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Design Thinking

Empathize
Get to know users

Define
Define problem in a 
user-centered way

Ideate
List all potential 

solutions; narrow 
down to a few

Prototype
Create a prototype

Test
Test prototype with 
users; get feedback



Persona Building

● Persona – Who are you designing for?
Characters used to represent different customer types

● Use case – What are you designing for?
Goals for how the product will be used



Persona Building

● Goal: Help product designers understand and empathize with target users
● Make sure personas resemble actual users

○ Conduct interviews
○ Get data about current customers
○ Aim for 3-5 personas



Persona Building

● Name
● Demographics (age, income, gender, location, occupation)
● Bio 
● Personality
● Behavior patterns
● Pain points
● Goals
● Quote



Persona 1

Example

https://userguiding.com/blog/user-persona-examples/#:~:text=What%20is%20an%20example%20of,a%20real%20human%20being%20accurate.


Persona 2

Example

https://venngage.com/blog/user-persona-examples/


User Segments

Segmentation

● Grouping the “market” (customers) into segments based on characteristics
● Should be based on real data (surveys, social analytics, purchasing behaviors)
● Discover trade-offs between different personas



User Segments

● Demographics (age, gender)
● Psychographics (interests, attitudes)
● Technology (desktop vs. mobile, type of phone)
● Geography (location, timezone)
● Product behaviors (frequency of product use, purchase online vs. in store)
● Motivations (what do you (dis)like about the product?)



User Segments

Net Promoter Score (NPS)

Link

https://www.netpromoter.com/know/


User Segments

Link

https://www.appcues.com/blog/persona-examples


User Segments

Link

https://venngage.com/blog/user-persona-examples/


Use Cases

● Document (1) how people will interact with a product or service and (2) 
determine requirements a product or service needs to satisfy the users

● It’s a good idea to have a primary use case for each persona you create
● Helps prioritize items and establish a series of goals



Use Cases

● Use Case # 1: Name
● Description (1-sentence)
● Users (personas)
● Preconditions (what happens before the use case)
● Basic Flow 
● Alternative Paths 
● Postconditions (what happens after the use case)

Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


Use Cases

Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


Use Cases

Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


Use Cases

Link

https://www.stellman-greene.com/2009/05/03/requirements-101-user-stories-vs-use-cases/


User Journey

● Holistic view of the user’s 
journey through using the 
product (touchpoints, 
channels)

● Actions, throughs, emotions 
as the user goes through 
their product interaction 

● Insights, pain points, 
opportunities, plans moving 
forward

Link

https://www.nngroup.com/articles/customer-journey-mapping/
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Lesson 7: Product Design
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Design Thinking

Empathize
Get to know users

Define
Define problem in a 
user-centered way

Ideate
List all potential 

solutions; narrow 
down to a few

Prototype
Create a prototype

Test
Test prototype with 
users; get feedback



Ideating

● Miro is often used for online whiteboarding among many members

https://miro.com/


Ideating

Funnel Analysis
Which website page do we want to focus on?

Link

https://en.wikipedia.org/wiki/Funnel_analysis


Ideating

Heatmap
Which features of that page do we want to focus on?

Link

https://neliosoftware.com/blog/publishers-increase-your-conversion-rate/?nab=0


Ideating

User Feedback

https://optinmonster.com/best-ways-to-collect-customer-feedback/
https://refiner.io/blog/popup-surveys/
https://elfsight.com/all-in-one-chat-widget/



Design Thinking

Empathize
Get to know users

Define
Define problem in a 
user-centered way

Ideate
List all potential 

solutions; narrow 
down to a few

Prototype
Create a prototype

Test
Test prototype with 
users; get feedback



Wireframing

● Show a product design at a structural level (usually for web / mobile apps)
● Should be tied to persona needs and user journeys
● Wireframing is done before a full scale prototype – it helps align all 

stakeholders around the product’s scope and aims
● Can vary in fidelity

○ Low fidelity = a sketch of the final product that includes basic elements, but not much more
○ High fidelity = looks like the final product



Wireframing

This brings up an important career 
note: 

Many UX jobs are called UX/UI, for 
“User eXperience and User Interface”

● The emphasis on UX vs UI will 
depend on each company. 

● UI is only for digital products, 
whereas UX can be for physical or 
digital products.

Link

https://careerfoundry.com/en/blog/ux-design/the-difference-between-ux-and-ui-design-a-laymans-guide/?utm_term=ux%20and%20ui&utm_campaign=13922625494&utm_source=google&utm_medium=cpc&utm_content=624764266269&hsa_mt=e&hsa_ad=624764266269&hsa_ver=3&hsa_tgt=kwd-299022413915&hsa_net=adwords&hsa_grp=124419185946&hsa_src=g&hsa_cam=13922625494&hsa_acc=8658759102&hsa_kw=ux%20and%20ui&gclid=CjwKCAiAzp6eBhByEiwA_gGq5OrdCGIrkHhp8X47O8uMp1wMG7KKE8tgAUeMzOc3xC63Qj3VRzIuqBoC4KgQAvD_BwE


Wireframing

● Figma is often used for 
creating design 
prototypes

https://www.figma.com/


Wireframing

Link

https://visme.co/blog/wireframe-examples/


Storyboarding

● Series of drawing that take you through the customer’s journey or interaction 
with the product

● Often used in advertising and marketing, but versions of storyboarding can 
also be used in UX/UI

● Includes scenarios, visuals, captions
● Want it to be memorable, engaging, and visually captivating



Link

Storyboarding

https://www.moritzoesterlau.de/portfolio/an-approach-to-digitization-in-education.html


Rapid Prototyping

● Strategy that aims to create multiple prototypes very quickly
● Lets you innovate, design, and test multiple versions of a product
● Allows you to see how people react to your products and take their feedback 

into consideration before you have sunk too much time and money into a 
design that may not work



Design Thinking

Empathize
Get to know users

Define
Define problem in a 
user-centered way

Ideate
List all potential 

solutions; narrow 
down to a few

Prototype
Create a prototype

Test
Test prototype with 
users; get feedback



Test

● Can repeat interviews or focus groups
● Conduct surveys (next lesson)
● Analyze data (following two lessons)



User eXperience 
(UX)

User Experience Research focuses 
on the study of end users: the 
people actually using your product

● Analyzing the behaviors, 
requirements, and expectations of 
end users

● Focuses on a specific product or 
service

● Often digital products, such as 
apps or websites

The goal of UX is to improve end 
user experience through the 
interaction with a product
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