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DESIGN THINKING FOR INNOVATION
Learn about the audience you are designing for: question and observe. 
Work to fully understand the experience of the user you are designing for. Do this through 
observation, interviewing, and even immersing yourself in their experiences.

Has made assumptions 
about the user without 
observation or interviewing. 
(Final product shows little 
evidence of meeting the 
needs of the user.) 

Has gained some insight 
into needs based on 
observation and/or 
interviewing. 
(Log book gives evidence of 
interviews and/or 
observations.)

Shows an empathy with 
various needs of the user(s) 
through repeated interview 
and observation techniques.  
(Log book gives evidence of 
thorough interviewing and/
or observation.)

Define the problem you’re going to solve. Make sure it includes a verb and is user-
centred. (User) needs ___________ because ________________.

The problem is not clearly 
defined in relation to the 
user’s needs.

The problem is clearly 
defined and refers to the 
user’s needs.

The problem is clearly 
defined and reflects a deep 
understanding of the user’s 
needs.

Brainstorm and come up with creative solutions. Step beyond the obvious and explore a 
range of ideas. All ideas are good ideas. Think outside the square.

Few ideas generated. Uses 
convergent thinking - 
focusing on a single 
solution. 
(Log book shows that few 
ideas were generated. A 
single solution is focused 
on.) 

Uses divergent thinking to 
create a range of possible 
solutions based on existing 
solutions. 
(Log book shows evidence of 
a range of possible 
solutions.)

Uses divergent thinking to 
create a range of solutions 
that create new possibilities. 
(Log book shows evidence of 
a range of innovative 
possible solutions.)

Build a representation of one or more of your ideas to show to others. 
Transform your ideas into a physical form so that you can experience and interact with 
them and, in the process, learn and develop more empathy.

Prototypes are unable to be 
used to get quality feedback 
for user testing.

Prototypes are low 
resolution and enable user 
to give quality feedback. 
(Photo or physical evidence 
of various prototypes. Notes 
made about user feedback.)

Multiple prototypes made 
for testing, each iteration 
showing evidence of user 
feedback. 
(Photo or physical evidence 
of various prototypes. Notes 
made about user feedback.)

Return to your original user group and test your ideas for feedback. 
Try out high-resolution products and use observations and feedback to refine prototypes, 
learn more about the user, and refine your original point of view.

User feedback not sought. 
(User feedback not evident 
in final product.)

User feedback sought from 
1-2 users. Notes of feedback 
recorded. 
(Final product reflects 
feedback.)

Prototypes tested with a 
range of users, possibly in a 
range of situations. 
Feedback information clearly 
recorded. 
( Final product clearly meets 
user needs.)
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