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THE GOAL OF WEDNESDAY: 
DECIDE!

By Wednesday morning of your sprint, you and your team will have a stack of solu-
tions based on your sketches from Tuesday. That’s great, but it’s also a problem. 
You can’t prototype and test them all — you need one solid plan. In the morning, 

you’ll critique each solution, and decide which ones have the best chance of achiev-
ing your long-term goal. Then, in the afternoon, you’ll take the winning scenes from 
your sketches and weave them into a storyboard: a step-by-step plan for your proto-

type.. (Knapp)
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STICKY DECISION (1,5 HOURS)

STEPS 

Yesterday, your team made sketches. Jake Knapp and his team have developed an ef-
fective method of decision making. The method consists of 5 steps, which you must go 
through now.

Art museum
Tape the solution sketches to the wall in one long row.

Heat Map
Have each person review the sketches silently and put one to three small dot 
stickers beside every part he or she likes

Speed critique
Three minutes per sketch. As a group, discuss the highlights of each solution. 
Capture standout ideas and important objections. At the end, ask the sketcher 
if the group missed anything.

Straw poll
Each person silently chooses a favorite idea. All at once, each person places 
one large dot sticker to register his or her (nonbinding) vote.

Supervote
Give the Decider three large dot stickers and write her initials on the sticker. 
Explain that you’ll prototype and test the solution the Decider chooses.
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SOURCES: 
https://www.relab.com.au/want-to-get-
inside-your-clients-head-try-the-lightning-
demo
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RUMBLE (20 MIN)
The Rumble or All-In-One Design Sprint method is useful when there is more than 
one winning Solution Sketch.

To options:

Decide as a group if you want to combine the winners into a single proto-
type (All-In-One) or develop two different ideas and test them against each 
other (Rumble).

It’s often possible to combine a number of ideas into one prototype

If you choose a Rumble, you will need to consider how to present the two 
opposing ideas to your users.
Will you need to create an alternate brand/product to make the prototype 
believable? Allow extra time for writing your Validation Interview script.

SOURCES: 
https://www.designkit.org/methods/story-
board
BOOK: KNAPP, JAKE, SPRINT
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NOTE AND VOTE (20 MIN)
The Note and vote is a shortcut, but will give each groupmember time to think, så 
they can make a decision. 

STEPS:

Give each team member a piece of paper and a pen

Everyone takes three minutes and quietly writes down ideas.

Everyone takes two minutes to self-edit his or her lidt down to the 
best two or three ideas. 

Write each person´s top ideas on the board. In a sprint with secen 
people, you´ll have roughly fifteen to twenty odeas in all. 

Everyone takes two minutes and quietly chooses his or her favor-
ite idea from the board. 

Going around the room, each person calls out his or her favor-
ite. For each “vote”, draw a dot next to the choesen idea on the 
board. 
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SOURCES: 
https://www.designkit.org/methods/story-
board
BOOK: KNAPP, JAKE, SPRINT
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Storyboard - rest of the day

STEPS 

A quick, low-resolution prototype, a Storyboard can help you visualize your concept from 
start to finish

You don’t need to be a great artist to create a great Storyboard. By visually plotting out 
elements of your product or service, you can learn a lot about your idea. Not only will this 
method help you refine what your idea is, it can also reveal who will use it, where, and 
how. Like all prototypes, the idea here is to make something really rough as a way to help 
you think the idea through. It’s amazing what putting pen to paper can reveal.

With a partner, determine what it is you want to prototype. You don’t have to 
Storyboard the entire offering. Use it to test even one component of your idea, 
like an interaction, or how a customer finds your product

Spend no more than 30-45 minutes drawing how your ideas work. Use a 
series of comic book-style frames for your drawing. This will help you spotlight 
key moments and build a short narrative.

Don’t get hung up on your drawing abilities. It’s more important that it helps 
you fully think through your concept than create something that looks beauti-
ful.

Once you’re done, act out the Storyboard to your team for feedback
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SOURCES: 
https://www.designkit.org/methods/story-
board
BOOK: SPRINT

http://www.youtube.com/watch?v=y5pSBgQUezQ
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