Design Sprint Activity #1: Innovation Learning Plan
What do you know, what don’t you know, and how are you going to learn it?
A learning plan sound like a formal concept, but really it’s just about taking the time to ask
yourself where the gaps are in your current understanding of your user’s needs and
experiences--very crucial elements of human-centered design-- and then figuring out what you
need to do to fill in those gaps. A learning plan is simply a tool that you can use alone or with a
team to map out what you already know and what you still need to learn more about in develop
a good solution for the problem you are trying to solve and the people it affects (aka. user).
Average Time
60-90 minutes
●
●

About an hour to put together
Ongoing discussions afterward

When Should you use this:
●
●

When you’ve just started out a new project (much like now!) and you need to know more
about your user and the ultimate solution you are trying to build
Or, when you are first bringing a human-centered design mindset to an existing project
or team

Here’s What You Do:
1) Start with what you know
Set aside 30 minutes or an hour to free-list, brainstorm, braindump (whatever you want
to call it) EVERYTHING you know about your user--seriously, everything. What are your
working assumptions? Think about things like:
●
●
●
●
●
●
●
●
●

What are your main segments or different types of users? (think about
‘mainstream’ users AND more extreme users)
What motivates them?
What frustrates them? What delights them?
What features and functions are most important to them?
What drives them to make use of your solution or something similar?
How else do they deal with the problem you are hoping to address?
What else might you be competing with for their attention?
What might they love about your proposed solution? What frustrates them?
What is their main goal in utilizing yours or a similar solution?

2) Separate certainties from assumptions
For each assumption you made in Step 1, figure out how confident you are in that
assumption--i.e give each one a low/medium/high ranking. As you do this, keep track of
any questions that come that may help you get more certain about your user. Simply
and group these questions together as you can.
3) Brainstorm research methods
Now, for each of your questions, brainstorm how you might go about getting more info
on that specific area. Also, think about what might actually be required to get that info
(i.e. face-to-face interviews, surveys, etc.) Are there any sources of useful information
that don’t require interaction with the user? Push yourself to be creative about how you
can gather data to get your questions answered.
4) Plan outputs.
Finally, for each area that you’d like to research further, think about what how it will
inform your concept. For example, could an answer to a particular question provide new
insights as to who your user is or what they need? Could another answer reframe your
Problem Statement?
Examples of What a Learning Plan could look like:

Activity adapted from The User Experience Team of One: A Research and Design Survival Guide, by
Leah Buley

