoREBTZLATEESH?

Explore the opposite: HMW make the wait the most

exciting part of the trip?
RNEEZXTHB : L5 TNIRLEIG. FEEEEZROE LA
ICEZBZENTEESH?

Question an assumption: HMW entirely remove the
wait time at the airport?
BIREERES [ E5 TSR BIE. TETORFEEMEE R T
YR TEZSH?

Go after adjectives: HMW we make the rush
refreshing instead of harrying?

ERAETEZRS | E5TNILEIR, FERMEZ RT3l B
FAH5 Ttk \ KEICEXZ W TETESH?
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ID unexpected resources: HMW leverage free time of
fellow passengers to share the load?
)Y —XZERI S £ TNEIHIBIE. BDRERE DR
EERTBCNTEESH?

Create an analogy from need or context: HMW make

the airport like a spa? Like a playground?
Z-ZXRAVT IR D SERT S L £S5 TNEMEIE. 25
Z ANREVIZDELIICTETESD?

Play POV against the challenge: HMW make the
airport a place that kids want to go?

HAICK L TOBEATHS @ £ ITNUERESIE
S5HELOBGMICEZBENTIESIN?

EREFCDHI

Change a status quo: HMW make playful, loud kids
less annoying?

FERZZEETS  EOTNERTBIFR. FEBcbzEriHLL<
SEBZENTEESH?

Break POV into pieces: HMW entertain kids? HMW
slow a mom down? HMW mollify delayed
passengers?

Az DENT S L ST NERTBIE. FHRIEBZELFESC
EMTETESID?ESTNIIBIR, BRZEZEEENESR L
MTETESIH?ESTNII B, HORFEZROIEBR L
NTIESH?



https://dschool.stanford.edu/resources/how-might-we-questions

Design Principles

Principle Description
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VALIDATION BOARD

TODO DOING VALIDATED INVALIDATED

WORKING AGREEMENT
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Product Sketch

Image

Title

Slogan

Description

Value Proposition

Supplier Process Customer
[EInvironment [A]ctivity . [Olbjects [IInteractions
Function
[Ulsers Sensors Actuators [Ulsers
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Reflective Action Sheet
r why you? \ r why now? \ ( why this? \
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How much is it worth solving? \ ( How much is it possible to solve?
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User Test Minimum Questions

What part of the demo resonated with you the most? Interviewee

What part of the demo could you live without?

Are there any additional features you think are missing?

Additional Interview

Do you want to switch to the our solution? Why (or Why not) ?

Source: Ash Maurya “Running Lean” O'Reilly Media, Inc., 2012
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Storyboard (with Story Spine)

ONCE UPON N TIME ... EVERYDAY ... /1

BUT ONE DAY ... /2

BECAUSE OF THAT ... /3

BECAUSE OF THAT ... /4

BECAUSE OF THAT ... /S

UNTIL FINAXLLY ... /6

TAG LINE

AND, eVER SINCE THEN ... /7

Source: https://www.aerogrammestudio.com/2013/06/05/back-to-the-story-spine/
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Source: https://www.aerogrammestudio.com/2013/06/05/back-to-the-story-spine/

This work is created by Tokyo Tech Engineering Design Project and licensed under a Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.




Pitch

For [ ]who [ 1,
the [ lisa] 1,
which has [ 1.

Unlike [
our product has |

0. Title:

- Product Name and Slogan
- Photo of your Prototype

- Design Prompt

- Corporate Partner (if any)

- Team Name and Members
- Date

1. Prototype (Teaser):

- Show and describe your
prototype very concisely.
- Use the template above.

2. Context & Problem/Needs:
- Clearly state the situation
and/or reason why you built
the prototype.

- How much worth solving the
problem? Give us some
evidences or clues.

3. Unique Insight:

- Tell us what only you know
about the problem and/or
how to solve the problem.

- What kind of “Design
Principles” have you set to
design the solution?

4. Solution:

- Features and Specifications.
- Describe the concrete
benefits (especially user
experience rather than
product itself) you provide.

- What are your differentiating
factors?

5. Voice of User

- How much does it solve the
problem? Give us some
evidences.

6. Future Works
- Do you have any future
plan?

7. Ending and Call To Action
- Photo of your prototype
(again).

- What do you want the
audience to do next?

- DO NOT end with just
“Thank you” slide.

Tips:

- You should have at most 3 pages per a slide (the title slide must be one page)
- You can insert the video anywhere you want.
- You SHOULD NOT use design thinking jargon (ex. POV, HMW, or so)
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0. Title:

- Product Name and Slogan
- Photo of your Prototype

- Design Prompt

- Corporate Partner (if any)

- Team Name and Members
- Date

1. Prototype (Teaser):

- Show and describe your
prototype very concisely.
- Use the template above.

2. Context & Problem/Needs:
- Clearly state the situation
and/or reason why you built
the prototype.

- How much worth solving the
problem? Give us some
evidences or clues.

3. Unique Insight:

- Tell us what only you know
about the problem and/or
how to solve the problem.

- What kind of “Design
Principles” have you set to
design the solution?

4. Solution:

- Features and Specifications.
- Describe the concrete
benefits (especially user
experience rather than
product itself) you provide.

- What are your differentiating
factors?

5. Voice of User

- How much does it solve the
problem? Give us some
evidences.

6. Future Works
- Do you have any future
plan?

7. Ending and Call To Action
- Photo of your prototype
(again).

- What do you want the
audience to do next?

- DO NOT end with just
“Thank you” slide.

Tips:

- You should have at most 3 pages per a slide (the title slide must be one page)
- You can insert the video anywhere you want.
- You SHOULD NOT use design thinking jargon (ex. POV, HMW, or so)
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