


WM,
W
O 4 ~

/;’i;r\'\

Exciting

To really challenge you
and to make you think
outside of the box

Engaging

To have you focused and
interactive

My goals
For us today
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Effective

To help you understand
what the principles of
design thinking are and
how to apply it




Goals and Outcomes
Transformative Approach To Solutioning
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Team Development Cohesion Creativity
To come together as To be on the same page To inspire creativg t.hinking
team to find common for prioritizing issues and to enhance creativity and

issues and insight how to create solutions innovation performance



We'll use these kinds of
questions to help us attain our
goals...
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A people cente
solutions t




But what does
that mean?

Instead of focusing on whether or not the idea is
technically possible or if its economically viable...

...We start by finding out what the user
really wants and what they really need.




VIABILITY

(BUSINESS)

» INNOVATION

FEASIBILITY
(TECHNICAL)

Innovation




Diamond

Explores an issue more widely or deeply (divergent thinking) then taking focused 2ctigii (vunveigent thinking)

Deﬂgn '

Couric’ Discover. Helps people understand,
ENGAGEMENT rather than assume, what the problem is.

Define. Gathered insights help you
define the challenge in a different wav.

Develop. Encourages different answers
to the clearly defined problem

Deliver. Testing out different solutions,
rejecting those that won't work,
improving ones that will.

LEADERSH\P




THE DESIGN THINKING PROCESS

Design king

GETTING GETTING
STARTED TO SCALE

The design thinking loo
categorize our process

areas



Design

Presented in a linear way, we can
understand the questions and
approach of utilizing the design
thinking process

is about framing a design
challenge and discovering
new perspectives on the
opportunity.

Thavea
challenge.

is about generating
ideas and making
them tangible.

Ive learned
something.

is about continual
experimentation based on
user feedback.

Thavea
prototype.



DESIGN THINKING

[ ]
ing
IDEATE

What is the problem? Why is it important?
Define the challenge & Brainstorm ideas good & bad,
explore the human context dont stop at the obvious

To ensure this is an

DEFINE
OngOI ng proceSS, the Why is it important? Does it work? How do we create it?
Research, observe, understand implrement the product, show, & Start creating, experiment,

dont tell, start to refine the product fall cheap, & fast

phases Of deSign & create a point of view
thinking can also be
represented as a loop



Put People First

Start with the
understanding of the
people using the service,
their needs, strengths
and aspirations

Collaborate and co-create
Work together and get
inspired by what others

are doing.

Communicate visually
and inclusively
Help people gain a
shared understanding of
the problem and ideas.

Iterate, iterate, iterate
Do this to spot errors
early, avoid risk and build
confidence in your ideas.

Core Design



Methodology used
To explore, shapeorbuild

® © &

Explore Shape Build
Challenges, needs and Prototypes, insights and Ideas, plans and
' visions expertise

opportunities



CONNECTYXE




Frame Your Challenge:

What's the problem you are trying to solve?

Community Safety & Well-Being
Long Term
Society Infrastructure

Let’s reframe it as a How Might We question

HMW Foster innovation towards connection?
HMW foster innovation & entrepreneurship to ensure access to
public information technology to a transparent system that
supports all residents to safely access their needed goods &
services to thrive in their lives?
. HMW establish an environmentally friendly &
accessible transportation system?
HMW create a transportation system that Saskatoon
wants to see?
HMW have a free public transportation system that is
sustainable?
HMW create a transportation that meets the people’s
needs (financial, physical, geo, etc.)

What’s the impact you are trying to have?

Access to health & services, education, jobs, social connection
Safety

Affordability/tax base shift

Move from personal vehicles

Walkable, Wheelable

All modes of transportation working harmoniously — Diversity
Instant help

Instant connection

Conscious & strategic steps

What are some of the contexts & constraints
you are working in?

Current reality:

Are we behind the times?

Current plans (PYG , Growth to 500K)
$$

Population

Change resistant mentality

Cars are way to inconvenient?

Age, demographic, culture, ability







A Step 1: Engagement with a

Step 6: Rebuild Youth Advisory Committee
to create a solid
the tool based foundation based on lived
on feedback experience feedback

Step 2: Collaboration and

Step 5: Feedback forums advisement from

with institutional partners, community alies group &

youth advisory committee group
scope on current tech

and subject matter experts e
initiatives

\

Step 4: Testing out the
tool with incarcerated

youth, youth advisory Step 3. Build

group, community allies
group and general public ~ the tech tool



Securlty: The overall top priority for the youth. Within that, the main priori-
ties are housing security and public safety. Security also indudes food, finan
dal, family security, and accessibility {transportation) to services.

Purpose: Helping individuals feel motivated and comfortable, and empow-
ering those individuals to help themselves and others make life better.

Belonging: A genuine sense of attachment to important elements of commu-
nity and how it positively shapes their understanding of self and their place
in society. Belonging can refer to any or all of the home, family, community,
workplace, and other structures.

Identity: Knowing who they are, where they came from; a foundation for
self-mastery and pride, expressed in values, personality, sense of autonomy;
the product of historical culture, place, inherited and discovered elements; a
source of Inspiration and strength.




CONNECTYXE Interface Layers
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Data Flow

Most Up To Date Historical Data
Information Storage

Information
Exchange
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Public Anonymous Application

Aggregate
Reports




Use Case

YOUTH YOUTH CONNECTYXE YOUTH CONNECTYXE

finds access connects to asks how it can help asks if there is a place locates accommodation
point to connect ConnectYXE to spend the night available and
to the internet reccommends an option

YOUTH CONNECTYXE CONNECTYXE YOUTH

accepts references history of requests advised to communicates to CBO accepts
recommendation and determines services expect a youth that a youth has recommendation
of a meal and frequently bundled with a for the evening requested a bed for that
conversation request for a bed. System night. System may put
offers a meal, and a meeting “hold” on a bed. List of
with an elder available beds is updated

CONNECTYXE CONNECTYXE YOUTH

locates meal for A meal-provider is advised that  asks if the youth would like the youth
the youth ayouth has requested ameal  transportation arranged to accepts the
for that evening. A cultural the location of the meal, offer of
CBO receives arequestthatan  and/or to the location of transportation
elder join a youth for a meal the overnight housing

YOUTH CONNECTYXE YOUTH CONNECTYXE

Takes transit to the Saskatoon Transit issues arranges for bus pass accepts connects to Saskatoon
location of the meal. a free ride or rides. This with Saskatoon Transit transportation Transit and determines
He or she meets and shares is communicated as a offered transportation
a meal with an elder, then token to the youth’s alternatives. The BOT
travels to the location for phone, or to the bus offers these to the youth
overnight housing




To achieve our long term vision:

Will require:

Outcomes

* Youth, families, and allies will be connected in real time to services and opportunities
* CBOs will have better access to coordinate accurate information and programs and will be able
to rely on data for trends and metrics for their own spending

Which requires:

CONNECTYXE Theory
of Change Flow
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Opportunity to get to know the user and understanding their
needs, wants and objectives

Observing and engaging with people in order to understand
them on a psychological and emotional level

Caters to real users needs, rather than supposed ‘averages’
Objectives:

o ldentify the user needs and behaviours that are latent or
unarticulated

o Distinguish between what people say they would do in a
certain situation and what they actually do

Thinking



To understand the user, interviews
can be used to capture the needs,
values, and beliefs. community.
Use this when:
You need a basic understanding of
the user’s needs, values, and beliefs.
It is ideal to do these interviews at the
beginning of your project.

This method, which enables you to
empathize with your user, is also
known as participant observation. By
immersing yourself in a new
experience, you can better understand
the motivations, thoughts, and feelings
of the user in the moment.

Use this when:
You want to gain deep empathy for
your user.

Expert interviews are a great way
to learn a lot of information about
your problem very quickly.

Use this when:
You would like to quickly get a
better understanding of the
problem you working on. These
interviews are ideal at the very
beginning of the project.

Experiencing analogous settings can
help you see your challenge in a new
light: consider the activities, emotions,
and behaviors that make up the
experience of your challenge.

Use this when:
You want to explore your problem
from a different point of view.

Core Research Methods

People often say and do very different
things. Observations can reveal actual
behaviors. When observing, take note of
a person’s facial expressions, body
language, walking style, and how he/she
interacts with others and the world.

Use this when:
You want to better understand the user’s
actual needs and behaviors.



Ask users to write reflections at the
end of the day on certain moments
or themes. This gives them time for
personal and uninterrupted
thinking, and gives you an
interviewee's thoughts captured in
their own words.

Use this when:
You want to learn about a user's
experience over an extended
amount of time.

These are a series of concept drawings
with accompanying explanations.
Concepts could be outliers meant to
illicit a strong reaction, or early ideas
you might want to build into
prototypes.

Use this when:
You want early feedback on why users
like or don’'t like certain features.

Create a series of cards with a
single word or image on it and
ask users to prioritize what's Additional Research Methods
most/least important, interesting,
or relevant to them.
Use this when:
You want multiple users to narrow
down a set of ideas, or when you
want to understand patterns in
value judgment across users.

Give users a disposable camera and a list of
objects and/or experiences to photograph
throughout their day. This gives you a firsthand,
visual perspective on your participants by
seeing what's important fo them and part of
their everyday life. You'll receive a visual “day
in the life” of the user.

Use this when:
You want to compare and contrast the
different daily experiences and realities of a
set of users.






Storytelling an interview/observation outline:
Personal Details — who did you meet?

Interesting stories — what was the most EXtI'aCtil'lg IHSights

memorable and/or surprising story this person

told you? ) ]

This phase is meant to transform your
B.V.B — talk about the Behaviours, Values and research into actionable insights.
Beliefs

Motivations/Barriers — What motivates this
person?

Context — what was in her context?

Remaining questions — what questions would
you explore if you were have another
conversation with this participant?






« What did many people « How are they related?

mention?¢ « What's the common
* Which issues were thread? EXTRACTING INSIGHTS

obvious? « Don't be afraid to group Identifying Patterns/Themes
and regroup your
categories
« What takeaways spark more « Name the clusters you've just
questions and invite you to defined with an actionable
build on thoughtse headline-a short phrase that

summarizes the information
below,
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Dedicated to defining the problem: What user
problem will you be trying to solve?

This stage ensures you fully understand the goal of
your project

Relationship between empathize and define can be
described as analysis and synthesis:

Objectives:

o Empathy — we use analysis to break down
everything we observe and discover about your
users into smaller, more management
components

o Define — we piece these components back
together, synthesizing our findings to create a
detailed overall picture

Design Thinking



Identifies the gap between the current state (i.e. the
problem) and the desired state (i.e. the goal) of a
process or product.

A problem statement or point of view (POV) statement,
frame the problem (or need) in a way that is actionable.

The goal is to guide you towards a feasible solution

Here are some ways you might be able to frame the problem:

O From the user’s perspective: “l am a young working professional trying to eat
healthily, but I'm struggling because | work long hours and don’t always have
time to go grocery shopping and prepare my meals. This makes me feel
frustrated and bad about myself.”

O From a user research perspective: “Busy working professionals need an
easy, time-efficient way to eat healthily because they often work long hours and
don’t have time to shop and meal prep.”

O Based on the four Ws—who, what, where, and why: “Our young working
professional struggles to eat healthily during the week because she is working
long hours. Our solution should deliver a quick and easy way for her to procure
ingredients and prepare healthy meals that she can take to work.”

What is a



A good problem statement is human-centered and
user-focused. Based on the insights you gathered
in the empathize phase, it focuses on the users
and their needs—not on product specifications or
business outcomes. Here are some pointers that
will help you create a meaningful problem
statement:

o Focus on the user: The user and their needs should
be front and center of your problem statement.

o Keep it broad: A good problem statement leaves room
for innovation and creative freedom.

o Make it manageable: At the same time, your problem
statement should guide you and provide direction.”

What makes a



Before we even think about what the solution is,
we begin by framing what the problem is?

Frame Your Challenge

What’s the problem you are
trying to solve?

What'’s the impact you are trying

to have?

What are some of the context
and constraints you are working
in?




Here is a sample...

Frame Your Challenge

What’s the problem you are
trying to solve?

What'’s the impact you are trying
to have?

What are some of the context
and constraints you are working
in?

Making downtown more safe
Creating more options in downtown
Saskatoon

Have more people come downtown

Budget
Nobody knows about events happening in
downtown Saskatoon




From these
what the

we begin to
are to formulate a great

Using the problems/impact/context and constraints you
identified in your challenge framework, define your Point of

View (POV):

USER NEED INSIGHT
Who are the users? What did you identify as What's the insight s you
needs? took away from your

challenge framework?




Example

USER NEED INSIGHT

Downtown businesses More energy in downtown People feel unsafe in

People of Saskatoon Saskatoon Saskatoon

City Planners No one feels comfortable at
night

Businesses want more
people to stay in downtown




let’s do this POV together

USER

NEED

INSIGHT




We can our POV by
combining

To articulate your POV, you can insert your information about
your user, the needs and your insights in the following
sentence:

needs to because

(user) (user’s need) (insight)
Descriptive Verb Compelling



Point of View MadLib

Downtown businesses___ need to __create more incentives_in

order to

(user’s need)

(user) Verb

Descriptive

to make people feel like thext;re in a safe environment.
insig

Compelling



(1]
Descriptive

Point of View MadLib

needs in order to

(user's need)
Verb

(insight)
Compelling



and OPEN your challenge

The method is constructed in such a way that it
opens the field for new ideas, admits that we do not currently know
the answer and encourages a collaborative & innovative approach.

POV:

Downtown businesses need to create more incentives to make people feel like they're in a safe
environment

HMW may be:
How Might We find a way to support the vulnerable sector in downtown?
How Might We inspire create safety measurements on our downtown streets? ?






Ideation Session

|deation is when you conc
on idea generation. ldeati
provides both the fuel an
the source material for bu
prototypes and creating i
solutions.



&

Combine

gether perspectives
ngths of your team

members.

Expand
ous solutions out of
heads and drive

nd the obvious.







P

ax

YO h eate...

!L. ;smon from identifying
problems to creating solutions for
your users. |deation is your
chance to combine the

under ding of your problem
and who will be impacted by it.




Disrupting

able to overturn
monly held beliefs,
mptions or norms in
rder to re-think

ntional approaches.

ognize Patterns

pot common threads
aning, and ways of
doing and behaving.
ble to recognize

es or shared values.




Brainstorming

nstorming session, you verbally
ideas off of each other in the
of finding a blended solution.

enging Assumptions

ideation technique is to come up
umber of assumptions that are
your design challenge. As a group,
go through these assumptions and
whether they are really true, or if
ply there because they've never
oned. In putting these assumptions
test, you can determine what
stics are really necessary, or which
ions could be used instead.




everse Thinking

thinking can be a fun way to flip the
on its head and come up with new
e solutions you come up with for the
challenge can help you to envision
the opposite might be, leading you
er to the solution you really need.

rst Possible Idea

lar ideation technique is to come up
number of assumptions that are

to your design challenge. As a group,

n go through these assumptions and
s whether they are really true, or if

simply there because they’ve never

en questioned. In putting these

tions to the test, you can determine

aracteristics are really necessary, or
solutions could be used instead.
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broadest range of

possibilities.



Using the ‘worst possible idea’ technique, come
up with ‘anti-solutions’ to the problem you are
trying to solve.

The Anti Solution

This is for creativity purposes!



Step 2: Ideation Session

Ideation is about pushing for the widest possible
range of ideas from which you can select, not
simply finding a single, best solution.

Create 5 ideas for each HMW statement









“Prototyping allows us to fail early
so we can succeed sooner. e

A prototype is anything that helps you communicate or test an
experience with other people to get feedback



Prototyping allows you to put the user at the
heart of the process and requires you to test

the prototypes with real users. Testing
Prototypes can help you to:

Gain first-hand insights info how your users Will This phase is meant to transform your
interact with, and react to, the product you're  researchintoactionable insights.
designing.

|ldentify any usability issues or design flaws
before it's too late

Prototypes enable you to fail early and
cheaply.

Make informed design decisions.

Prototypes allow you to iterate, refine, rework

and make improvements until you have a
market-ready product.



Is it a hand-drawn prototype, or a
digital one? Is it for mobile or
desktop?

How functional is the prototype?
Can the user click on it or interact
with it, or is it view-only?

Is the prototype a quick,
disposable version that will be
replaced with a new and
improved version? Or is it a more
enduring creation that can be
built and improved upon,
potentially ending up as the final
product?

How detailed and polished is the
prototype? You'll often hear the

terms high-fidelity and low-fidelity

in relation to prototypes.

Low-fidelity prototypes keep
content and visuals to a
minimum, presenting only the
key elements as basic shapes in
order to convey visual hierarchy.
Low Fidelity prototyping
techniques include:

Paper prototyping

Clickable wireframes.

Methods

High Fidelity prototypes are
more detailed, realistic
prototypes that look and operate
much like the final product.
You'll move onto hi-fi prototypes
once you have a good idea of
what you’re going to build. High-
fidelity prototypes tend to
include all the visual
components, interactive
elements, and content that will
be featured on the final product.
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Design Thinking
| hope you can take away
some great insights from
learning the basics of design
thinking and how to apply it to
your own ventures



