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The 5E’s Design Thinking Model 

You have identified a 
potential problem / 
issue - either via a 
client brief or your 
own observation. Use 
appropriate research 
methods and tools to 
collect data, thereby 
engaging with target 
user(s) and gaining 
deeper insight.

Now synthesize the 
data (make sense of 
it). Look for themes,  
relationships and 
patterns. Reframe the 
problem into a clearly 
defined, actionable 
and manageable 
problem statement. 
Using the format 
“How might we ... ”.

Having defined the 
real problem it is now 
time to ideate - get 
creative and think of 
possible solutions. 
You do this by using 
techniques such as 
brainstorming, brain 
writing, visualisation, 
storyboarding and 
mind maps.

Having developed 
several concepts it is 
now time to bring 
these to life. Start by 
undertaking rapid 
prototyping, working 
towards a final pre 
production sample. 
Consider what, why 
and how you are 
going to prototype.

Introduce, test and 
gather feedback on 
the value of your 
product or service in 
the market. This is 
done via a systematic 
and well planned 
program ensuring it 
meets the identified 
need(s) of the target 
users.
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Phases of the 5E’s Design Thinking Model What is? What if? What Wows? What works?
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Empathy Ideate Test

Define

Prototype

Build a 
representation of 
one of more of your 
ideas to show 
others. How can I 
show my idea? 
Remember: A 
prototype is just a 
draft!

Share your 
prototyped idea with 
your original user 
for feedback. What 
worked? What didn’t?

Brainstorm and 
come up with as 
many creative 
solutions as 
possible. Wild ideas 
are encouraged!

Create a point of 
view that is based 
on the user needs 
and insights. What 
are their needs?

Learn about the 
audience for whom 
you are designing, 
by observation and 
interview. Who is my 
user? What matters to 
this person?
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Takes us into the real 
world to interact with 
actual users through 
small experiments.

Makes some choices 
about where to focus first.

Uses what we learn to envision 
multiple options for creating a

new future.

Explores the current reality.
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Having explored 
numerous concepts 
it is now time to 
expand them. Bring 
them to life. Start 
with prototyping, 
working towards a 
final pre production 
sample. Consider 
the fidelity versus 
resolution plus   
what, why and how 
you are going to 
develop prototypes.

Test the prototypes. 
Introduce them to 
your users (show 
them) and start a 
conversation.Get 
feedback, reflect, 
refine and reiterate. 
Now launch via a 
well constructed  
program ensuring 
your innovation 
meets the identified 
need(s) of the target 
user.

Having defined the 
real problem it is 
now time to explore 
/ get creative and 
think of possible 
solutions that might 
be desirable, viable 
and feasible. Do 
this using tools / 
techniques such as 
brainstorming, brain 
writing, mind maps, 
visualization and 
storyboarding.

Now evaluate the 
data (make sense 
of it). Look for 
themes, patterns 
and relationships. 
Reframe (define) the 
initial problem into 
an actionable and 
manageable 
problem statement 
(POV) i.e. the real 
problem. Use the 
“How might we ... ” 
statement tool.

Having identified a 
potential problem 
you need to engage 
with the target 
user(s). The aim is 
to gain a deeper 
understanding and 
insight into their 
needs. Undertaking 
secondary and 
primary research - 
use ethnographic 
methods to collect 
this new data.
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Process Outcome(s) 
Finalised and 
Implemented

Design-Led Concepts 
& Proposals Integrated 

and Assessed

Interpretation and 
Alignment of 
Findings to Project 
Objectives

Initial Ideas or 
Inspiration and 

Establishment of 
User Needs

DISCOVER DEFINE DEVELOP DELIVER
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Having explored 
numerous concepts 
it is now time to 
expand them. Bring 
them to life. Start 
with prototyping, 
working towards a 
final pre production 
sample. Consider 
the fidelity versus 
resolution plus   
what, why and how 
you are going to 
develop prototypes.

Test the prototypes. 
Introduce them to 
your users (show 
them) and start a 
conversation.Get 
feedback, reflect, 
refine and reiterate. 
Now launch via a 
well constructed  
program ensuring 
your innovation 
meets the identified 
need(s) of the target 
user.

Having defined the 
real problem it is 
now time to explore 
/ get creative and 
think of possible 
solutions that might 
be desirable, viable 
and feasible. Do 
this using tools / 
techniques such as 
brainstorming, brain 
writing, mind maps, 
visualization and 
storyboarding.

Now evaluate the 
data (make sense 
of it). Look for 
themes, patterns 
and relationships. 
Reframe (define) the 
initial problem into 
an actionable and 
manageable 
problem statement 
(POV) i.e. the real 
problem. Use the 
“How might we ... ” 
statement tool.

Having identified a 
potential problem 
you need to engage 
with the target 
user(s). The aim is 
to gain a deeper 
understanding and 
insight into their 
needs. Undertaking 
secondary and 
primary research - 
use ethnographic 
methods to collect 
this new data.
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it is now time to 
expand them. Bring 
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with prototyping, 
working towards a 
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develop prototypes.
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I have a challenge. 
How do I approach it?

I learned something. 
How do I interpret it?

I see an opportunity.
What do I create?

I have an idea.
How do I build it?

I tried something new. 
How do I evolve it?
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1
DISCOVERY

2
INTERPRETATION

3
IDEATION

4
EXPERIMENTATION

5
EVOLUTION
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Understand the 
Challenge
Prepare Research
Gather Inspiration

Tell Stories
Search for Meaning
Frame 
Opportunities

Generate Ideas
Refine Ideas

Make Prototypes
Get Feedback

Track Learnings
Move Forward
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Build a representation 
of one of more of 
your ideas to show 
others. How can I 
show my idea? 
Remember: A 
prototype is just a 
draft!

Share your 
prototyped idea with 
your original user for 
feedback. What 
worked? What didn’t?

Design Brief
Design Croteria
Napkin Pitch
Learning Guide

Design Brief


