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Topic/ Unit 2 Design
Unit Lesson 2 What is “Design Thinking”?
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Objective Unit 2: Design
Lesson 1 ~3: What is “Design Thinking”? 5 stages in “Design Thinking”.
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Stage 1: What is the problem? — Empathize (v.)
Stage 2: Why is it important?  — Define (v.)
Stage 3: How do we solve it? — Ideate (v.)
Stage 4: How do we create it? — Prototype (v.)
Stage 5: Does it work? — Test (v.)
Lesson4: Case study: “Eat well & E 551 -
Use case study “Eat well” as a main idea to help students understand the meanings of design
thinking, and how to take the design thinking into practice.
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B Students understand the elements and prmuples of Visual Design.

Subject 2 B 4Bt ARG IEEE £ 9] o

Prior Students know the categories of Design and understand the differences.

Knowledge [3~54 ¢ 3¢ DE A PrA 3 P a5y % RO 7417 o
Students understand the theory of color, and have had watercolor painting experiences.

Rationale This lesson, Design Thinking, is part of student’s passion project. The project-based learning

for this activity gives students the freedom to learn what they want and how they want through self-

Lesson inquiry. This project requires students to design and create a solution to a real-world problem.

Design thinking is an iterative process in which designers creatively solve complex problem
with focus on a human-centered approach. The solution is purpose-built where the end user/
consumer’s needs and desires are taken into consideration as the key element of the entire
process. This solution-thinking method is ideal for project-based learning.
Five stages in design thinking in this lesson are: Empathize, Define (the problem), Ideate,

Prototype, and Test. Great questions lead to great design. “Great designers help teams and
stakeholders make better decisions by using questions to identify opportunities, reveal
underlying needs, and understand user context” said by the world top designer Jorge Juan
Perales. Therefore, students are expected to learn the meanings of these five words, and will
design an interview questionnaire for their passion projects in the next following class.
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e g There are five stages in the process of “Design Thinking”. Each stage corresponds to one

%DD% = appropriate question.

Stage 1: What is the problem? — Empathize (v.)

Stage 2: Why is it important?  — Define (v.)
Stage 3: How do we solve it?  — Ideate (v.)
Stage 4: How do we create it? — Prototype (v.)
Stage 5: Does it work? — Test (v.)

2. Meaning of each stage / DA EELETET “Eat well” B EsGaT MEaf -

Stage 1 : How to Empathize — Observe/ think / watch and listen

Stage 2: How to Define — Research/understand /create a point of view.

Stage 3: How to Ideate — Brainstorm ideas, good or bad is ok.

Stage 4: How to Prototype — Start to create/ experiment your idea.

Stage 5: How to Test — Make the product/ show to people/ start to refine the product.

3. ExtfliA “Design Thinking”2& 2 [ CLfyPassion project,Z24E: (1yPassion Project 3 & 2%
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Design Thinking
fr{chooly

Language for Learning

By the end of this lesson, students will be able to describe the picture prompt; match words to
the five questions; identify paragraphs corresponding to each stages; select nouns; identify
sentences; analyze paragraphs; check the answers by reading the audio script.

P HRF 3

Design/Design thinking, graphic design, empathize, research, define, ideate, prototype, test,
product

piRe ]

1. What do you see? What does she need? What is the problem?

| see /guess/ believe

2. If you are a designer, what is the problem you want to solve? Why?
If I am a designer, the problem I want to solve is...

In my opinion...

3. What is the problem you are trying to solve?
First, ...

Second, ...

Finally/lastly, ...

4. Which response intrigues you most?

I like (someone)’s response because it ...

5. KLY o 3

There are five stages in the process of “Design Thinking”. Each stage corresponds to one
appropriate question.

Stage 1: What is the problem? — Empathize (v.)

Stage 2: Why is it important?  — Define (v.)
Stage 3: How do we solve it?  — Ideate (v.)
Stage 4: How do we create it? — Prototype (v.)
Stage 5: Does it work? — Test (v.)

6. Meaning of each stage/ “Eat well” % & %3+




Stage 1 : How to Empathize — Observe/ think / watch and listen

Stage 2: How to Define — Research/understand /create a point of view.

Stage 3: How to Ideate — Brainstorm ideas, good or bad is ok.

Stage 4: How to Prototype — Start to create/ experiment your idea.

Stage 5: How to Test — Make the product/ show to people (don't tell) / start to refine the
product.

Learning Skills

By the end of this lesson, students will have developed their abilities to describe, to read, to
discuss, to write, to share, to interview, to create their passion project, and to transfer knowledge
of the design thinking strategy to their passion project.
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Learning I. Warm up (10 mins) Teaching
Activity Preview the last class: “What is Design?” and ask students. Resource
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- Picture prompt: present some bad designs in our life. Projector
El &= S Relate to their life experiences and share in class. /" TPAD”

Ask students:

1. What do you see? What happens in this image? What is the problem?
Isee...

2. If you are designer, what is the problem you want to solve? Why?

If I am a designer, the problem I want to solve is...

In my opinion...

Bad design example:




1. Presentation — Design Thinking ( 15 mins)

[ 22450 HH What is “Design Thinking”?

" Design thinking is a human-centered approach to innovation that draws from
the designer’s toolkit to integrate the needs of people, the possibilities of technology,
and the requirements for business success. | —Tim Brown (IDEO &t /\EI#T

&)
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Brief summary of “Design Thinking”, shortly introduce 5 stages.

Stage 1: Empathize (v.) — Observe/ think / watch and listen

DAEEFA R R L% - BB A4S A (HEY) e 2 NRVEA 5 (% - i
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Stage 2: Define (v.)— Research/understand /create a point of view.

TG R A R R A - G H A TR Sy P m] UE A -

Stage 3: Ideate (v.) — Brainstorm ideas, good or bad is ok.

2 s S TR AR TS A o

Stage 4: Prototype (v.) — Start to create/ experiment your idea.

(RIEEITEE R BRI -

Stage 5: Test (v.)— Make the product/ show to people (don't tell) / start to refine the




product.
e EHELL ~ B AIERE - BHUFR  EOARERERAHT -

PEE DL EHE A4 A S h, 5 | H E ' E B2 507 Design Thinking” 71
P EE - HAEEZSr R Empathize — Define — Ideate - Prototype — Test -

There are five stages in the process of “Design Thinking”. Each stage corresponds to
one appropriate key question.
Stage 1: What is the problem? — Empathize (v.)

Stage 2: Why is it important?  — Define (v.)
Stage 3: How do we solve it? — ldeate (V.)
Stage 4: How do we create it? — Prototype (v.)
Stage 5: Does it work? — Test (v.)

I11. Activity —Discussion stage 1 ( 20 mins)

EEEBREDRATBRRTEZENE —EADER:

Stage 1 : How to Empathize — Observe/ think / watch and listen

Example: Problems about umbrella which happened in real-life.

Use this example and lead the student with different activities, and guide the students
to go through the whole process in Design Thinking.

Image prompt:

Observe & Hand gesture




The 2™ class
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Think and listen!
Choose the right descriptions about this image with hand gesture.
I will give three sentences for each question describing the image. If the description is
“true”, students need to make a “circle” with arms. If the description is “false”,
students make a “cross”.
EEEFHRAENERZFBLERB[URNERE , UUAFEREAE[E, BER
RESEAES  IEFEE 0" BEEETHOEAES , BB X,
1. What do you see?
(1) The wind blows gently.
(2) The umbrella is broken.
(3) The pork bun(f2+-) looks delicious.
2. If you were this woman, how do you feel?
(1) 1 feel happy.
(2) | feel awful.
(3) I feel excited.
3. *What are the problems of this umbrella? (2 answers)
(key question in design thinking)
(1) Itisnot solid.
(2) Itisnot flexible.
(3) Itisstrong.

Shortly introduce this funny story about this woman on the world-famous news.
Share some hilarious comments on the internet.

THE WALL STREET JOURNAL.
Home World US. Politics Economy Business Tech Markets Opinion Arts Life Real

CHINA REAL TIME REPORT

Typhoon Megi Slams Into Taiwan

Recommended Videos

Four Tips to Save
Time on Houseworl

Coach Auriemma 01
Feedback: Stop
Treating Women
Like Women

AmEx Addresses
Gender Gap Via
Shadow Program

Weekend Sip: Is Ita
Bourbon? A Rye?
Both?

Clinton Responds t
Mssseemn Puiblatome Al

1IV. Wrap up (5 mins) / End of the first class

Make a conclusion about what they learned:
Stage 1: What is the problem? — Empathize (v.)

V. Warm up (5 mins) / Start of the second class
Preview what they learned in the last class:
Stage 1: What is the problem? — Empathize (v.)




V1. Activity —Discussion stage 2 (15 mins)

® \Why is the design of an umbrella important?
(key question in design thinking)

EEEBEDRATBRRTBENE @SR

Stage 2: How to Define — Research/understand /create a point of view.
Group discussion: share unhappy experience about umbrella with partners. Share your
experiences.

BEEEMEIEER ?

fe9 Insert equation

Share your unhappy experiences of using umbrella.

VII. Lead in —Reading stage ( 10 mins)

Review the stage 1 - Empathize.

Learn to read some unhappy feelings while using an umbrella.
1. It was frustrating! Hard to open it!

It was embarrassing! It turned inside out, just like the picture.

It was not safe! It was a weapon.
It was upset! | didn’t have another hand to hold it when carrying a lot of things.
Others. Share feelings with partners.

a > DN

VIII. Activity —Reading and checking answers (5 mins)
Poll: Students check the answers that connect to their experiences.




Poll: What did you feel when experiencing the bad

design of an umbrella?

it It was !
was
| did't have

It was ! ! It was :
: o another hand to
Hard to open it. It turned inside It was a weapon. Others.

. ) hold it when
out, just like the )
; carrying a lot of
picture.

things.

Teacher can see the responses immediately on Quizizz and will discuss the result of
this poll with students in the next following class.

I X. Activity “Writing stage 1 ( 10 mins)

& > W DUATK -
BT > 7!

® |n order to protect pork bun ‘@F, how do we solve this problem?
(key question in design thinking)

EEREBEERGTBRERFTEENE =T R




The 3 class
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Stage 3: How to Ideate — Brainstorm ideas, good or bad is ok.

fw Insert equation

3: In oder to protect "pork bun&¥F",

A=
/’j( = J\ how do we solve this problem?
RINS

Come up with some ideas!

A > ALK -
BT - B1T!

Students write their ideas in the box on Quizizz.

Teacher can see the responses immediately on Quizizz and will discuss with students
in the next class.

X. Wrap-up (5 mins) / End of the second class
HMERERRHRBLEAANETR  FELARAMANEDE , EHEHEE
. RIBEE  HRESL:

Which response intrigues you most?

| like (someone)’s response because it ...

YEBLERERAELRESHHEELWANDEETI R,

X1. Warm up (5 mins) / Start of the third class

Preview the previous lesson, and in this class they are going to learn: the last 2 stages
in design thinking. After this class, students are going to design their questionnaires,
and that questionnaires will help them to complete their passion projects.

Stage 1: What is the problem? — Empathize (v.)

Stage 2: Why is it important? — Define (v.)

Stage 3: How do we solve it? — ldeate (v.)
Stage 4: How do we create it? — Prototype (v.)
Stage 5: Does it work? — Test (v.)

Each stage has one key question.

XI1. Activity “Writing stage 2 ( 15 mins)

Choose the best idea!
Imagine.
® How do we create this new idea? (You can change material, shape, etc...)




(key question in design thinking)
EEREOE B RGBT R E RN FE M ED R

Stage 4: How to Prototype — Start to create/ experiment your idea.

4: Choose the best idea!
How do we create this new idea?
(change material / shape, etc..)

Students input their ideas in the box on Quizizz.
Teacher can see the responses immediately on Quizizz and will discuss with students
in the next class.

® Does your idea work?
(key question in design thinking)

EEREEEBRGTBRRTEENERESR:

Stage 5: How to Test — Make the product/ show to people (don't tell) / start to refine
the product.

@ Deliver to Taiwan

Visit the NEW-Vi Store 1127
Umbrella Hat Folding Sun Rain Cap Adjustable
Multifu utdoor Headwear

in Golf Umbrellas by NEW-Vi




The 4™ class
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Make a conclusion of the activity they have learned:
Stage 1: What is the problem? — Empathize (v.)
Stage 2: Why is it important? — Define (v.)

Stage 3: How do we solve it? — Ideate (v.)
Stage 4: How do we create it? — Prototype (v.)
Stage 5: Does it work? — Test (v.)

Each stage has one key question.

XI11. Activity —Reading stage ( 20 mins)
ZOETHRUE A 1EQuizizziy || % Stage 4: How do we create this new idea?
SE[EIE2AERE - WE TSR T Em S

Which response intrigues you most?

| like (someone)’s response because it ...

XIV. Wrap-up ( 10 mins) / End of the third class
#& [ Passion Project E2EER ([ {F—) » sROAEZHEE S NE N T « 52 ANE
FE 2% 5 CPassion Project THaETAHE S (/2 & - W5ehk B EEE —H

XV. Warm up ( 5 mins) / Start of the forth class
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XVI. Activity —Reading stage ( 10 mins)

Stage 1: Empathize

PAERE TR KNS - BB AE T A Y MR 2 A REA JTE - i
B i St R B T R

Stage 1 : How to Empathize — Observe/ think / watch and listen
EEFE B ERE N RS

» Who are you trying to help?

» What do you need?

7y = Ti{EBad design HYFIT- > ALERIERA LUT R
Teacher may ask students:

What do you see? How do you feel?

Students may say:

| see/ 1 feel...




Empathize

Can you read between the lines?

Who needs security when you
can just walk right through!

*What do you see? ‘ " | see...
| see... y
*How do you feel?

| feel..

*Whatis the problem of this

| feel...

product?

There is .../ There are... o There e

BAD DESIGN

Forgot math when designin
J ol An empty shelf!

elevator buttons

*What do you see? *What do you see?
| see... | see...
% How do you feel? Y How do you feel?
| feel.. | feel...

*Whatis the problem of this
product?
There is .../ There are...

*Whatis the problem of this
product?
There is .../ There are.

BAD DESIGN & BAD DESIGN

Empathize

A not so accessible toilet!

*What do you see?

| see...

*How do you feel?

| feel..

*Whatis the problem of this
product?

There is .../ There are...

BAD DESIGN

Stage 2: Define

Ty AR B R R RTAE » G A R 8 Ry e m] LUE PR ?” -
Stage 2: How to Define — Research/understand /create a point of view.
EEFEEEREN RS

» What is the problem you are trying to solve?

» How can you turn the problem into a “How might we...?” question?
PEE BT FE U (bad design)dasat(Fan > sAfAERAE:

What is the problem of this product?

Students may say:

There is/ there are...

XVII. Case Study “Eat Well” (30 mins)

HEN =B TR E B r = - Eat Well & Hata BN U512 f52016
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PR SRt 55 = (E K VU(EPEE: Ideate — Prototype -

Stage 3: Ideate
Stage 3: How to Ideate — Brainstorm ideas, good or bad is ok.

T E B A T RE AR T A A TR -

» Come up with some ideas to solve problems.

BENPFE R E =B TR E R BT = - SRR FYIRLL 5 2 2k i d

SHMNE - WEUEHEEGA » WiEEA RS ESRS » SRR —BCF

@I st S R (E2E B (1deate)

fian:
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(3) SREHNIZRFF BN INE - JI{EMEHE S EY) -
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Stage 4: Prototype

Stage 4: How to Prototype — Start to create/ experiment your idea.
WIS RAE R - BUERES M ERIIEAY -

» Which idea will you try first?

» What will you design to test your idea?

PEES St B BTE AR AP ER: Test — Implement -

Stage 5: Test

REEELL ~ B~ AR - REURA - BOA RIS -

Stage 5: How to Test — Make the product/ show to people (don't tell) / start to refine
the product.

» Is your idea working well?

» How do you improve your product?

B Eat well ZRERERLSR ) (4:00)

£ Eatwell RYURRETE




The Last Stage: Implement EESh &R
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Teacher may say:

After watching the videos, ask few students to describe the feelings in three words.

XVII. Wrap up (5 mins)

HENERG R & > BTSSRI 8RS £ Design” -

Design = Beautiful Solutions
PR G ~ BReAR  E EY
UM AT - EFT#E Design Thinking S{EDER - THE N3R48R

worksheets for their passion project -
~The End~
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PasSion Project with Design Thinking
List your passions! What do you LOVE to do in
CLUEEY our spare time? what activity gives you a

Strong, exciting fealing?
L 2.

3 b,

5. 6.

T B.

5. 1G

Choose one of your passions veu would like to werk on and
thinlt of & way yeu can uSe your passion to help pecple.

Hamec Clam

Interview your end uSer{s)! Lsarn as much as you
can about them that can help you with your design!

(needs and insights).

Sketches

ERemember we want & lot of idsas. Even wild ldsas are
olay!

Eptch Some Ideas you have for your passion project.

Tenches

Apprraal

Slgnnture
what do I need to know and learn to ba able to complate my
passion progactt
L
2.
5
b,
5
&.

Hame C Ly Hamz Clam
Describe your problem Sentence.
Dmrlha (person or end user) needs Skﬂtc-l'lﬁs
IDiating! : ) ne
(product) that Wideats) Skptch some ldeas you have for your passion project.

Remember we wint 8 lot of deas. Even wild ldsas ars
oleay!




Hame Clawm Hame: Clwm

Elusprint s1: My Solution Have your end user test out your product!
Find cut what works well and what can be

Imagine X
[l improved.
e mrad i)
1
£
3
Elusprint s2: My Solution
Imagine
el
L
5




