
INNOVATION FOR THE WEB
Project Brief 

Description
The Web has provided us with a platform to easily create new and innovative 
products. As designers, we have responsibility to push the boundaries of  what we 
can do on the Web. Our creative process allows us to look for potential opportu-
nities and design solutions that help meet needs that were previously unmet. In 
this project, you will be seeking a problem area, concpeting a solution and then 
designing a product that helps satisfy the defined solution.

The product you design can be anything that has an interface. This means that the 
final form can take any shape that is appropriate: traditional website, mobile app, 
tablet app, kisok, TV app, interactive wall, Google Glass app (?!), etc. That form 
will reveal itself  through your initial research.

Research Phase
To define a problem area, we will use Elizabeth B.N. Sanders’ co-creation research 
method. Sanders’ believes that everyone is creative and that with the right tools, 
they can actually design useful solutions for their problems. This method pro-
vides participants with abstract tools (a canvas, images, shapes, words) that allow 
them to visualize both their experience and a solution without having artistic or 
designerly abilities. This creative activity will allow you to understand the person’s 
current and future experience around certain aspects of  their lives. Experiences 
are notoriously difficult to describe, this method allows people to give form to an 
amorphous concept (experience). After the person has described the experience, 
and a solution, you can start to translate their thoughts into a tangible design con-
cept (think about the examples we talked about in class).

Generally, in this research, you will be asking people to identify areas of  their life 
that cause them frustration. You will then try to more deeply understand their 
frustration and identify the true cause of  the frustration. Ultimately, you will 
design a product that can alleviate that frustration for them.

Processes
 » Research

• Problem-seeking research  
to investigate areas of   
opportunity.

 » Analysis

Look for patterns in research 
data to define actionable areas. 
Where might a design solution 
have an effect on its users.

 » Concept

Develop concepts around prod-
ucts (websites or applications) 
that can solve for the identified 
problem. 

 » Design

Proceed through a traditional 
iterative design process to create 
an interface that meets the  
defined goals.

 » Tell a story

Tell a complete story about the 
problem space and experience of  
using your tool
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INNOVATION FOR THE WEB
Co-creation research

Overview
In this activity, you will ask your participants to work in two phases. First, you will ask them 
to write out a timeline of  their day (wake up, get dressed, eat breakfast, etc.). As they add 
events to their timeline, ask them to rate their level of  frustration with that part of  their day 
(example: “I’m very frustrated during lunch because I can’t find a good restaurant”). They 
can circle the number on the likert scale that corresponds with their level of  frustration.

After the timeline is complete, you will move on to the generative canvas. This canvas is 
broken up into three areas: Current experience, future experience, and solution space. You 
will take them through each phase, asking them to visualize their experience and solution 
using the abstract tools. At the end, you will ask them to describe what they’ve made.

Process
1. Get started/introduction 

Make your participant comfortable, explain what you’re going to be doing, what your 
goal is (to design a product), that their privacy is important (you will not tie results di-
rectly to them), and that they are free to participate as much or as little as possible (they 
are free to leave at any time; not answer any questions they are uncomfortable with)

2. Timeline 
Ask them to document the phases of  their day with relative specificity. Rate frustration 
level for each time

3. Clarify 
When the timeline is complete, discuss the areas that cause most frustration. Better 
understand their perspective. Identify the most problematic times in the day.(Record if  
possible)

4. Current Experience (Step 1 on canvas) 
Present them with the generative canvas. Ask them to think about the point of  frus-
tration and visualize how it makes them feel. (this gets them into the headspace of  
thinking deeply about the experience). They can use any materials they need to visualize 
and can draw in addition. After they are done, move directly to next step without asking 
them to describe it.

5.  Future Experience (Step 2 on canvas) 
Now ask them to envision a future where that frustration no longer exists. How would 
that make them feel, how would their life be better, what would be different. Ask them 
to visualize their feelings or experience in the right-hand column.

6. Clarify 
Ask them to talk through what they’ve made. Better understand their current and dream 
state. (Record if  possible)

7. Solution (Step 3 on canvas) 
With an understanding of  their experience, now ask them to envision a  
product that would help alleviate their frustration and put them in the ‘dream’ state. 
The product can be anything they like, it can have magical qualities or anything else 
they want; there are no limits. It may help for them to describe a scenario of  using the 
product rather than the product itself.

8. Clarify 
Ask them to talk through what they’ve made. Better understand their design and its 
characteristics. (Record if  possible)

What you’ll need
• Timeline canvas
• Experience/solution canvas 

(provided)
• List of  words
• Shapes sheet
• Image sheets*
• Markers/colored pencils*
• Glue sticks*
• Note-taking tool * 

(preferably a recording device, 
but at minimum a notepad)

* Indicates items you need to provide

The files for the research method 
(photos, canvases, etc) can be 
found on our blog:
WebDesignSpring2013.wordpress.org
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Process Continuation & Final Deliverable

Concept & Design Phase
Once you have completed the analysis of  your participatory research, you will 
need to define the problem you are trying to solve and the way in which you can 
solve it. Your solution can be any digital format. The design process will be  
nearly-identical to that of  the first project. At the end of  the project, you will need 
to document all of  the following things:

Research Process
Overview of  your process and analysis.

Product Overview
Product name
Product offering (what does it do)
Mission statement
Possible competitors (document well)

User Definition
User groups and their goals
Persona for primary user 

Content and Architecture
Overview of  types of  content accessible via the product
Workflow document
Sitemap (if  necessary)
Wireframes of  important pages

Visual Design
Visual matrix (document identified patterns)
High fidelity mocks for relevant pages/screens of  interaction

Narrative
Tell a story about the problem your solving and how your solution solves the 
issue. The narrative should be visual but can take any form that you like: an  
illustrated (graphic novel-esque) story, a designed or photographic narrative, a 
series of  posters, a billboard, a video. Play to your strengths and work in a media 
where you can tell the most effective story.

I should be able to view the narrative as an outside observer (someone who has 
no context with this class) and understand the problem and solution.

Processes (reminder)
 » Research

Problem-seeking research  
to investigate areas of   
opportunity.

 » Analysis

Look for patterns in research 
data to define actionable areas. 
Where might a design solution 
have an effect on its users.

 » Concept

Develop concepts around prod-
ucts (websites or applications) 
that can solve for the identified 
problem. 

 » Design

Proceed through a traditional 
iterative design process to create 
an interface that meets the  
defined goals.

 » Tell a story

Tell a complete story about the 
problem space and experience of  
using your tool
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