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Welcome! 



Agenda

How Design Thinking aligns with
Instructional Design

The 5 Stages of Design Thinking 

How Design Thinking can help you 
engage learners, SMEs, stakeholders

In this session, you will discover:



Poll Your Role

A. Instructional Designer / Trainer 

B. eLearning Developer

C. Learning Manager

D. Business Manager / Entrepreneur / Consultant

E. Other (tell us!)

What’s your role in designing learning?



Poll Your Experience

A. New to Instructional Design

B. New to Design Thinking

C. Taken a Design Thinking workshop

D. Other: Tell Us! 

Which best describes your 
experience with Design Thinking?



Instructional Design 
is a plan for analyzing needs 
and arranging elements in 
such a way as best to 
accomplish a particular 
purpose.

- Charles Eames



Instructional Design 
is a plan for analyzing needs 
and arranging elements in 
such a way as best to 
accomplish a particular 
defined learning objectives.



Instructional Design is 
Creative Problem Solving!



But what if your 
ID problem is 

Big, Hairy, and Wicked?



Big, Hairy, Wicked Problem

Used by product designers and entrepreneurs for tackling complex 
problems that are ill-defined or unknown, by:
● understanding the human needs involved
● re-framing the problem in human-centric ways
● generating many ideas in brainstorming sessions, and by 
● adopting a hands-on approach in prototyping and testing

  

Design Thinking 

“We have a methodology that enables us to come up with 
a solution that nobody has before.” 

— David Kelley founder Sanford d.school; Ideo



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, CEO of IDEO



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, CEO of IDEO



Instructional Design Can Be Messy

Assemble a Cross-functional Team
Each person holds a different piece of the design puzzle

Learner Advocate Learner Manager Subject Matter 
Expert

Project 
Stakeholder



Instructional Design Can Be Messy

Learner Advocate
If not actual learner, able to walk in their shoes: “This is the right way to do it” 

Learner Advocate Learner Manager Subject Matter 
Expert

Project 
Stakeholder



Instructional Design Can Be Messy

Learner Manager
“This is how we need it done”

Learner Advocate Learner Manager Subject Matter 
Expert

Project 
Stakeholder



Instructional Design Can Be Messy

Subject Matter Expert
Understands the objectives and has a passion for learning

Learner Advocate Learner Manager SME Project 
Stakeholder



Instructional Design Can Be Messy

Cross-functional Team
Sponsor/budget holder; early input to avoid later sabotage

Learner Advocate Learner Manager SME Stakeholder



Instructional Design Can Be Messy

Instructional Designer
Lead • Facilitate • Prototype

IDs know how to navigate 
the dreaded 

“Design by Committee”



Design Thinking Model

Empathize Define Ideate Prototype Test

with 
your learners

learner needs 
& problems 

+ your insights

challenge 
assumptions; 
create ideas

start creating 
solutions

solutions



Empathy is Key to Design Thinking Success

Put your own expertise and agenda aside; take on a beginner mindset

Think about the people who will be impacted by your course

Develop empathy for them by asking:

● Who is your learner? Personas/Archetypes

● What culture or environment are they working in? 

● What excites them? Frustrates them? 

How will the learner experience your design? 

Empathize Define Ideate Prototype Test



Personas vs Archetypes

Who are they?
aka Persona 

Characteristics / Segmentation

Why do they do that?
Needs, Motivations, Pain Points

smashingideas.com/behavioral-archetypes-toolkit/

https://smashingideas.com/behavioral-archetypes-toolkit/


Behavioral Archetypes

Smashing Ideas
Behavioral Archetypes

Project Team Interviews: 
26 workers
3 departments
6 archetypes

smashingideas.com/behavioral-archetypes/

https://smashingideas.com/behavioral-archetypes/


Project Team Archetypes

Smashing Ideas
Project Team Interviews: 
26 workers
3 departments
6 archetypes

smashingideas.com/behavioral-archetypes/

https://smashingideas.com/behavioral-archetypes/


Define Your Goals

Learners: 

What is the job this learner is trying to do?

What are your performance objectives?

Empathize Define Ideate Prototype Test

Ask stakeholders: 

If this solution is wildly successful, 

what will learners feel, know, and do differently?



Meet Susan

Sales Representative
Acme Pharmaceuticals

I need to feel I am 
contributing as part of a 
high performing team.

smashingideas.com/behavioral-archetypes-toolkit/

https://smashingideas.com/behavioral-archetypes-toolkit/








Ideate

Instruct participants to imagine themselves as learners, and the job they need to accomplish. 

Agile Story Methodology

As a <type of learner>, I want <X> so I can <accomplish Y>

Empathize Define Ideate Prototype Test



Ideate

Instruct participants to imagine themselves as learners, and the job they need to accomplish. 

Agile Story Methodology

As a <type of learner>, I want <X> so I can <accomplish Y>

Different learners = different jobs
Create a unique Story for each significant “user group”

⟫

Empathize Define Ideate Prototype Test



Ideate

Instruct participants to imagine themselves as learners, and the job they need to accomplish. 

Agile Story Methodology

As a <type of learner>, I want <X> so I can <accomplish Y>

WHAT do they want or need?
What is the intention of the learning intervention? 

⟫
Empathize Define Ideate Prototype Test



Ideate

Instruct participants to imagine themselves as learners, and the job they need to accomplish. 

Agile Story Methodology

As a <type of learner>, I want <X> so I can <accomplish Y>

WHY do they need it? 
What end goal does the learner want to accomplish? 

What value will your solution offer them? 

⟫

Empathize Define Ideate Prototype Test



Ideate

Instruct participants to imagine themselves as learners, and the job they need to accomplish. 

Agile Story Methodology

As a <type of learner>, I want <X> so I can <accomplish Y>

Susan’s Story 1:

“As a Job Seeker, I want to increase my earnings by at least 10%, 
so I can start saving for retirement.”

Empathize Define Ideate Prototype Test



If you’re struggling to write 
the goal then you should 
reconsider why you think 
the user will need the 
[solution].

- Matthew Weprin, UX Designer for SAP



Rapid Prototype

No actual development at this stage: Ideas or sketches only

Collect as many ideas as possible: true brainstorming. Avoid constraints at this point.

Prompts:

● “How might we …”  [example: help job seekers land higher paying jobs?]

● “If you had a magic wand, what would you make happen?”

Sticky Notes Help Solve Sticky Problems

Empathize Define Ideate Prototype Test



Pre-Use Inspection 
Checklist—Key Off

Proto-What?

What are some 
possible blended 
learning activities 
to consider?



Pre-Use Inspection 
Checklist—Key Off

Proto-What?

What are some 
possible blended 
learning activities 
to consider?

Supplemental 
Reading

White Paper
Case Study

Workbbook or 
Worksheet

Webinar or 
Virtual Classroom

eLearning
Scenario

Simulation

Blogging or 
Journaling

Podcast

Game or 
Activity

Video



Reality Check

When Ideation stalls or the established time limit has been reached, introduce constraints to 

prompt additional input.

● Discuss the scope of the project. What are realistic budget and time parameters? 

● How can these parameters potentially shift? 

● Think of best- and worse-case scenarios to set the framework for your test phase.

Constraints Prompt a Second Look

Empathize Define Ideate Prototype Test



Test Your Ideas

As with Prototype, we are “testing” the ideas generated:

● Hand out two or three dot stickers to each participant. 

● Instruct participants to place a sticker “vote” on the the most viable ideas.

● If practical, test short-listed ideas with others outside the original design group

● Establish next steps: schedule date and time of next event and assign action items 

 

Ideas Worthy of Follow-Up Action

Empathize Define Ideate Prototype Test
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Design 
doesn’t just make things 
beautiful, it makes them 
work.

- Scott Dadich



QUESTIONS?


