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QUESTION NO: 1

What will provide many insights you will benefit from while building a solution?
Note: There are 1 correct answers to this question.

A. Create a persona

B. Interview your users

C. Test your sketches with users

D. Sketch a prototype

ANSWER: B

Explanation:

Interview your users is correct because direct conversations with the people who experience a problem provide the
foundational evidence for human-centered solution development. User interviews help a team uncover users’ goals,
behaviors, context, motivations, pain points, and the language they use to describe their needs. These insights are
especially valuable while building a solution because they reduce reliance on assumptions and guide the team toward
problems that matter in real situations.

In Design Thinking, interviewing is a core empathy and research activity. The team should use open-ended questions,
actively listen, and explore concrete examples from users’ actual experiences. The resulting qualitative insights can be
synthesized into needs and opportunity areas that inform subsequent solution decisions. Interviews also create an ongoing
learning loop: insights from early interviews can shape what is built, while later conversations can clarify evolving needs and
validate whether the intended value remains relevant. This user-centered approach supports SAP’s Design Thinking
principle of understanding people before committing to a solution direction.

For further guidance on empathizing with users through research, see the Stanford d.school Bootcamp Bootleg and SAP’s
overview of SAP Business Technology Platform.

QUESTION NO: 2

These interviews are conducted after a customer has purchased or used a product/service.
Note: There are 1 correct answers to this question.

A. Funky prototyping

B. Lego-based prototyping

C. lterate ideation phase

D. feedback interviews

ANSWER: D

Explanation:

feedback interviews is correct because this research method gathers customers’ reflections after they have purchased,
experienced, or used a product or service. The purpose is to understand the customer’s actual experience in context: what
worked well, where friction occurred, whether expectations were met, and which needs or improvement opportunities
emerge after use. Because participants can describe concrete events rather than anticipated behavior, feedback interviews
provide valuable evidence for validating assumptions and identifying priorities for subsequent design work.

In a design-thinking process, customer feedback is used to build empathy and to turn real observations into actionable
insights. Teams can use interview findings to refine the problem statement, adjust ideas, and improve prototypes or
implemented offerings through iteration. The customer perspective collected after use is especially useful because it
connects the solution with perceived value, usability, and satisfaction across the end-to-end experience. SAP’s design-
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thinking approach emphasizes human-centered research, learning directly from users, and iterating solutions based on
evidence. See SAP AppHaus and SAP User Research.

QUESTION NO: 3

Of the 3 main criteria for a successful idea - feasibility, viability, and desirability - which is th e starting point?
Note: There are 1 correct answers to this question.

A. Viability

B. Desirability

C. Differentiability

D. Feasibility

ANSWER: B

Explanation:

Desirability is the starting point because Design Thinking begins with people: understanding their context, needs,
motivations, behaviors, and unmet problems. Before an organization assesses whether it can technically build an idea or
operate it as a sustainable business, the team must establish that the idea addresses a meaningful need and creates value
for the people who will use it. This human-centered focus is central to SAP’s Design Thinking practice, which emphasizes
observation, empathy, direct user engagement, and iterative learning to identify relevant problem spaces.

Starting with desirability helps a team avoid investing in solutions that are technically possible or commercially attractive but
do not solve a problem users genuinely care about. User research, interviews, observation, personas, journey maps, and
early prototypes provide evidence of desirability. The resulting insights then guide the shaping and testing of an idea so that
later feasibility and viability assessments are applied to a user-relevant solution. SAP describes Design Thinking as a
human-centered innovation approach and highlights the importance of understanding people’s needs as a foundation for
creating impactful solutions. See SAP AppHaus: Design Thinking and IDEO Design Thinking.

QUESTION NO: 4

A software company likes to use the User Story Mapping method in conjunction with Design Thinking. For which purpose
would you recommend using User Story Mapping?

Please choose the correct answer. Note: There are 1 correct answers to this question.
A. To find data that serves to inspire the team and gain empathy

B. To check on feasibility, viability and desirability

C. To get a common understanding of the challenge/problem space

D. To define the implementation backlog items

ANSWER: D

Explanation:

To define the implementation backlog items is correct because User Story Mapping translates an understood user
experience into an actionable, shared delivery plan. The method arranges user activities and tasks along a narrative flow,
then breaks those activities into smaller user stories. This makes it possible for the cross-functional team to see the whole
product journey while identifying the individual capabilities needed to support it. Stories can then be sliced and prioritized into
releases, such as a minimum viable first release followed by later enhancements. The resulting map provides a practical
basis for creating, ordering, and refining implementation backlog items with product owners and delivery teams. In a Design
Thinking context, this is especially useful after the team has explored the problem and developed a solution direction:
insights about user needs can be converted into a structured sequence of work without losing sight of the end-to-end user
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journey. Atlassian describes story maps as a way to organize and prioritize user stories around the activities users perform,
supporting release planning and backlog management. SAP Design Thinking similarly emphasizes moving from user-
centered insights toward implementable solutions. See Atlassian’s User Story Mapping guide and SAP Design Thinking.

QUESTION NO: 5

What is the Stanford Design School five phases of design thinking? (another variation of the design thinking process)
A. Ideate

B. Test

C. Patterns

D. Define

E. Prototype

F. Empathy

ANSWER: ABDEF

Explanation:

Stanford d.school’s design-thinking process consists of five iterative modes: empathize, define, ideate, prototype, and test.
Therefore, “Empathy” is correctly included as the question’s wording for the empathize mode, in which the team develops an
understanding of the people for whom it is designing. This human-centered understanding provides the foundation for the
remaining work. “Define” turns observations and insights into a focused, meaningful problem statement. “Ideate” supports
broad exploration and generation of possible ways to address that problem. “Prototype” makes selected ideas tangible
quickly, using artifacts or experiences that can be explored with users and stakeholders. “Test” gathers feedback from
people interacting with those prototypes, producing learning that may refine the team’s understanding, problem definition,
concepts, or prototypes. The modes are not intended to be a rigid, one-way sequence; teams can revisit earlier modes as
they learn. Stanford’s d.school describes these five modes in its Bootcamp Bootleg, and its official site emphasizes the
human-centered, experimental nature of its design approach.

QUESTION NO: 6

During a user test of a paper prototype, what should the facilitator do?
Note: There are 3 correct answers to this question.

A. Ask the participant to think aloud while using the prototype.

B. Observe behavior and record reactions.

C. Ask neutral follow-up questions.

D. Explain the intended interaction before the participant tries it.

E. Defend the concept when the participant identifies a problem.

ANSWER: ABC

Explanation:

A prototype test should generate learning about the user and the concept. The facilitator should ask the participant to think
aloud while using the prototype, because this can reveal expectations, understanding, and points of uncertainty. The
facilitator should observe behavior and record reactions, including hesitation, workarounds, and nonverbal signals. The
facilitator should ask neutral follow-up questions that encourage the participant to explain their experience without
steering them toward a preferred answer.
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The facilitator should not explain how the prototype is supposed to work before observing the participant’s natural
interpretation, and should not defend the concept when criticism occurs. Feedback that exposes confusion or dissatisfaction
is valuable evidence for improving the prototype or reconsidering the underlying assumptions. See the Stanford d.school
Bootcamp Bootleg for guidance on prototyping and testing.

QUESTION NO: 7

What are four questions that are useful to ask during the ciesignthinking process? (another variation to the design thinking
process)

Note: There are 4 correct answers to this question.
A. What if?

B. What is?

C. What works?

D. What are?

E. What wows?

ANSWER: ABCE

Explanation:

The useful questions are “What is?”, “What if?”, “What wows?”, and “What works?”. Together, they provide a practical
progression through the design-thinking mindset. “What is?” establishes an evidence-based understanding of the current
situation, including user needs, pain points, context, and observations gathered through research. “What if?” opens ideation
by encouraging the team to imagine alternatives and create possible solutions without prematurely limiting creativity. “What
wows?” focuses attention on whether a concept creates meaningful value, desirability, or delight for the people who will use
it. It helps teams identify ideas that are not merely functional, but compelling from a human perspective. “What works?”
moves the work toward feasibility and validation: teams prototype, test assumptions with users, learn from feedback, and
refine the solution. This sequence supports the core design-thinking practice of moving from understanding people, to
generating possibilities, to selecting valuable concepts, and finally to testing and implementing them. SAP presents Design
Thinking as a human-centered innovation approach that combines desirability with practical validation; see SAP Design
Thinking. The iterative, prototype-and-test orientation is also described by the Stanford d.school Design Thinking Bootleg.

QUESTION NO: 8

What are the brainstorming rules created by IDEO?

Note: There are 3 correct answers to this question.

A. Be open to developing the ideas of others and stay on topic
B. It involves getting out of the building and taking action

C. Avoid judging others and let the creativity flow

D. Follow the "one at a time" rule and use visuals and Generate as many new ideas as possible

ANSWER: ACD

Explanation:

IDEO'’s brainstorming rules are intended to create a focused, energetic environment in which a team can generate a high
volume of ideas before moving into evaluation and selection. “Be open to developing the ideas of others and stay on topic”
reflects two core rules: build on the ideas of others and remain focused on the question being addressed. Building on ideas
supports collaborative creation, while focus keeps the session relevant to the design challenge.
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“Avoid judging others and let the creativity flow” correctly captures the principle of deferring judgment. During idea
generation, participants should suspend critique so that unconventional, incomplete, or seemingly impractical ideas can be
expressed and developed. This helps make divergent thinking productive and psychologically safe.

“Follow the "one at a time" rule and use visuals and Generate as many new ideas as possible” combines several IDEO
brainstorming practices: one conversation at a time, be visual, and go for quantity. Giving each contribution attention
supports shared understanding; visuals make ideas tangible; and quantity increases the likelihood that the group will identify
useful, novel directions. See IDEO.org’s Brainstorm method and IDEO U’s brainstorming rules.

QUESTION NO: 9

Designers actively people in their own environment to identify their real needs.

Note: There are 1 correct answers to this question.
A. Observe

B. Blue Ocean REICC

C. Persona

D. Multiplication

ANSWER: A

Explanation:

Observe is correct because observation is a foundational Design Thinking research practice for developing empathy and
discovering people’s genuine needs, behaviors, workarounds, and pain points. Rather than relying only on what people say
in interviews or surveys, designers go into the users’ real context and watch how activities are actually performed. This can
reveal unspoken needs and environmental factors that users may not recognize, remember, or articulate themselves. In
SAP’s Design Thinking approach, the early phases focus on understanding the problem space from the user’s perspective.
Observation in the user’s environment supports this human-centered mindset by providing concrete evidence about
experiences and interactions before the team frames a point of view or develops ideas. Effective observation is active:
designers pay attention to actions, tools, surroundings, interruptions, and moments of friction, then use these insights to
guide subsequent synthesis and solution design. SAP describes Design Thinking as a human-centered approach that begins
with deeply understanding people and their context. For further background, see SAP Design Thinking and the SAP Design
Thinking customer involvement overview.
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