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IDEO helps companies innovate. We create
strategies for innovation and we design products,
spaces, services, and experiences. Key to our
success as a design and innovation firm are the
insights we derive from understanding people and
their experiences, behaviors, perceptions, and
needs.

IDEO Method Cards are intended as

inspiration for practicing and aspiring designers,

as well as those seeking a creative spark in their

work. These cards show some of the ways IDEO |
keeps people at the center of the design process. |
Our technigues are not proprietary and have been
adapted from various established human and |l
social research methods. |

Initially, we compiled this collection to inspire our
own design teams. In response to requests from
clients, colleagues, students,.and teachers, we're
sharing some of these methods and how we have
found them useful in real design projects. These
cards aren't meant to be a prescriptive nor
exhaustive "how to"” for human centered design.
New methods are being developed, adapted and
applied all the time. This deck is meant to
encourage you to try new approaches for making
design useful, useable and delightful to people.

Much more about our work, methods, and culture
can be found at our website, www.ideo.com.



Using the Method Cards

The cards are divided into four categories
representing ways to empathize with people:

Learn, Look, Ask, and Try.

These categories make it easy to reference,
browse, sort, and share the cards.

The Method Cards can help you to plan projects or
just remind you or your team of various
approaches.

They can suggest ways to apply human-centered
methods throughout all stages of your projects.

You can use them to prove a point and challenge
your colleagues to seek insights in new ways.

Learn:

Analyze the information

patterns and insights.

Look:

Observe people to discover
you've collected to identify what they do rather than

what they say they do.

Activity Analysis

Affinity Diagrams
Anthropometric Analysis
Character Profiles

Cognitive Task Analysis

Competitive Product Survey

Cross-Cultural Comparisons

Error Analysis

Flow Analysis
Historical Analysis
Long-Range Forecasts

Secondary Research

A Day in the Life
Behavioral Archaeology
Behavioral Mapping

Fly on the Wall

Guided Tours

Personal Inventory
Rapid Ethnography
Shadowing

Soclal Network Mapping
Still-Photo Survey

Time-Lapse Video



Ask:

Try:

Enlist people’s participation Create simulations to help

to elicit information

relevant to your project.

empathize with people and
to evaluate proposed designs.

Camera Journal

Card Sort

Cognitive Maps

Collage

Conceptual Landscape
Cultural Probes

Draw the Experience
Extreme User Interviews
Five Whys?

Foreign Correspondents
Narration

Surveys & Questionnaires
Unfocus Group

Word-Concept Association

Behavior Sampling

Be Your Customer
Bodystorming

Empathy Tools

Experience Prototype
Informance

Paper Prototyping

Predict Next Year's Headlines
Quick-and-Dirty Prototyping
Role-Playing

Scale Modeling

Scenarios

Scenario Testing

Try it Yourself

Respect your participants!

Some methods depend upon other people, often
strangers, sharing generously their time, thoughts,
and feelings. Have consideration for their health,
safety, privacy, and dignity at all times.

Here are some principles that guide IDEO’s
interactions with participants:

« approach people with courtesy

+ identify yourself, your intent, and what you are
looking for

- offer to compensate participants

describe how you will use this information and
why it's valuable

get permission to use the information and any
photos or video you take

keep all the information you gather confidential

let people know they can decline to ans_wer
questions or stop participating at any time

maintain a nonjudgmental, relaxed, and
enjoyable atmosphere




Notes:

m Comments? Write us at methodcards@ideo.com









Try

Experience Prototype

IDEO



Ask

Extreme User Interviews

IDEIO
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Learn Look Ask Try

Five Whys?

HOW: Ask "Why?" questions in
response to five consecutive answers.

WHY: This exercise forces people to
examine and express the underlying
reasons for their behavior and
attitudes.

"Five Whys" was used when interviewing dieting
women around the US to understand their attitudes

and behaviors around weight loss.

EE@ www.ideo.com



Learn Look Ask Try

Foreign Correspondents

HOW: Request input from coworkers
and contacts in other countries and
conduct a cross-cultural study to
derive basic international design
principles.

WHY: This is a good way to illustrate
the varied cultural and environmental
contexts in which products are used.

Compiling a global survey about personal
privacy, IDEO correspondents from around the
world contributed images and anecdotes from
their own lives.

www.ideo.com
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Learn Look

Flow Analysis

o

HOW: Represent the flow of
information or activity through all
phases of a system or process.

WHY: This is useful for identifying
bottlenecks and opportunities for

functional alternatives.

IDEO www.ideo.com
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Learn Look Ask Iry

Fly on the Wall

HOW: Observe and record behavior
within its context, without interfering
with people’s activities.

WHY: It is useful to see what people
actually do within real contexts and
time frames, rather than accept what
they say they did after the fact.

EE@ www.ideo.com
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Historical Analysis
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Learn Look Ask Try

Long-Range Forecasts

HOW: Write up prose scenarios that
describe how social and/or
technological trends might influence
people’s behavior and the use of a
product, service, or environment.

WHY: Predicting changes in behavior,
industry, or technology can help
clients to understand the implications
of design decisions.

EE@ www.ideo.com




Ask

Narration
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Try

Paper Prototyping

IIDEO




Look

Personal Inventory
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Rapid Ethnography
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Try

Scenarios
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Ibiza is great! Check
out the video ...

Learn Look Ask Try

Scenario Testing

£ ~=

HOW: Show users a series of cards
depicting possible f.mm; scenarios
and invite them to share their
eactions.

WHY: Useful for compiling a feature
set within a possible context of use as
well as communicating the value of a
concept to clients.

EEE@ www.ideo.com
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Still-Photo Survey
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Learn Look Ask Try

Surveys & Questionnaires

HOW: Ask a series of targeted
questions in order to ascertain
particular characteristics and

perceptions of users.

WHY: This is a quick way to elicit

answers from a large number of
people.

EE[‘] www.ideo.com
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Ask

Unfocus Group
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Learn Look Ask Try

Word-Concept Association

HOW: Ask people to associate
descriptive words with different design
concepts or features in order to show
how they perceive and value the
ISsues.

WHY: Clustering users' perceptions

helps to evaluate and prioritize design
features and concepts.

EE@ www.ideo.com
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A Day in the Life
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Learn

Activity Analysis
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Behavior Sampling
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Behavioral Archaeology
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Look

Behavioral Mapping
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Bodystorming
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“f wouldn't be caught dead using moisturiser”

“l never buy after shave...l get it for Christmas”
“l read men's magazines sometimes, but I'd never buy one”
“I only really take vitamin C when I've got a cold”

“keeping fit isn't that important to me”

Learn Look Ask
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Character Profiles

HOW: Based on observations of real

people, develop character profiles to
represent archetypes and the details
of their behavior or lifestyles.

WHY: This is a useful way to bring a
typical customer to life and to
communicate the value of different
concepts to various target groups.

EE@ www.deo.com



Learn Look Ask Try

Cognitive Maps

HOW: Ask participants to map an
existing or virtual space and show
how they navigate it.

WHY: This is a useful way to discover
the significant elements, pathways,
and other spatial behavior associated
with a real or virtual environment.

Mapping how they occupy or pass through different
zones of the city, the IDEO team asked bike
messengers to indicate where water oases are
located and how they reach them.

E www.ideo.com
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Cross-Cultural
Comparisons
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IDEO METHOD CARDS

51 ways to inspire design

Keep people at the center of yvour work!
+ Ask them to help,
+ Look at what they do,
» Learn from the facts you gather, and

* Try it yourself!

IDEO has become a leader in design b
people at the center of our design proc

These cards show some of the me we use to
inspire great design. Each card describes one
method and includes a brief story about how and
when to use it.

This is not a "how to” guide. It's a design tool meant
to help you explore new approaches and develop
your own. Use the to take a new view, to
inspire creativity, to communicate with your team,
or to turn a corner.




