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DEFINE
Defining the real problem is the first major 
milestone on the way to the solution.



1.Write down findings from interview
2.Write on post its, stick it on flipchart paper
3.One point one sticky notes
4.15 minutes

Write Findings

http://www.youtube.com/watch?v=BNxjIbH-Grs


Lapisan 3. Struktur. Information 

Architecture dan Interaction Design.

.



Lapisan 3. Struktur. Information 

Architecture dan Interaction Design.

.



Lapisan 4. Rangka/Skeleton. Wireframes.









Reframe Design Challenge

Design a mobile app that helps ,
to _     

.    

(User’s group)

(User’s need)

(Adjective)

http://www.youtube.com/watch?v=4xG2aJa6UyY


Now, try reframing your insight statements as How Might We

questions to turn those challenges into opportunities for design.

How might we?





How might we?



Tantangan: Mendesain ulang pengalaman darat di bandara internasional setempat
POV: Ibu tiga anak, bergegas melewati bandara hanya untuk menunggu berjam-jam di gerbang, perlu 
menghibur anak-anaknya yang lucu karena "bocah kecil yang menyebalkan" hanya membuat jengkel sesama 
penumpang yang sudah frustrasi.

Perkuat yang baik: HMW menggunakan energi anak-anak untuk menghibur sesama penumpang?
Buang yang buruk: HMW memisahkan anak-anak dari sesama penumpang?
Jelajahi yang sebaliknya: HMW menjadikan penantian bagian yang paling menyenangkan dari perjalanan?
Mempertanyakan asumsi: HMW sepenuhnya menghapus waktu tunggu di bandara?
Mainkan kata sifat: HMW kita membuat menyenangkan bukannya memburu-buru?
Temukan yang tak terduga: HMW memanfaatkan waktu luang sesama penumpang untuk berbagi beban?
Buat analogi: HMW menjadikan bandara seperti spa? Seperti taman bermain?
Mainkan POV melawan tantangan: HMW menjadikan bandara tempat yang diinginkan anak-anak?
Ubah status quo: HMW membuat anak-anak yang suka bermain dan keras kurang mengganggu?
Hancurkan POV menjadi beberapa bagian: HMW menghibur anak-anak? HMW memperlambat ibu? HMW 
meredakan penumpang yang tertunda?

How might we?

http://www.youtube.com/watch?v=KAHKP313P2I


1.Turn insights into “How might we …”
2.Discuss with team
3.Group HMW into topics/flow
4.10 minutes 

How might we?



1.Use your dot sticker to vote
2.Vote 3 the most interesting 

HMW
3.Silently, NO DISCUSSION!
4.2 minutes

VOTE

http://www.youtube.com/watch?v=4xG2aJa6UyY


IDEATE
How might we explore as many ideas as 
possible?



Set an outrageous goal—
then surpass it. The best 
way to find one good idea is 
to come up with lots of 
ideas.

Go for quantity

Even if an idea doesn’t seem 
realistic, it may spark a 
great idea for someone else.

Encourage wild 
ideas

Draw your ideas, as 
opposed to just writing 
them down. Stick figures 
and simple sketches can say 
more than many words.

Be visual
There are no bad ideas at 
this point. There will be 
plenty of time to narrow 
them down later.

Defer judgement

To get more out of your 
session, keep your 
brainstorm question in sight.

Stay focused on 
topic

Say “and” rather than “but.”

Build on the ideas 
of others

BRAINSTORMING RULES



1.Silently
2.Write 20 ideas/person to solve your design 

challenge
3.Ideas can be: a Feature, New Technologies
4.10 minutes!

Brainstorming

http://www.youtube.com/watch?v=KAHKP313P2I


1.Discuss with team
2.Group Ideas 
3.or Make a step by step flow
4.or Build up your friend’s ideas
5.10 minutes 

IDEAS

http://www.youtube.com/watch?v=4ASKMcdCc3g


NEXT
WEEK:

PROTOTYPING
May bring laptop

Bring your design thinking supplies

Bring HVS paper for sketching

Support and collaborate with your team member



Thanks!
Any questions?


