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Align your Team
Process Competence



4

Team Canvas Basic by theteamcanvas.com. Created by Alexey Ivanov, Dmitry Voloshchuk
Team Canvas is inspired by Business Model Canvas by Strategyzer. 

This work is licensed under the Creative Commons Attribution-Share Alike 4.0. 
To view a copy of this license, visit: http://creativecommons.org/licenses/by-sa/4.0/

What are our names? What skills and strengths do we have on board of our group? 
What composition of roles would help us get where we want to be? 

What are we called as a group?

What are the rules we want to introduce after doing this session? How do we communicate 
and keep everyone up to date? How do we make decisions? How do we execute and 
evaluate what we do?

What do we stand for? What are guiding principles? What are our 
common values that we want to be at the core of our team? Why we are doing what 

we are doing in the 
first place?

What we want to achieve as a group? What are our key goals that are feasible, 
measurable and time-bounded?

What are our individual personal goals?

Most important things to agree on to kick off effective team project 
and get members to know each other better Team name Date

Version 0.8  |  theteamcanvas.com  |  hello@theteamcanvas.com

ROLES & SKILLS

RULES & ACTIVITIES

PURPOSE

VALUES

GOALS

Team Canvas Basic

http://theteamcanvas.com/use/
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Roles, Actors, Personas, 
Mindsets
Design Competence



Actor
_

Term from service design that describes all 
actors on the "front stage".



Role
_

A user role (or role for short) combines a set of 
individual rights of a software or in an 
operating system. User roles are used to avoid 
having to define the individual rights of the 
aforementioned areas individually for each 
user: Instead of assigning the same individual 
rights directly to many users, a user role is 
defined that contains the rights to be assigned.

Examples: Administrator, Editor, Contributor, 
etc.

compare: https://de.wikipedia.org/wiki/Benutzerrolle

https://de.wikipedia.org/wiki/Benutzerrolle


Persona
_

Personas are a tool to help us put ourselves in 
the shoes of users. Personas contain names, 
biographies, specific needs, everyday joys and 
challenges, desires and passions.
The persona is not a single user we have 
spoken to, but rather a composed character 
that represents our synthesised knowledge of 
our user group.

Compare: Digital Innovation Playbook, page 106



10Image: https://helpcrunch.com/blog/customer-driven-marketing-strategy/

https://helpcrunch.com/blog/customer-driven-marketing-strategy/


Personas

Pitfalls 

Personas are often enriched with demographic data that say little about the motivation 
and problems or mindset of the target group.

Who is this?
• spend a lot of time in London
• like international travel, dogs, sports cars, good wines
• +65 years old
• male
• married
• several children
• over 1 million annual income
• owns several luxury cars
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Personas

Fallstricke 

Personas are often enriched with demographic data that say little about the motivation 
and problems or mindset of the target group.

12Image: Gala Image: laut.de

http://laut.de


Mindsets
Why  | How | Pro & Cons

Mindsets or Mindset Segmentation helps to 
group users according to intention & 
motivation - without demographic by-products.

_



14Image: https://helpcrunch.com/blog/customer-driven-marketing-strategy/

https://helpcrunch.com/blog/customer-driven-marketing-strategy/
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Mapping Relations
_



_

Stakeholdermap

Marc Stickdorn; This is Service Design Doing: Applying Service Design Thinking in The Real World. O’Reilly | Page 60



_

Value Network Map

Marc Stickdorn; This is Service Design Doing: Applying Service Design Thinking in The Real World. O’Reilly | Page 61



_

Stakeholder Map

See: Medium: Why & How you should always build Stakeholder Maps by Nour AlGharibeh

https://medium.com/design-bootcamp/why-how-you-should-always-build-stakeholder-maps-715195ec89fb


_

Stakeholder Map

From: Synthesis of Expert Interviews to the Curation Process of a Museum, by Florian Wille / dreipol



Mapping Experiences
_



CAS Design Methods 2018 – Modul 2



Experience Mapping

What can experience mapping do?

Creating a common frame of reference for the customer 
experience.

23

Building organization-wide knowledge about customer 
behavior and needs across different channels.

Identification of specific areas for idea generation and 
innovation.

Distribute key customer insights in a usable and easy-to-
understand form.

Further development of the organization towards customer-
oriented thinking.



24https://www.nngroup.com/articles/ux-mapping-cheat-sheet/



TROUBLE SPOT

LOW POINT

HIGH POINT

ADAPTIVE PATH'S GUIDE TO

EXPERIENCE  
MAPPING
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The Activity
Experience mapping is a collaborative, iterative process for synthesizing and visualizing 
the holistic customer experience. The activity of experience mapping results in an 
artifact – an experience map.

The Artifact
An experience map presents, with richness and depth, key 
insights into your customers' complete experience. It is a 
tool that supports charting new courses of action. 

UNCOVER THE TRUTH

Study customer behavior and 
interactions across channels  
and touchpoints

CHART THE COURSE

Collaboratively synthesize key 
insights into a journey model

TELL THE STORY

Visualize a compelling story 
that creates empathy and 
understanding

USE YOUR MAP

Follow the map to new ideas  
and better customer experiences

Experience Mapping 
The four steps to making sense of 
cross-channel customer journeys

↑ Adaptive Paths Guide to 
Experience Mapping.
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Doing What actions 
are customers taking 
to meet their needs? 
What are their key 
behaviors?

Thinking How do 
people frame and 
evaluate their 
experience? What  
do they expect? 

Feeling What emotions 
do people have  
along their journey? 
What are the highs? 
The lows?
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The Building  
Blocks of  
Experience Mapping 
Human experience is complex, and mostly 
intangible. Yet the challenge of experience 
mapping is to uncover, little by little, 
critical information about your customers’ 
experiences. Through trial and error, we’ve 
developed a simple framework to guide 
the discovery and research work required 
in the experience mapping process. We 
call them building blocks. The key building 
blocks are Doing, Thinking, and Feeling, but 
to understand the full context of customer 
experience, we also consider Place, Time, 
Devices, and Relationships. Don't forget 
Channel and Touchpoints! 

We recommend sorting your research  
and discovery work into building blocks  
by asking yourself key questions along  
the way. We've provided a few examples 
for Doing, Thinking, and Feeling to help  
you get started. 

DISCOVERY

Quantitative QuantitativeQualitative Qualitative

DOING

DEVICES

TOUCHPOINTSPLACE TIME

THINKING

RELATIONSHIPS

FEELING

Adaptive Paths Guide to 
Experience Mapping.→



1 2

THINKING 
(FRAMING)

HEARING

RELATIONSHIPS PLACETIME

DEVICE

FEELING 
(MOTIVATIONS)

DOING 
(BEHAVIOR)

SEEING

(CONTEXT)

1 2

← Adaptive Paths Guide 
to Experience Mapping.



Kollaborative Workshops

Experience Mapping



http://www.servicedesigntools.org/tools/35

http://www.servicedesigntools.org/tools/35






Adaptive Paths Guide to 
Experience Mapping.→
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Journey Maps

Marc Stickdorn; This is Service Design Doing: Applying Service Design Thinking in The Real World. O’Reilly | Page 45
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Journey Maps

Marc Stickdorn; This is Service Design Doing: Applying Service Design Thinking in The Real World. O’Reilly | Page 53
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Journey Map / Service Blueprint

Marc Stickdorn; This is Service Design Doing: Applying Service Design Thinking in The Real World. O’Reilly | Page 55



Experience Mapping

Book Tip
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TROUBLE SPOT

LOW POINT

HIGH POINT

ADAPTIVE PATH'S GUIDE TO

EXPERIENCE  
MAPPING



From Problem to Ideation
Design Competence



Problem Definition

Collecting Problems & Challenges

39

Effects & Impact

Problem

Cause

Choosing a problem and
determining causes and
effects with the «problem 
tree» method.

Image: Midjourney

this leads to

this is because



Problem Definition

Collecting Problems & Challenges
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Effects & Impact

Problem

Cause

Choosing a problem and
determining causes and
effects with the «problem 
tree» method.



Problem Definition

The «How Might We»Question 
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Converting the problem statement into a 
question by introducing it with the words

"How might we..."?



Ideation

Design Studio
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TesterDesign Studio
Innovate & Discover Solutions from Different Perspectives    

How to 

Illuminate 1. Sketch

Diversity is key to good solutions

2. Present 3. Critique Pick your winners

2-3 iterations

Set the framing for the design studio. 
What is the focus? Is it a specific 
problem on your sprint planning, is it 
innovation for a new market, is a flow of 
a specific persona, or is it a interaction 
design problem? 

It is important to keep this very timeboxed. Have someone own the timer. Do 2 or 3 iterations, or until you have no new ideas. 
3-5 people in each group is a good number. If possible have several teams, they will come up with different ideas, and you will be even more innovative!

Sketch on the ideas that YOU have, from YOUR 
perspective. Use a big A3 paper, fold it in 4 squares, 
sketch one idea in each square. This should be done 
quietly, one and one.

Pick a time keeper in each team.

4 minutes. Set the timer.
1 minute in each square.

Second and third iteration, you might want to sketch 
more focused on one idea and use the full paper.

Present your different ideas for your group in brief, 
dont dig into details. Present the bad ones as well, 
the probably led you towards a new better idea.

30 seconds presentation per person (and then do 
critique for each person directly in 30 sec as in nr 3)

If you think the idea is brilliant, you can say that. 
But dont start elaborating into the idea in a 
discussion... just steal the idea and build on it!

No negative critique is allowed, but you can ask 
for some short explanation on the idea.

30 sec critique for the person presenting (not for 
each listener)

Step 2 and 3, is one minute in total per person.

Depending on the reason for the Design 
Studio you might want to dot vote with your 
team on the most interesting ideas to bring 
with you and work with in the sprint, or do a 
prototype for, test with real users, create a 
business case with, or a technical spike you 
want to do because you found some risks you 
where un aware of.

Dot vote with 3 votes each on what you want 
to move forward with.

PO

UX Customer
Service

DEV

Never kill ideas, all are good!
Keep time boxes!

Build on ideas from others!
Remember, your first idea are
always throw aways!

AD

 

FREE DOWNLOAD
blog.dandypeople.com 

POSTER BY
mia.kolmodin@dandypeople.com
Agile Coach, Trainer and Speaker
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Ideation

Provocation Ideation by frog design
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What do we take for 
granted?

Form the opposite  
of you assumptions

Create provocative 
ideas



Ideation

Prioritize Ideas
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Impact

Feasability
- +

+

-
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