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Each year, more than 1 million babies die on their birth day. 98% of these deaths occur in the 
developing world. What’s the leading cause of these deaths? Preventable and treatable 
complications related to prematurity and low birth weight, including hypothermia.

Incubators and radiant warmers are very expensive, need constant electricity, require 
specialized training & ongoing maintenance: Infant Warmer $1000 to high end General Electric 
- Panda Warmer - $11,000.

Other solutions such as hot water bottles, blankets, and other sources of heat are ineffective at 
best or even dangerous.

In 2008, several students at Stanford University decided to tackle those issues in a project of 
the Design School called "Design for Extreme Affordability". They first discovered that issues of 
cost, cultural acceptance and limited access to healthcare facilities are the common 
denominator. 

They framed the point of view of their user as "A desperate parent living in a remote village 
needs to give her dying baby a chance to survive". 

They then prototyped an infant warmer that is portable, safe, reusable, and requires only 
intermittent access to electricity. Each baby warmer is priced at approximately $25. They now 
have evolved it into a nonprofit called Embrace.

http://embraceglobal.org/who-we-are/our-story/ 
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Being human centered is at the core of our innovation process. Deep empathy for people 
makes our observations powerful sources of inspiration. We aim to understand why people do 
what they currently do, with the goal of understanding how to solve problems that will have an 
impact.

The method that helps and guides the path to innovation that we will experience is called 
Design Thinking.

It was developed mainly at Stanford and is applicable to a wide variety of problems: from 
products to services, digital experiences to spaces creation, toys development to financial 
sector services.

It is widely used in social innovation settings and also called Human Centered Design.
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Let’s do rather than explain!

http://www.ideo.com/by-ideo/human-centered-design-toolkit/ 

http://dschool.stanford.edu/use-our-methods/the-bootcamp-bootleg/
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Tom Kelley is the author of several best-selling books on innovation and partner at IDEO, a 
consultancy specializing in the design, innovation and strategy. He is a member of the board of 
the Haas School of Business at UC Berkeley and holds a similar role at the University of Tokyo. 

David Kelley has produced very significant contributions in the field of design in particular a 
human-centered methodology and culture of innovation. He led the creation of the d.school at 
Stanford a.k.a the Hasso Plattner Institute of Design. He is president of IDEO and a professor 
at Stanford, where he has been teaching for over 25 years.
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Tim Brown is CEO and president of IDEO, a global design firm that takes a human-centered, 
design-based approach to helping organizations in the public and private sectors innovate and 
grow.  He frequently speaks about the value of design thinking and innovation to business 
people and designers around the world. 
He participates in the World Economic Forum in Davos, Switzerland, is a TED speaker, and 
writes for the Harvard Business Review, The Economist, and other prominent publications.

http://www.ideo.com/about/
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Human-Centered Design (HCD) is a process and a set of techniques used to create new 
solutions for the world. Solutions include products, services, environments, organizations, and 
modes of interaction.

The reason this process is called “human-centered” is because it starts with the people we are 
designing for. The HCD process begins by examining the needs, dreams, and behaviors of the 
people we want to affect with our solutions. We seek to listen to and understand what they 
want. We call this the Desirability lens. We view the world through this lens throughout the 
design process.

Once we have identified a range of what is Desirable, we begin to view our solutions through 
the lenses of Feasibility and Viability. We carefully bring in these lenses during the later phases 
of the process.

(Source: Human Centered Design Toolkit)
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Empathy is the foundation of a human-centered design process. Observe, by looking at users 
and their behavior in the context of their lives. Engage, by interacting with and interviewing 
users through both scheduled and short intercept encounters. Immerse, by experiencing what 
your user lives.

Define mode is when you unpack and synthesize your empathy findings into compelling needs 
and insights, and scope a specific and meaningful challenge. Come up with an actionable 
problem statement, your point of view.

Ideate is the mode during your design process in which you focus on idea generation, the goal 
of ideation is to explore a wide solution space.

Prototype to get ideas and explorations out of your head and into the physical world. A 
prototype can be anything that takes a physical form – be it a wall of post-it notes, a role-
playing activity,  space, an object, an interface, or even a storyboard. We prototype: to learn, to 
reduce miscommunication, to start a conversation, to fail quickly and cheaply.

Test to have the chance to refine our solutions and make them better. We test: to refine our 
prototypes and solutions, to learn more about our user, to check our problem statement.

(Source: Bootcamp Bootleg, d.school)
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Throughout our studies, and then in business, the focus is on convergence: we select, we 
optimize, we make choices, etc. To craft the right innovative solution, it is important to create a 
wide variety of choices. We need to integrate divergence moments, especially upstream in the 
process. This is where we need to nurture creativity, observation, mixing ideas. In a complex 
setting and to create a relevant solution, the divergence phases are as important as the 
convergent phases.
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We will experience these different moments of divergence and convergence throughout the 
process. This sometimes referred to as the "double diamond".
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Design Mindsets

Focus on Human Values: Empathy for the people you are designing for and feedback from 
these users is fundamental to good design.

Show Don't Tell: Communicate your vision in an impactful and meaningful way by creating 
experiences, using illustrative visuals, and telling good stories.

Embrace Experimentation: Prototyping is not simply a way to validate your idea; it is an 
integral part of your innovation process. We build to think and learn.

Craft Clarity:  Produce a coherent vision out of messy problems. Frame it in a way to inspire 
others and to fuel ideation.

Be Mindful Of Process: Know where you are in the design process, what methods to use in 
that stage, and what your goals are.

Bias Toward Action: Design thinking is a misnomer; it is more about doing than thinking. Bias 
toward doing and making over thinking and meeting.

Radical Collaboration: Bring together innovators with varied backgrounds and viewpoints. 
Enable breakthrough insights and solutions to emerge from the diversity.

(Source: Bootcamp Bootleg, d.school)
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Instead of just telling you about design thinking, we want to immediately have you jump right in 
and experience it for yourself. We are going to do a design project for about the next hour.

Ready? Set. Go!
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