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Content Standard:

B8 1.2.1 Demonstrate understanding of creativity and innovation in terms of the design process, and
its application in developing design solutions to problems in society.

Indicator (s)

B8 1.2.1.3 Demonstrate ability to apply the
design process to create artefacts that solve
specific problems in the local community.

process to create artefacts.

Performance Indicator: Learners can apply design

Week Ending 02-02-2024

Class B.S.8 Class Size: Duration:
Subject Creative Art and Design

Reference Creative Arts Curriculum, Teachers Resource Pack, Learners Resource Pack.

Teaching / Learning
Resources

Poster, Pictures, Video, Drawing
Book, Pencil, colours

Core .
Competencies:

Communication and
Collaboration
e Critical Thinking

Creativity and Innovation

DAY/DATE PHASE 1 : PHASE 2: MAIN PHASE 3:
STARTER REFLECTION
TUESDAY Discuss with the 1. Assist Learners to identify the frameworks of Assist Learners to

Learners about
the principles of
design thinking.

design thinking.
2. Using a Poster, explain the 5 actionable steps
which make up the design thinking process.
3. Demonstrate on how to apply the design
thinking framework to create own artefacts.

The principles of design thinking;

There are certain principles that are pivotal to design
thinking. These are reflected in the design thinking
methodology, which we’ll explore in detail a little
later on. We've outlined five of design thinking’s most
important principles below.

1. User-centricity and empathy

Design thinking is all about finding solutions that
respond to human needs and user feedback. People,
not technology, are the drivers of innovation, so an
essential part of the process involves stepping into
the user’s shoes and building genuine empathy for
your target audience.

2. Collaboration

The aim of design thinking is to pool a diverse variety

practice creating their
own artefacts by
applying design
thinking framework.

Exercise

State 3 design thinking
frameworks.




of perspectives and ideas; this is what leads to
innovation! Design thinking encourages collaboration
between heterogeneous, multidisciplinary teams
which may not typically work together.

3. Ideation

Design thinking is a solution-based framework, so the
focus is on coming up with as many ideas and
potential solutions as possible. Ideation is both a core
design thinking principle and a step in the design
thinking process. The ideation step is a designated
judgment-free zone where participants are
encouraged to focus on the quantity of ideas, rather
than the quality.

4. Experimentation and iteration

It’s not just about coming up with ideas; it’s about
turning them into prototypes, testing them, and
making changes based on user feedback. Design
thinking is an iterative approach, so be prepared to
repeat certain steps in the process as you uncover
flaws and shortcomings in the early versions of your
proposed solution.

5. A bias towards action

Design thinking is an extremely hands-on approach to
problem-solving favoring action over discussion.
Instead of hypothesizing about what your users want,
design thinking encourages you to get out there and
engage with them face-to-face. Rather than talking
about potential solutions, you’ll turn them into
tangible prototypes and test them in real-world
contexts.

The design thinking methodology in action

So far, we’ve covered quite a bit of theory. We know
what design thinking is and the key principles that
shape it. Now let’s consider what the design thinking
methodology looks like in action, starting with the
five key steps in the design thinking process.

The design thinking framework: five key steps

The design thinking framework can be divided into
three distinct phases: immersion, ideation, and
implementation. This framework can be further
broken down into five actionable steps which make
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up the design thinking process:

Empathize
Define
Ideate
Prototype
Test

Although these steps appear to be sequential, it’s
important to point out that design thinking doesn’t
follow a strictly linear process. At each stage in the
process, you're likely to make new discoveries that
require you to go back and repeat a previous step.

Step 1. Empathize

What? During the empathize phase, you’ll engage
with and observe your target audience.

Why? The aim of this step is to paint a clear picture of
who your end users are, what challenges they face,
and what needs and expectations must be met.
How? In order to build user empathy, you’ll conduct
surveys, interviews, and observation sessions.

For example: You want to address the issue of
employee retention, so you ask each employee to
complete an anonymous survey. You then hold user
interviews with as many employees as possible to
find out how they feel about retention within the
company.

Step 2. Define

What? Based on what you’ve learned in the
empathize phase, the next step is to define a clear
problem statement.

Why? Your problem statement sets out the specific
challenge you will address. It will guide the entire
design process from here on out, giving you a fixed
goal to focus on and helping to keep the user in mind
at all times.

How? When framing your problem statement, you’ll
focus on the user’s needs rather than those of the
business. A good problem statement is human-
centered, broad enough for creativity, yet specific
enough to provide guidance and direction.

For example: “My employees need to be able to
maintain a healthy lifestyle while working in the
office” is much more user-centric than “I need to
keep my employees healthy and happy in order to
boost retention.”




Step 3. Ideate

What? With a clear problem statement in mind, you'll
now aim to come up with as many ideas and potential
solutions as possible.

Why? The ideation phase gets you thinking outside
the box and exploring new angles. By focusing on
guantity of ideas rather than quality, you’re more
likely to free your mind and stumble upon

innovation!

How? During dedicated ideation sessions, you'll use a
range of different ideation techniques such as
bodystorming, reverse thinking, and worst possible
idea.

For example: Based on what you’ve learned in the
empathize phase, you hold several ideation sessions
with a variety of different stakeholders. With your
problem statement to hand, you come up with as
many ideas as possible for how you might make your
employees happier and thus more likely to stay with
the company.

Step 4. Prototype

What? Having narrowed your ideas down to a select
few, you’ll now turn them into prototypes—or
“scaled-down” versions of the product or concept you
want to test.

Why? The prototyping stagegives you something
tangible that can be tested on real users. This is
crucial in maintaining a user-centric approach.
How? Depending on what you're testing, prototypes
can take various forms—from basic paper models to
interactive, digital prototypes. When creating your
prototypes, have a clear goal in mind; know exactly
what you want your prototype to represent and
therefore test.

Step 5. Test

What? The fifth step in the design thinking process
will see you testing your prototypes on real or




represe ntative users.

Why? The testing phase enables you to see where
your prototype works well and where it needs
improving. Based on user feedback, you can make
changes and improvements before you spend time
and money developing and/or implementing your

solution.

How? You’ll run user testing sessions where you
observe your target users as they interact with your
prototype. You may also gather verbal feedback. With
everything you learn from the testing phase, you'll
make changes to your design or come up with a
completely new idea altogether!

For example: You decide to test the yoga idea for two
months to see how employees respond. You find that
people enjoy the yoga classes, but are put off by the
fact that they are in the middle of the day and there
is nowhere to shower. Based on this feedback, you
decide to move the yoga classes to the evening.

Applying the design thinking framework to your own
work

Design thinking can also start small—you don’t need
to become a UX designer in order to apply design
thinking to your own work! You might choose to
focus on just one aspect of the design thinking
process, such as getting to know your customers and
making a conscious effort to be more empathy-driven
on a day to day basis. If you're struggling to gather
positive customer reviews, for example, you might
choose to conduct user interviews in order to find out
what your customers are missing.

Perhaps you want to focus on the collaborative
nature of design thinking, in which case you might
hold ideation sessions with representatives from a
diverse variety of teams. If you notice that marketing
and design constantly struggle to see eye-to-eye, for
example, a few design thinking-style brainstorming
sessions might help to get everybody on the same
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page.

Another increasingly popular method of applying
design thinking is through design thinking workshops.
If you have a specific problem you want to solve, such
as coming up with a new product idea or figuring out
how to boost employee retention, a design thinking
workshop will take you through the entire design
thinking process in a short space of time. Design
thinking workshops are also used to teach non-design
professionals how to innovate and find creative
solutions—an essential skill in any area of business.

WEDNESDAY

Review Learners
knowledge on the
previous lesson.

1. Discuss examples of design thinking success with
the Learners.

2. Model metacognitive and self-explanation
strategies on specific problems to help students
build an integrated understanding of the process
of reflection.

3. Through a collaborative work, Learners in small
groups to discuss and create artefacts applying
design process.

Product design

Design specifications

These are detailed descriptions of a product's visual
design and functionality. They include visual elements
of design, such as colours and typography, as well as
technical specifications, such as screen sizes and
interactions.

Style guides

These are documents that define a product's design
language and standards. They specify the visual and
typographical elements, tone of voice, and messaging
that should be used throughout the product.

Adopt questioning
strategies to prompt
reflective thinking,
specifically getting
students to respond

to why,

how, and what specific
decisions are made
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