


EXHIBIT

Showcasing work-in-progress is a great way 
of communicating value and getting buy-in 
from stakeholders. One of the advantages of 
a design-led approach is that it is visual and 
can be presented back to individuals or groups 
who are central to the project. This is a great 
opportunity to collect feedback. Consider who 
your audience is when deciding how to exhibit 
the work-in-progress.
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A DAY IN THE LIFE

Immersing yourself in another person’s daily 
routine or ‘walking in their shoes’ offers 
great potential for exchanging expertise or 
experiences. This may challenge assumptions 
and provide a new perspective as well as widen 
your horizons.

Use this methods to get first hand exposure to 
your topic of interest. First decide what you want 
to know more about and then get in as close as 
you can. This could be by shadowing someone 
or participating in an unfamiliar activity.
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EXPERIENCE PROTOTYPING

This is the best way to find out what it’s like 
to come into contact with the outcome you’re 
designing. It stops everything being so abstract 
and gives you direct feedback on what could 
go wrong and how to start delivering a design 
outcome which is as fully formed a possible.

Prototype an idea as best as you can, and place 
it in an environment as close to the ‘real’ one as 
possible. Then try and see it with new eyes, or 
get someone else who has never come across it 
before to interact with it.
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SKETCH

You have to sketch to get ideas out of your head 
and onto paper. Lists of words can express 
ideas but they don’t always help others see what 
you intend to make/do.

Find your medium, find your scale, don’t be 
precious, draw the context, draw the system, 
draw the form, show your drawings to others, 
tracing is good, cut and paste and start a 
sketchbook.
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LATHER RINSE REPEAT

Iteration is very important. You often think that 
you got to the end of the project, but it’s often 
worth having another go. Look at the middle 
stage of your project again and see whether it 
might have led otherwise. It helps to work with 
someone else as they’re more likely to see new 
possibilities that you might not have seen. 

This process may be painful but it can be very 
rewarding. If you want to try this but don’t want 
to use your own project, then swap one with a 
friend.
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PERSONAS

Personas are fictitious characters that are based 
on members of the target audience that you 
might have interviewed or met. They represent 
the different user types. They can include 
photos, background and key quotes collected 
from the interviews or surveys. 

Personas act as a constant referral during the 
develop phase, helping to focus on the users’ 
states of mind, behaviours, attitudes and 
perceptions.
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USABILITY TESTING

This means observing and asking a number of 
users about the use of existing or future design 
outcomes in a situation of absolutely normal 
everyday life.

The evaluator asks the user to reach a sequence 
of tasks, after each task there is a short survey 
that the user has to answer in that precise 
moment and then the test goes on.
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VOTING

This is a democrativ way of deciding on a project 
direction or content. It gives all participants 
a voice and is intrinsic to collaborative 
engagement. It builds a shared understanding 
that whilst all ideas are good, only those 
preferred by the majority will be taken forward. 
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