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- Livein Sioux Falls, SD where | am full time
faculty of marketing at the University of
South Dakota in Vermillion, SD (#goyotes)

- I have worked in 8 different industries
before finding my vocation of teaching

- One of my favorite career moments was
when | was on a conference call with
Stephen Colbert

- llove improv and am the student advisor
at USD as well as a group member of a
improv troupe that performs

Emily Quinn
www.linkedin.com/in/marketingemilyquinn




“The main tenet of design thinking is empathy for the

people you're trying to design for. Leadership is exactly
the same thing - building empathy for the people that

you're entrusted to help.
- David Kelley, Founder of IDEO
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Today's Three Takeaways

1. Empathy is extremely important in digital marketing.
2. Design Thinking is a concept that is too often left to just the creatives.
3. Teaching in an empathic way can lead to great results.
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Inspired by...
Jacob Cook, Owner and CEO of Tadpull https://www.tadpull.com/ and author of

“On Digital Marketing” states that the four basic purposes of all online efforts
are as follows;

1. Drive users to a digital property.
2. Cultivate a relationship with those users.
3. Convert these users to a prospect, fan, or paying customer.

4. Earn their loyalty and retain these relationships going forward.
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Our job in the classroom is to create the
next generation of problem solvers and not
rule followers.

PRESENTER NAME
@twitter_handle







Design Thinking Approach

Design thinking relies on the human ability to be intuitive, to recognize
patterns, and to construct ideas that are emotionally meaningful as well as
functional. The elements of design thinking combine to form an iterative
approach—one you can try out and adapt to suit your needs. As IDEO
founder David Kelley says, design thinking is not a linear path, "it's a big
mass of looping back to different places in the process.”
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FRAME A
QUESTION

Identify a driving
question that inspires
others to search for
creative solutions.
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GATHER
INSPIRATION

Inspire new thinking
by discovering what
people really need.

GENERATE IDEAS

Push past obvious
solutions to get to
breakthrough ideas.
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MAKE IDEAS
TANGIBLE

Build rough
prototypes to learn
how to make ideas
better.
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TEST T
LEARN

TEST TO LEARN

Refine ideas by
gathering feedback
and experimenting
forward.
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SHARE{THE
STORY

SHARE THE
STORY

Craft a human story
to inspire others
toward action.
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How Design Thinking can be used in Digital
Marketing
- Creating solutions that matter

- Finding a path forward for the client that wasn’t possible before
- Making it collaborative for all involved




#ProfCon20

How to teach Design Thinking in the classroom

Great Starting Point: IDEO
The d.school Starter Kit | IDEO | Design Thinking
Create an Learning Environment of Design Thinking

Break the mold of traditionally learning, get out of linear path, get
their hands dirty




“Fail often so you can succeed sooner”

- Tom Kelley, Author and General Manager, IDEO
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- Initially created by Dave Grey

- Thisis a great starting point for
understanding what the customer
wants “What problem are we trying to

solve?”
EMPATHIZE PHASE - Focuses on the human side of digital

Empathy Map




Designed for: Designed by: Date: Version
Empathy Map Canvas
1 WHO are we empathizing with? GOAL ) What do they need to DO?
Who Is the person we want to understand? What do they need to do differently?
What is the situation they are in? What job(s) do they want or need to get done?
What is their role in the situation? What decision(s) do they need to make?

How wiill we know they were successful?

) What do they THINK and FEEL?

PAINS GAINS
What are their fears, What are their wants,
frustrations, and anxieties? needs, hopes and dreams? 6 What do they SEE?

What do they see in the marketplace?

What do they see in their immaediate environment?
What do they see others saying and doing?

What are they watching and reading?

(5) What do they HEAR?

\What are they hearng others say?
What are they hearing from friends?
\What are they heanng from colleagues?
What are they hearng second-hand?

() What do they SAY?

What have we heard them say?
What can we imagine them saying?

What other thoughts and feelings might maotivate their behawior?

) What do they DO?

What do they do today?
What behavior have we observed?
What can we imagine them doing?

Last updated on 16 July 2017, Download a copy of this canvas at http://gamestorming com/emgathy-map/

© 2017 Dave Gray, xplanecom



User Persona

DEFINE PHASE

#ProfCon20

Allows marketing students to think
empathically about a target market
Thinking creatively about aspirations
and afflictions help marketing tactic
ideas flow

Partner with analytics to discover
who these personas really are




Drew

Influencer

ABOUT

MOTIVATIONS

S Age 26-3%
@® $50K-76K
& High Tech Proficiancy

EVENT ATTENDANCE ATTRIBUTES
Froquent avont go-ers [monthiy), tend to be
very sady plannors, ond more likely to
travel regionaliy or nationally for on event,
fend 1o go to trending ovents ooly,

EVEMTINFLUENCERS

o Friends
Culturol
Adventure
Leaming
Networking
Hypo
Crodibility

Mativated to find now things to do ond
share them with network, having influence,
being the first to know about something
ond gatting tickets right awoy.

CORE NEEDS

Finding avents on sociol madia ond being
oble to easily share them. Being able to see
trending evants thot will up their kout, Also
gotting notificotinos of on~sale 50 thoy can
ba tho first to get tickets.

PANPOINIS

Finding the time to ottend events ond
stoging on budget.

39% 12

Tetok Undvarse GTY Fvents per month




How to Make
Toast

IDEATE PHASE
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Tom Wujec made it famous with his Ted
Talk (https://www.drawtoast.com/)
Small steps lead to big ideas

Allows for ah-ha’s! because it’s
something we know and do frequently
The goal is to be a systems thinker




Worst
Website Ever

PROTOTYPE PHASE
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Find the worst website possible in order to
create the best solution which helps
students understand the momentum
design thinking can have

Wireframing software options ->
https://balsamiq.com/

Facilitates simplification and concision
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Focus G rou p - Recommendation is to do this exercise in 1

-2 class periods to encourage quick data
analysis
- Survey software can help facilitate this
activity
TEST PHASE - Interpreting feedback and adjusting as
needed and using real words to inform
other tools such as empathy map or user
persona
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Takeaways & Next Steps

1. Empathy is extremely important in digital marketing.
2. Design Thinking is a concept that is too often left to just the creatives.
3. Teaching in an empathic way can lead to great results.

Any ‘ah-ha’ moments?

What will you do different next semester?

Emily Quinn / — —-\
www.linkedin.com/in/marketingemilyquinn PRDFEP,N
NS 2020






