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DESIGN
THINKING
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Design is everything. We Design thinking is often
moved from thinking of confused with visual design.
ourselves as designers to Design is not what it looks like,
thinking of ourselves as and what it feels like, design is
thinkers. It is an approach to how it actually works.

problem solving.
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Stanford d.school Design Thinking Process

1 * Share ideas
/1= All ideas worthy
| = Diverge/Converge

A+ Interviews
" | » Shadowing
» Seek to understand

* Non-judgmental (| w“ _a_r'n::l" thinking
* Prioritize
, * Mockups
/' + Storyboards
/1 Keep it simple
/= Fail fast

- Iterate quickly
PROTOYPE

= Parsonas

+ Role objectives
« Decisions

+ Challenges

+ Pain Points + Understand impediments

» What works?
* Role play
« [terate quickly
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IS THERE ANYTHINGC A LIBRARIANCAN'TDO?
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STEP 1:
EMPATHIZE
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METHODS:
« OBSERVATION - INTERVIEWS

« JOURNEY -« VIDEO/
MAPPING JOURNAL

HTTP://WWW.DESIGNKIT.ORG/METHODS/65



TIPS:

VOTING
ON POV
HELPS

NEEDS Surprising
(verb) INSIGHTS

needs to
because

METHODS:
W) Y POSTIT'S / BUCKETS
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METHODS
BRAINWALKING

TIPS: « MINDMAPPING
« SCAMPER
ALL IDEAS « FORCED
HAVE VALUE CONNECTIONS

DEEP DIVE o ZERO DRAFT



STEP 3

IDEATE
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STEP 4:
PROTOTYPE

METHODS:

 WIREFRAMES « COGGCGLE
 BALSAMIQ  FIGMA

HTTP:/ LIB.CAM.AC.UK/RESE
« CARDBOARD ARCH/FUTURELIB-INNOVATION-

e MOCKINGBIRD PROGRAMME/PROTOLIB
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TIPS:

DON'T TAKEIT
PERSONALLY

I Like...

I Wish...

What If..

METHODS

GUERILLA
BENCHMARKING
LIKE, | WISH, WHAT IF
EYE-TRACKING
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Empathize & [deate ‘Prototype
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As Programming

Prototype
Ideate

Define




N PRINKING

As Programming




N PRINKING

As Programming

FabSlam
Showcase

Design ThinRing
works!
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https://youtu.be/naF6KywKSBQ

WHAT WILL
YOU DESICN?

* Anewwayto e
check in books?

e A better way to
keep track of
stats?

e Aredesigned
youth area?

* More engaging
adult
programming?

e Storage
solutions?







