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	Challenges
What problems are we trying to solve, and what obstacles do we need to overcome?
	

	Aspirations
What are the biggest desired outcomes? What does success look like?
	Focus Areas
What is the scope of the strategy? What will you focus on for the biggest impact?
	Guiding Principles
What mantras will guide the team’s work?
	Activities
What types of activities solve the problems?

	
	Outcomes
What metrics gauge success?


What It Is? 
Technically a strategy blueprint is not specifically a design thinking tool. It’s a visualization tool that enables people to get a snapshot view of the problem and the solutions required to solve the problem. The tool originated with a UX designer named Jim Kalbach (2014, 2016)
How and When Do You Use It?
Introduce this tool when someone first approaches you about creating a learning solution. Ask them what they can share related to each section of the map and document their responses. Pull the map out again and again as you execute other stages in the design thinking process. See what needs to be adjusted in the focus and activity sections of the map. Consider whether guiding principles need to be adjusted at all. Challenge your assumptions about what success looks like and verify whether you are measuring the right things. Make sure everyone stays in alignment on these six things throughout the project:
· What challenges or problems are we trying to solve? To do that, what obstacles do we need to overcome?
· What are the biggest desired outcomes? What does success look like?
· What is the focus of our strategy? (That is, what are its major components?)
· What overarching principles or mantras will guide us as a team as we build our solutions?
· What key activities need to be executed?
· How will we measure the achievement of our outcomes?
What Do You Do Once You Build It? 
Use it! Make sure everyone has a copy of the blueprint and you continually reference it as you move through your project. Adjust it when you need to, but also keep it as your north star to make sure you aren’t deviating in unintended ways from your agreed-upon path to a solution to your problem.

Here’s an example of a completed blueprint. We used this blueprint to guide our efforts in rolling out design thinking principles and techniques to internal teams.

	Challenges
What problems are we trying to solve, and what obstacles do we need to overcome?
Learners absent from design process; we don’t know enough about them or their situations.
Often difficult to get clients to define business outcomes; the problem (or opportunity) can be unclear
SMEs driving design rather than learners; too much content is going into solutions
We struggle to get buy-in on reinforcement and need to plan out solution implementation. 
Right now, IDs own LX; need to get entire project team owning LX from ideation onward
BLPers hesitant to show unpolished ideas
	Strategy Blueprint: 
Design Thinking Rollout

	Aspirations
What are the biggest desired outcomes? What does success look like?
100% of our designs consider all aspects of the learning journey
100% of our designs and solutions are created with input from learners
We find and mind the sweet spot so it stays top of mind throughout the project
Clients can share tangible, measurable results with us that were driven by solutions we helped create
	Focus Areas
What is the scope of the strategy? What will you focus on for the biggest impact?
Knowledge building and sharing
Tools and processes
Evolution in project work: All roles embrace DT
Use of DT in internal problem solving as well as client project work.
	Guiding Principles
What mantras will guide the team’s work?
Principle 1: Find and mind the sweet spot
Principle 2: Get perspective
Principle 3: Recognize learning as a journey
Principle 4: Prototype before you refine
	Activities
What types of activities solve the problems?
Brainstorm sessions with agile team on execution of DT across roles and processes
Revision and updating of processes and tools
Skill-builder activities for BLPers: practice using the tools
Sr. leadership modeling the way; using DT to solve internal problems
Application and reinforcement in client work: Sharing success stories and “best practices”

	
	Outcomes
Metrics by which we’ll measure success include:
By April 2020, at least 10 projects are worthy of suggesting for Brandon Hall awards and 6 of those would qualify for “gold” Brandon Hall awards that have demonstratable business outcomes
By EOY 2019, 100% of projects achieve a “4” rating on BLP quality rubrics
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