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Design

How would you describe design?

If you were to design something, how would you begin?



Research and Design Methods

In order to explore the design of something, or in order to begin designing, you 
should employ various research and design techniques to start your process.

The project you are undertaking will dictate what kind of research and design 
methods you should be employing.

There are countless design techniques or methods available to use, but the 
following methods/techniques are the ones that would be most relevant for 
your project and your future career paths.



Brainstorming

How would you describe brainstorming?



Brainstorming

Brainstorming is a technique that aims to generate ideas on a particular topic.

You can brainstorm in a variety of ways, but it usually happens as a group. The 
group dynamic allows ideas to be ‘bounced off’ each other until the group is 
satisfied they are going in the correct general direction.

There should be multiple outputs from these brainstorming sessions, as 
multiple ideas need to be discussed. You can utilise various other methods to 
keep track of the brainstorming process, like sketching, or writing on post-its. 

 

https://dailydunners.home.blog/2019/02/08/brainstorming/


Bodystorming

Do you know what bodystorming is?

Can you describe it?



Bodystorming

Bodystorming is testing out an idea in a physical way.

Bodystorming allows you to go through the actions as a real user would, but in 
a controlled setting like the design studio.

You would use props where necessary to demonstrate how a real user would 
physically undertake a task in the imagined context of use.

https://zhiyuanwu393983086.wordpress.com/2018/03/22/bodystorming-physically-testing-ideas/
https://lorenzoanzuini.wordpress.com/2019/02/18/bodystorming/


Shadowing

What is shadowing?



Shadowing

Shadowing is a research method which examines users behavior by observing 
them performing tasks and interacting with products or services in their natural 
environment.

Shadowing requires the researcher to take notes on how users perform tasks, 
how easy or difficult the task is, and what kind of difficulties the users encounter 
when performing these tasks.

You are expected to have very little input into how a user completes a task, but 
you may ask questions after the task has been completed if necessary.

https://mabuimedia.wordpress.com/2018/03/14/shadowing/
https://vijanibulumulla.home.blog/2019/01/25/the-journey-begins/


Fly on the Wall

What do you think ‘Fly on the Wall’ is?



Fly on the Wall

Like Shadowing, Fly on the Wall is a research method in which the researcher 
observes the participants.

Fly on the Wall is supposed to be one of the most unobtrusive research 
methods, as the researcher just watches without interacting with their 
participants. 

The aim of this method is to have the researcher fade into the background so 
that participants are not acting unusually. The researcher observes and makes 
notes on the actions of the participant and understands the way they 
undertake their daily tasks.

https://uxfogo.wordpress.com/2018/03/20/fly-on-the-wall/
https://michaeldanford.wordpress.com/2019/02/20/the-fly-on-the-wall/


A Day in the Life

What do you think A Day in the Life could be?



A Day in the Life

A Day in the Life is very similar to Fly on the Wall and Shadowing, however A 
Day in the life is slightly different as in this research method the researcher 
usually follows participants for a full, ‘normal’ day, whereas for Fly on the Wall 
or Shadowing, researchers can follow the participants as they undertake 
specific tasks.

Researchers are not supposed to prompt or ask questions during A Day in the 
Life as this may throw the participant off their ‘normal’ course.

Observations and notes are made synchronously, and questions can be asked 
about a participants actions or reasoning at a later stage.

https://think.design/user-design-research/a-day-in-the-life/


Cultural Probes

What do you think Cultural Probes might be?



Cultural Probes

Cultural Probes, also called Design Probes are tools based on 
self-documentation.

Cultural probes are usually a set of various tools or materials, i.e. a notebook, 
camera, photos, question cards, etc. that aim to give insight to a designer or 
researcher on the experiences and thoughts of the participant.

Cultural probes are usually sent out to participants to fill in and use, and 
participants return the results to the researcher.

https://emmamcgrathimedia.wordpress.com/2018/03/19/cultural-probes-or-design-probes/


Personas

What do you think a persona is?



Personas

Personas are fictional characters, which you create based on your research in 
order to represent the different user types that might use your service, product, 
site, or brand in a similar way.

Personas are based entirely on research.

They are fictional representations of actual users.

You create a persona by discussing your researched users, and ‘inventing’ a 
character displays traits, attitudes and behaviours of real users.

You then create scenarios to assess how your character would react.

https://insidemycuriousmind.wordpress.com/2018/03/21/personas/
https://insidemycuriousmind.wordpress.com/2018/03/21/personas/
https://insidemycuriousmind.wordpress.com/2018/03/21/personas/
https://gwendolyn610.wixsite.com/mydesign/work-01


Role Playing

What does role playing mean in the context of design?



Role Playing

Role playing allows the researchers / designers to act out scenarios to assess 
whether users may encounter difficulties when using designed products or 
services.

When undertaking a role playing session, you adopt the persona of a user, and 
you ignore any insight you may have as a designer. You must only play the role 
of the user. 

You are normally given tasks to perform as the user, and you must undertake 
them as a user would while the researcher asks questions. The aim of this is to 
identify potential problems with the design.

https://yuanfangimedia.wordpress.com/2018/03/21/role-playing/


Storyboarding

What is a storyboard?



Storyboarding

Storyboards are sequential illustrations that represent the key shots of a story in 
a visual format. Storyboarding in UX Design plays an important role as a tool to 
visually explore the user’s experience with a product.

Storyboards use the key action or interaction points to tell the step-by-step 
story of a product / service / interaction (etc.).

Using storyboards can convey the sequence of events to a broader audience, 
and also give researchers / designers points of reference for design. 

https://wassupdoug.wordpress.com/2018/03/21/storyboarding/
https://wassupdoug.wordpress.com/2018/03/21/storyboarding/
https://wassupdoug.wordpress.com/2018/03/21/storyboarding/


Sketching

What is sketching?

Why might sketching be important for design?



Sketching

Sketching is a method of design exploration.

Sketching is a technique that affords a researcher / designer the ability to 
create, describe and refine ideas.

It allows the researcher / designer to have a reflexive conversation with 
themselves.

https://theotherkim.weebly.com/ul-blog/cs6022-research-method-sketching


Cognitive Mapping

What is Cognitive Mapping?



Cognitive Mapping

Cognitive Mapping is a technique that allows participants to hand draw their 
own maps.

Usually this helps with defining what is significant to them about various 
locations.

It also allows the researcher to see location from the perspective of the 
participant.

https://medium.com/iuhcid/cognitive-mapping-in-ux-research-4ee7304fd724


Wireframing

What is a wireframe?



Wireframing

A wireframe is commonly used to lay out content and functionality on a page 
which takes into account user needs and user journeys. Wireframes are used 
early in the development process to establish the basic structure of a page 
before visual design and content is added.

Wireframes can look like flow charts which show the step-by-step (or 
click-by-click) process of how a user would undertake particular tasks.

When using wireframes it can become clear when an interaction was not 
thought of, or a step was missed by the designer.

https://www.experienceux.co.uk/faqs/what-is-wireframing/
https://www.experienceux.co.uk/faqs/what-is-wireframing/
https://www.experienceux.co.uk/faqs/what-is-wireframing/
https://www.experienceux.co.uk/faqs/what-is-wireframing/


Low Fidelity Prototyping

What is Low Fidelity Prototyping?



Low Fidelity Prototyping

Low Fidelity Prototypes are usually simple and inexpensive ways to 
communicate, explore and modify ideas in the early stages of developments 
and their purpose is to support and provide answer to the questions of the 
designers. 

Low-fidelity prototyping is used generally to show the overall shape of the 
design idea and the primary functionalities, which are not required to work, but 
rather serve as the proof of concept and to help generate insight about the final 
look. 

https://iamemmad.wordpress.com/2019/02/19/low-fidelity-prototyping/
https://iamemmad.wordpress.com/2019/02/19/low-fidelity-prototyping/
https://iamemmad.wordpress.com/2019/02/19/low-fidelity-prototyping/
https://iamemmad.wordpress.com/2019/02/19/low-fidelity-prototyping/


Medium Fidelity Prototyping

Now, what do you think Medium Fidelity Prototyping is?



Medium Fidelity Prototyping

A medium fidelity prototype is a prototype with limited functionality but 
clickable areas which presents the interactions and navigation possibilities of 
an application.

Medium fidelity prototypes are the ‘next step’ after the low fidelity prototype, as 
there is more functionality but it is still quite limited. Certain interactions have 
been mapped out, and certain tasks can be completed, but it has not got the 
full set of functions available.

https://d-labs.com/en/methods/medium-fidelity-prototyping.html
https://d-labs.com/en/methods/medium-fidelity-prototyping.html
https://d-labs.com/en/methods/medium-fidelity-prototyping.html


High Fidelity Prototyping

Finally, what do you think High Fidelity Prototyping is?



High Fidelity Prototyping

High Fidelity Prototypes are the ‘final step’ before product development.

High Fidelity Prototypes are used to gage a users interaction and overall 
experience with an application. By providing a highly detailed prototype users 
are better able to visualise and imagine the end experience they would have 
once development has been completed.

It is crucial that the process of high fidelity prototyping is only initiated once 
design errors have been diagnosed cheaply and quickly in the low and 
medium fidelity stages.

https://joshixd.wordpress.com/2019/02/13/an-exploration-into-high-fidelity-prototyping-for-interaction-design/
https://martincrowleyinteractive.wordpress.com/2018/03/21/evaluating-high-fidelity-prototyping-as-an-effective-design-technique/
https://martincrowleyinteractive.wordpress.com/2018/03/21/evaluating-high-fidelity-prototyping-as-an-effective-design-technique/
https://martincrowleyinteractive.wordpress.com/2018/03/21/evaluating-high-fidelity-prototyping-as-an-effective-design-technique/

