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Popularity is not a 
guarantee of quality

Indira Gandhi
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Design Thinking Process – High Level
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Design Thinking 
Double-Diamond

Source: UK Design Council

“Develop”

Design Principles
Be people-centred
Communicate
Collaborate & Co-create
Iterate, iterate, iterate.



Design Thinking Process

Awareness

Source: Santos, González Lema, Miño 
Puga, Párraga, and Calderon (2017)
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Design Thinking Process
“Ideate; prototype; 
test; and analyze”

Source: Dan Nessler, uxdesign.cc (2018)



Design Thinking Process – 5-step

Source: Stanford d.school
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Source: Stanford d.school



Design Thinking Process – 5-step

Source: Greengineers.org



Design Thinking Process – 5-step non-linear

Source: Interaction Design Foundation

“Prototype”



Design Thinking Process – Cyclical

Source: Sarah Gibbons, Nielsen Norman Group (2016)

Ideate: Generate a 
range of crazy, 
creative ideas

Prototype: Build 
real, tactile 

representations for 
a range of your 

ideas



Design Thinking Process  – Roller Coaster

Source: Sidlaurea.com; adopted from IDEO

“Ideation”: Same 
stuff; different 

model



Design Thinking Process – Lean UX

Source: Dave Landis
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MINIMIZE IMPACT OF CHANGE
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SCALE
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OPTIMIZE EXPERIENCE
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OPTIMIZE DEVELOPMENT
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EARLY BUY-IN
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Purpose of High-Level Design - Summary

Goal

● Minimize impact of change on all stakeholders

Objectives

● Maximize the scalability over multiple releases

● Efficiently optimize the user experience

● Enable the efficient application of a design system - 
models, principles, guidelines, and patterns 

● Gain early buy-in
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DEFINE

ELABORATE

PROTOTYPE

TEST

Modified 5-Step Process

EMPATHIZE

STRATEGIZE

Define what the 
solution needs to 

achieve

Create and validate 
the high-level design

IDEATE

DEFINE

Sprints 1-n

Sprint 0
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Modified Double Diamond
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5 ELEMENTS OF AN EXPERIENCE DESIGN FRAMEWORK

Key design 
patterns

Interaction 
model

High-Level IA

Global 
components

Primary 
Layouts
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Addresses
● What is the nature of the solution? What interaction style does it 

drive?
● What theme or metaphor does it use?
● What brand promise does it convey. 
● How does it feel?

1. INTERACTION MODEL
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Browsing shelves Faceted search

INTERACTION MODEL EXAMPLES

App Application Portal/Portlets

Interview

Utility

Paper doc
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Addresses
● High-level structure: 

○ Primary organizing concepts
○ Top-level structure of content and 

functionality (usually 2-3 layers) 
● Supporting navigation mechanisms

2. HIGH LEVEL IA
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HIGH-LEVEL IA EXAMPLES

High-Level Blueprint
Source: Rosenfeld & Morville, Information Architecture for the WWW (2005)



HIGH-LEVEL IA EXAMPLES

High-Level Blueprint
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HIGH-LEVEL IA EXAMPLES

Navigation Mechanisms
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Addresses
● Header and footer
● Menu bars and ribbons
● Utilities
● Search capability
● Window management

3. GLOBAL COMPONENTS
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GLOBAL COMPONENTS EXAMPLES

Site-wide filter

Header

Messaging architecture

Window management
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4. KEY DESIGN PATTERNS

Addresses
● The components and interactions that make 

your solution unique and effective. These 
form the core of your interactive concept.

© Paul Eisen 2020



KEY DESIGN PATTERNS EXAMPLES
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KEY DESIGN PATTERNS EXAMPLES
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KEY DESIGN PATTERNS EXAMPLES
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5. PRIMARY LAYOUTS

Addresses
● Form factors
● The layouts of your primary pages, templates, 

and views
● Responsive behaviours, such as number and 

positions of breakpoints, and fluid behaviour 
within each viewport
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PRIMARY LAYOUTS EXAMPLES

Source: Tang, C. Responsive grids and how to actually use them (Medium, 2019)
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5 ELEMENTS OF AN EXPERIENCE DESIGN FRAMEWORK
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CONTENT
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THANK YOU

paul@eisenux.com 

(416) 840-4447

      @EisenUX
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