
Welcome.


Get into groups of three people on tables next to 
each other. 


This will be your design team for the day.

UX DESIGN WORKSHOP



UX DESIGN 
WORKSHOP.
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Hi, I’m Chris


@chrishow



I design at 



Take 3 minutes to find 3 things you have in common 

with your team.


Try to get beyond the obvious. 


Nominate one person to share with the room.

Activity



Post-it® note portraits.


Draw the person to your left.  
Add their first name to your picture.


You have 2 minutes.

Activity



• Followed a UX / UCD / design thinking process


• Turned your research into design guidance


• Framed the problem to solve


• Generated a range of imaginative ideas


• Pitched your ideas

By the end of today you will have . . .



In your teams we’ll tackle a fun design challenge 

through practical activities.


It will be rapid but stick with it. 

How we’ll do this
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WHAT IS UX DESIGN?
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User-centered design (UCD) is an iterative design process in which 

designers focus on the users and their needs in each phase of the 

design process. 


UCD calls for involving users throughout the design process via a 

variety of research and design techniques so as to create highly 

usable and accessible products for them.

One definition



Three factors

User (desirability)Business (viability)

Technology (feasibility)
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What kind of research?

open-ended close-ended

“listening labs”
“contextual enquiry”

interviews

usability testing

remote testing tools

surveys

focus groups

card sorting

heuristic evaluation

MVT 


A/B

ethnography

tree testing

concept testingjobs-to-be-done

diary studies

Formative

Generative

Summative

Evaluative

participatory design
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The design squiggle
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• Uses design to investigate and solve problems 


• Finds imaginative solutions to identified needs


• Creates elegant human-centred solutions


• Goes beyond the obvious

In summary - UX design



Tim Brown

“Design thinking can 
help us chart a path 
into the future.”



What questions do you have about UX Design?


3 minutes.


1 question per Post-it® note.

Activity - framestorming



Recap on last week

What was your research question? 


What research did you do? 


What format is the research in?



You’ve just been employed by a new startup. The CEO is focused on minimising single-

use plastic bottles, and they are open to developing new products, or services to 

support their vision. You will also have to think about how this product/service 

generates revenue for the company. 


 


Today, you will take the insights from your research and following a design process 

turn these into an imaginative solution to pitch to the CEO. 


Your design solution will need to be good for the user, as well as for the business.

Today’s design challenge



ANALYSIS & SYNTHESIS
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Visualise your findings



Personas



Personas



Job statements



User journey map



Empathy maps



Empathy maps



Activity - empathy maps

In your groups consider two key and different users for your solution.


These are the people you’ll be designing for so make them 

interesting.


You have 20 minutes.



(RE)FRAMING THE PROBLEM
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Greg Satell

“Don’t look for a 
great idea. Look for 
a good problem.”



You’ve just been employed by a new startup. The CEO is focused on minimising single-

use plastic bottles, and they are open to developing new products, or services to 

support their vision. You will also have to think about how this product/service 

generates revenue for the company. 


 


Today, you will take the insights from your research and following a design process 

turn these into an imaginative solution to pitch to the CEO. 


Your design solution will need to be good for the user, as well as for the business.

Today’s design challenge



How might we . . . ?





In your teams find and reframe your design focus. 


Refer to your key users. Find the area of interest. 

Reframe as a single ‘How might we . . . ?’ statement.


You have 20 minutes.

Activity - problem statement



MAPPING THE SYSTEM 
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UI flows



UI flows



Activity - UI flows

Individually, sketch the flow through your system.


Start at the end and work backwards. Think of the key pages and 

touch points.


What the user sees / What they do.


You have 15 minutes.
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‘Intermediate impossibles’. 


What’s the worst experience you can create for minimising single-use 

plastic bottles? What would make this really difficult or frustrating?


You have 5 minutes then we’ll share with the room.

Activity - free your mind



CONTENT REQUIREMENTS
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Activity - key content

What does the user 

want /need to do?

What do we 

want them to do?

Do Want Do Want



IDEATION & PROTOTYPING
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Victor Lombardi

“If we only test 
bottle openers, we 
may never realise 
customers prefer 
screw-top bottles.”



Kathy Sierra

“Upgrade your user, 
not your product. 


Don’t build better 
cameras, build 
better 
photographers.”



You’ve just been employed by a new startup. The CEO is focused on minimising single-

use plastic bottles, and they are open to developing new products, or services to 

support their vision. You will also have to think about how this product/service 

generates revenue for the company. 


 


Today, you will take the insights from your research and following a design process 

turn these into an imaginative solution to pitch to the CEO. 


Your design solution will need to be good for the user, as well as for the business.

Today’s design challenge





Speed = more ideas



Speed = more ideas



Think big, sketch quick



Sketch 
Then prototype 

Diagram 
Increase fidelity

Activity - sketching round one



Even better if . . .



Sketch 
Then prototype 

Diagram 
Increase fidelity

Activity - sketching round two



Substitute

Combine

Adapt

Modify

Put to other uses

Eliminate

Rearrange

Pushing ideas in new directions



Sketch 
Then prototype 

Diagram 
Increase fidelity

Activity - sketching round three



Your strongest ideas



Name of product

HMW statement

Sketch of 
product/service

Sketch of key 
feature

Product in use by 
your persona



PITCHING YOUR IDEAS
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John le Carré

“The cat sat on the 
mat” is not a story. 


“The cat sat on 
the dog's mat” is 
a story. 



1. Tell a story


2. Communicate the problem


3. Explain how your idea meets the design challenge


4. Tell the audience why it’s a good solution


5. Include the impact your solution will have

5 tips on pitching



You’ll have no more than 2 minutes as a team to pitch 

your idea. 


Create a pitch to showcase your idea. 


Have a run through.


You have 10 minutes.

Activity - prepare your pitch



Each team has 2 minutes. 


After all teams have pitched you’ll 

get to fund the ideas you most like. 


You can’t fund your own idea.

Activity - pitching your idea
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6 tips for better UX design


