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Hear?

What friends say
What family say
What boss/peers say
What influencers say

Think and Feel?
What really matters
Worries/Aspirations?

See?
Environment
Social Media

Websites
Magazines
What the markets offers

Say and Do?
Appearance

Attitude in public

Pains
Fears
Frustrations
Obstacles

Gains
Wants/Needs
Measure of success
Goals
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Source: https://bootcamp.uxdesign.cc/empathy-mapping-an-essential-for-ux-design-12e81//dc15e
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User Experience User Interface
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Source: https://www.thirdrocktechkno.com/blog/5-reasons-why-a-bad-ux-can-be-dangerous-for-your-app/
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Brainstorming Rules

Don't Quantity
Evaluate hl Needed
Keep Wild Ideas
Building Wanted

There are no other rules!
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Source: https://www.quality-assurance-solutions.com/brainstorming-games.html
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TIPS TO BUILD AN EFFECTIVE
PROTOTYPE

KEERITUSER CENTRIC
O'I Your prototype should be made keeping

usear in mind, this will enable better
product performance.

PLAN THE SCOPE OF TESTING

Its very impaoartant to plan the scope as it
ensureas systematic testing of the
prototype.

TAKE QUICK ACTION

Be fast with the prototyping process and
don™t be afraid to fail. It will only help you
Qrow.

CHOOSE RIGHT TOOLS

Research well and invest in the right
0 4 tools. This will save time and help in

getting better results.

RECORD THE TESTING QUESTIONS

Recording will help you in systermatic
testing. It will also enable you to evaluate
the results properly.
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Source: https://chisellabs.com/glossary/what-is-prototype/
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Discover Define Develop Deliver
insight into the problem  the area to focus upon potential solutions solutions that work

Problem Definition
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Discover Define Develop Deliver




Double Diamond

» 1.Discover - MANUiIRUS InALNavawALTy T
P 2.Define - AANSOILAZTANFUAIUNAUIDITINEDINIS DI b
» 3.Develop - szaybaviiennani b Unun

» 4.Deliver - thlaidaffingnluwimuisia naznnaasls




'
o/

» wiuardumundulanddardnlunisisudiu

P luiunaunsn fa mMsAuNUTRILE I
anui larudmiEangvuiniae
nannanadinan ianvzilddmsm
nvaanfisuaznaulanduinign

JURNaLN 1 @ AFUWU — Discover

A AKSORN

- msas1atuaw/ms:au

- msTRanSeudund F1519
1sI3ABUATILS

- msTROMISeul syl

fifeomsAnydienuad

Problem-Based
Learning
msiSeusloatitrurniusu

HISaulasumswtuLn
- msAanuuIAdruRINA-taAuT
- MSAGIASTR

- MSAUSIUUURAY
- MSABASIIASSA

L) : MeMaster University, Canada, 1960s



'
o/

JUBaW

2 - UYE / Nyiue - Define

—Sh.

P LJavavliymesiysausunal bH : i
ANKOKAN  FNKAKAEN C

CREATIVE
TALK

dnarfayanyrnunuiIAsizriinenas

dIlK(sov dlKQSovY

FansaviFdudumnuiase Myue

aKASDV

o

amKaeoy

aKASDY

nSauviIndudumesls Usznn
Tau wialdinladnymizoaeduml

aKQSDV

KAV

aKQSDOV

A

amQeoy

aknaran  anquan

KAV

Fonaunamneyuszinuibie tWanas

lggaanuatumsmmnmnibo sy
MSIUSZLL TNANIERLIU




'
o/

JUMNAVN 3 : WV — Develop
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