
Research - Synthesizing our InsightsResearch - Collecting Data 
and Arriving at Insights

Step 1 Step 2

Research - Visual Summary

Grouped our insights based on what fit together, then added 
a positive, negative, or neutral aspect

https://ux.stackexchange.com/questions/89118/whats-the-difference-
between-card-sorting-and-affinity-diagramming

http://www.businessballs.com/team-management/tuckman-forming-
storming-norming-performing-model-234/

If we can create more opportunties for collaboration, then we 
will notice more students meeting up (setting the stage for 
collaboration)

Get people to interact around games, when they’re on break, 
or just hanging out.

Side note, the reason game event might not work, is 
because the lack of a common space. If you think of 
cayton center as a common space - it’s not near any 
classrooms. Classrooms and teachers need queit to 
teach their class, and therefore there’s nowhere inside 
to create that spae where you can feel like you can talk 
and do things. 

Side Note:
We chosethe specturms of Feasiblity and Impact 
because these were the best balance of our own 
constraints on the project and the student’s (user) 
interests. Why?

Our priorty was to create a prototype that needed to be 
done in a week. Impact was chosen after a group mate 
pointed out that feasblity might not be the best way to 
measure the success of our prototype from the user’s 
perspective.

Personal Notes/ Feelings (AJ)
After finishing this process, I thought something that 
occured to me was that there wasn’t a lot of time to 
actually decide what method work best during the 
process, it was super organic - but we just had to do it, 
so we chose in the moment. 

Feelings of stumbling over the process was very 
apparent when we got to affinity mapping. What was 
the point of that activity? We did gain something from 
it, but it certainly wasn’t clear during the process.

For me, the most rewarding feeling was mapping our 
crazy 8 ideas feasability and impact spectrums. It 
really became clear for us. It felt good. It felt like we 
had gained some clarity and closure.

We created a Venn Diagram 
highlighting our two most important 
and populous insights from our 
interviews with students on CMD: The 
emotional aspect of collaboration and 
the expectations as well
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