Explain Like I'm 10 @

How Designers Find Out What People
Actually Need

KS4 DESIGN & TECHNOLOGY Ages 11-16 & 3 min read

Why Do Designers Need to Ask Questions?

Imagine if you designed a brilliant new backpack without ever talking to anyone who
uses backpacks. You might give it huge pockets but forget to make it waterproof, or
design it so heavy that nobody could lift it! This is why designers don't just guess -

they do careful research to find out what people really need.

The process of discovering what customers want is called user research. It's like

being a detective, hunting for clues about people's problems and wishes.

Think of it like a teacher who wants to improve their lessons. Instead of just changing
things randomly, a good teacher asks students what they find confusing, what they
enjoy, and what would help them learn better. Designers do the same thing with

products.

How Do Designers Actually Research?

Interviews and surveys are the first tools. Designers ask real people questions like:
"What frustrates you about your current phone?" or "What would make this easier?"
They might chat with 20 to 100 people to spot patterns in what people say.

Observation is another key method. Designers watch people using existing products
in real life. They might sit in a coffee shop watching how people handle cups, or follow
a student around school to see how they carry their books. People often do things

differently than they say they do!

Focus groups bring 6 to 10 people together to discuss a problem or test an idea.
The designer listens as the group talks, learns from their conversations, and spots

what everyone agrees on.

Think of it like asking your friends what pizza toppings they want. You might ask them
one by one, watch what they actually choose when ordering, or have them all discuss

it together. Each method gives you different information.



Testing Ideas With Real People

Prototyping and user testing come next. A designer builds a rough version - maybe
a cardboard model, a simple drawing, or a basic working version - and lets real
people try it. Then they ask: "What's confusing? What works well? What would you
change?"

This helps designers spot problems before they spend money making thousands of the
final product. They might discover that people can't figure out how to turn something
on, or that the shape hurts their hands.

Why This Matters

When designers skip this research, products fail. But when they listen properly, they
create things people actually want to use. Good design starts with understanding
people, not with the designer's ideas alone.
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