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DESIGN THINKING PROCESS

WEAVE




1. EMPATHIZE - 1 1aUnunn
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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

Pains
Fears
Frustrations
Obstacles

Empathy Mapping watflsuvieyandusslasinazasaunay

Source: https://bootcamp.uxdesign.cc/empathy-mapping-an-essential-for-ux-design-12e8177dc15e



2. DEFINE - MARuLaTunInsaaw

* duafayansnunudirsizrinenvzAnnsasifdudnmn
WH9SY MruenSauvEUruriaenysmau tWaniaztJuluiInig

JNANIY

lumsufusnissie bl saufvdunudalumseiladumesh Q




= AD
¥ Appicr

UX Ul

User Experience User Interface
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Delete Account?
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3. IDEATE - S=RUAIVUANG
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Brainstorming Rules

Don't i Quantity l
Evaluate L &Y h, Needed

B

‘4

Keep Wild ldeas
Building Wanted

There are no other rules!

Source: https://www.quality-assurance-solutions.com/brainstorming-games.html



4. PROTOTYPE - a$yduhuunidan

* judfe msavdoufufinsennageinesemuluinsfleidanidl nasnauasiy

Fusuvgavuiuamsngavnisazuin buliasy

o winduiSaymsaanwuUKNaATMNHRSaUIANSSY J4U Prototype Aa Msashy
Fuluuianndauasnauiazinluuanass arnsulushudu




TIPS TO BUILD AN EFFECTIVE
PROTOTYPE

KEEPRP IT USER CENTRIC

Your prototype should be made keeping
user in mind. this will enable better

product performance.

PLANM THE SCOPE QF TESTING

Its very important to plan the scope as it
ensures systematic testing of the
prototype.

TAKE QUICH ACTION

Be fast with the prototyping process and
don™t be afraid to fail. 1t will only help yvou
grow,

CHOOSE RIGHT TOOLS
Research well and invest in the right
tools. This will save time and help in
getting better results,

RECORD THE TESTING QUESTIONS

Recording will help you in systematic
testing. It will also enable you to evaluate
the results praperly.

nsIaavanusnibeinaie3s e n1sh Mockup N1SS1Y N1SIA NISITEL SAUNYNISa$vamumsnisnaas

Source: https://chisellabs.com/glossary/what-is-prototype/




5. TEST - NhradaU
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luimatwgsA (DOUBLE DIAMOND)
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Discover Define Develop Deliver

Problem Definition

Problem

"
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INITIATE

THE DOUBLE DIAMOND

(design process model)

DISCOVER DEFINE DEVELOP DELIVER

Problem

Discover Develop Deliver




DOUBLE DIAMOND

1.Discover — yANUi g US InALNava g ALRY DM
2.Define - ARNSaIAZTIRAGUANUAAFUISITINEBINISDZWA b
3.Develop - szaulattieniawi U

4.Deliver — hlawfanangnluwmuisa naznnaasts
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JUaauN 1 : ALWU - DISCOVER
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JURAVLA 2 : UIE / P1Aue — DEFINE
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fumnaud 3 : Weuul — DEVELOP
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Junaui 4 : U1 lUUGURISY - DELIVER
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