
“Do or don’t,

there is no try.”

Yoda

“On s’engage 
et puis on voit.” 
Napoléon Bonaparte

“A scheme is not 

a vision.” 

Leonard Cohen
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Evaluate the  
product or service, 
including the organ-
isational context, 
using checklists and 
assessment frame-
works 

•

Study people and 
their activities in  
a natural setting 

•
Clarify current  
issues and opportu-
nities; reach  
a common ground  

•

Reach a deep and 
formal understand-
ing of how work gets 
done, particularly in 
the mind of the user    

•

Register how the 
product or service 
should perform and 
which constraints 
are imposed

•

Generate a multitude 
of ideas, out of the 
blue or by combina-
tion, and then have 
those ideas compete 

•

Create true-to-life 
descriptions and 
visualisation of how 
people interact over 
time with each other 
and with technology

•

Visualize the un-
derstanding of the 
product or service 
that users would 
ideally construct in 
their minds

•

Put information 
in groups and put 
tasks in structures 
in order to increase 
efficiency of finding 
and executing

•

Conceive the initial 
outline of a design, 
leaving room for 
experiment and 
lateral thinking

•

Build low-fidelity  
or high-fidelity 
simulations of the 
future experience in 
order to evaluate, 
test and refine

•

Create a look that is 
visually appealing 
and supports intui-
tive interactions

•

Provide a manage-
ment-level overview 
of how the product 
or service can be 
brought to life

•

Document the  
intended design in 
an appropriately 
formal way

•

Support engineering 
and development  
in creating a high-
quality experience

•
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