Final




week 2.






week 3.






week 4.




































000000
0000000

Ol 1 10101 2O




week 8.















wemi Redesign the gift-giving experience ...for your partner.

Start by gaining empathy.

1 Interview

8min (2 sessions x 4 minutes each)

2 Dig deeper

8min (2 sessions x 4 minutes each)
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Switch roles & repeat Interview 2.

Reframe the problem.
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Ideate: generate alternatives to test.

5 Sketch at least 5 radical ways to meet your user’s needs. 4min
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Iterate based on feedback.

7 Reflect & generate a new solution. 3min

e
Sketch your big idea, note details if necessary!
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Build and test.

8 Build your solution.

9 Share your solution and get feedback.

[not here]
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Make something your partner can interact with!

(r'l' What worked...
The +ools in

-~

(= What could be improved...
INgtrac tiONS  Fo

HOW o e 4‘f"/"‘\$
Foun d an

trans ,00,44)4

\_

+Fhe app wert L app .
useful .

. 7 \.

? Questions... ) r' Ideas...

.{Ja* a Chip into

[ feris (/06/ oo ar?t™S
+o age o/ tH

e DAL

L8min (2 sessions x 4 minutes each)




@
: o((ﬂwa skt
pwu"":_‘) .

020




How did talking to your partner inform your design?

Talking to my partner informed my design because they informed me about
what they’re needs were, this helped me decided what | need to design to
help them and what tools to put in the application.






