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The schedule - Week 01 
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Design Management @Aalto BIZ 

01/05 - VAPPU 🥳 

#3 - 02/05 - Design Thinking and Double Diamond (1/2) 

#4 - 03/05 - Design Thinking and Double Diamond (2/2)
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3 things we will cover today 

1 - Quick recap  

2 - What is Design Thinking? 

3 - Double Diamond Model - Part 01 - Discover and Define 



#1  

Quick Recap - Design Management









https://www.youtube.com/watch?v=m0vHHglJDIY


#2  

Design Thinking







Design thinking is a human-centered approach to innovation 

that draws from the designer’s toolkit to integrate the needs of 

people, the possibilities of technology, and the requirements 

for business success.” 

Tim Brown, IDEO



https://www.youtube.com/watch?v=UAinLaT42xY




Design thinking begins with skills designers have learned 

over many decades in their quest to match human needs with 

available technical resources within the practical constraints 

of the business. 

Tim Brown -> Change by Design Book



 By integrating what is desirable from a human point of view 

with what is technologically feasible and economically viable, 

designers have been able to create the products we enjoy 

today. 

Tim Brown -> Change by Design Book



Design thinking takes the next step, which is to put these tools 

into the hands of people who may have never thought of 

themselves as designers and apply them to a vastly greater 

range of problems. 

Tim Brown -> Change by Design Book





Design Thinking model





Empathize: The initial step is meant to explore and understand the 

users’ needs in the project. The project team empathizes with the users’ 

values and needs by observing and immersing in the users’ realities.



Define: Framing and re-framing practices are used to make sure that 

the ‘right’ problem is solved in the process. After the empathize session, 

in this phase the team comes up with an actionable problem statement.



Ideate: Creative techniques for generating ideas for the project. In this 

phase, the team explores a wide solution-space on how to solve the 

problem. The goal is to bring as many ideas to the table as possible, as 

ideas can always spark the generation of new proposals.



Prototype: Prototyping moves (a few) ideas from intangible to tangible. It 

gives the team something they can experiment and rapidly test the solutions. 

Prototypes start being low-fidelity, meaning that they are a rough 

representation of the idea, used to generate a conversation around the idea.



Test: Evolving from the initial prototypes, the test phase is a more close-to-

the-problem solution. Depending on the case, it can be a solution that 

already works (such as a website or object). Ideally, real users will join and 

give feedback in this phase.





https://www.youtube.com/watch?v=_WI3B54m6SU








Natasha Jen: Design Thinking is Bullsh*t 

https://www.youtube.com/watch?v=_raleGrTdUg


In sum, design thinking is a method for bringing the 

users’ perspective to product/service development.



Or, it is a reminder for ourselves of some key steps 

needed to be user-centered. 



Questions?



#2  

Double Diamond model





Design Council’s Double Diamond clearly conveys a design 

process to designers and non-designers alike. The two 

diamonds represent a process of exploring an issue more 

widely or deeply (divergent thinking) and then taking 

focused action (convergent thinking).  



https://vimeo.com/857497488


Stage 1 — Experience Strategy 

The first two phases — Discover & Define — are all about 

«doing the right thing» (goal) and finding the right 

question to answer or the right problem to solve. This is 

when we talk about establishing an «experience 

strategy» (outcome). 

Stage 2 — Experience Design 

The following two phases — Develop & Deliver — are all 

about «doing things right» (goal) and finding the right 

answer or the right way to solve the problem. That’s when 

we talk about executing the «experience 

design» (outcome). 





1 – Discover: The first step is understanding the problem to 

be faced, the user, and the context where it happens. 

Research techniques such as observation and interviews 

are important at this stage of the process.



2 – Define: The knowledge from the discovery phase is then 

discussed by the development team. Designers in this stage 

(re)define the problem that they will tackle during the 

future steps.



3 – Develop: The classic ideation phase. The team uses 

convergent thinking to generate solutions for the problem. 

Like the first step, in this phase, the team seeks inspiration 

and co-designing solutions in partnership with users.



4 – Deliver: In the last step, the team compares the solutions 

generated with the problem defined in step 2, where one or a few 

are selected to further development and, when possible, prototype 

and get feedback from (real) users. When the idea is done, it’s time 

for communicating the solution to a wider audience.



https://www.designcouncil.org.uk/our-resources/the-double-diamond/



https://uxdesign.cc/how-to-solve-problems-applying-a-uxdesign-designthinking-hcd-or-any-design-process-from-scratch-v2-aa16e2dd550b





Diamond 1 - Discover



Things to do: 
- Evaluate the brief from client. Ask (many) 
questions 
- Research with users, clients, client of clients, 

etc. 
- Interviews, observations, survey, desk 

research… 
- Who else is solving the same problem? 

Benchmarking 

Output: Unstructured research findings, 
documentation and findings.



https://www.nngroup.com/articles/discovery-phase/



Diamond 1 - Define



Things to do: 
- Summarize, cluster, find patterns. Affinity 

diagram as a method. 
- Customer journey with pain points. 

Output: A final brief, new or refined How Might 
We? Or project question.



https://www.interaction-design.org/literature/article/affinity-diagrams-learn-how-to-cluster-and-bundle-ideas-and-facts



https://www.nngroup.com/articles/journey-mapping-101/



Questions?
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Thank you 
Obrigado
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