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Topic/ Unit 2 Design
Unit Lesson 5 What is “Design Thinking”? — Facial Tissue
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Objective Unit 2: Design
Lesson 5 - Case study: 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.)
Use case study “Tear-Ring” 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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Students understand the elements and principles of Visual Design.

Subject 2~ B A B BARR IR RE L9 o

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

Knowledge |3~ %4 ¢ 4 ¢ DB DA MELT 7 i fgR * RILB(74]1F 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.

Bilingual Content A&

o

e g There alje five Stages in the process of “Design Thinking”. Each stage corresponds to one

o 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 / L “Tear-Ring”m4ks% st Fydafy] o

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. BEl(HH “Design Thinking” /&2 H CIHYPassion project » 5554 $13%f H O BLERAYE
H > ## ] Design Thinking SgplzE mmascHIE A ©




Design Thinking
PrSchools

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.

I

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

piRe ]

1. What do you see? What do they need? What is the problem?

| see /guess/ believe

2. If you are a designer, how do we solve this problem?
If I am a designer, I will design...

3. What is the problem does he want to solve?

He wants to solve the problem that ...

4. Which response intrigues you most?

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

5. KL ¥ 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/ “Tear-Ring” & A& 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 and ask students: Resource
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Ask students:

1. What is Passion Project?

Passion Project is ...

2. What is design?

3. What is Design Thinking?

4. What is the problem of this umbrella? If you are a designer, how do you solve it?

Preview the lesson...

Beautiful §olution§
T T

Design =
AREE

-

’ Eat what is “Design Thinking” ?

.. Design thinking is a method to solve a real-
life problem




Preview: “Design Thinking” 5 Steps

Stage 1 -- Empathize (v.)

Il. Presentation — Design Thinking “Case Study — Facial Tissue” (5 mins)

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

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

DAEEFZ AR R L% - BB A4S A ()i e 2 NRVEA 5 (3 - Eifa
B Rt R T

Stage 2: Define (v.)— Research/understand /create a point of view.

ST R A R R RE AT A - 3 A TR Ry m] UE A -

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

D S TR TR R T AR R

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

RIEBSEER - BUEMESMEAEA -

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

product.
R EELL ~ R AIERE - RHFR » BOA RS -

DL Facial Tissue” Fyf5lf- > 25707 “Design Thinking” FL{E T EE o A {H 5
77 A5 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? — Ideate (v.)

Stage 4: How do we create it? — Prototype (v.)




Stage 5: Does it work? — Test (v.)

I11. Activity 1 — Empathize ( 10 mins)

& B ENE BN ET RIS ERET BB S — BT B

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

Example: Problems about facial tissue 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:

Stage 1: Empathize_ What is the problem?

'S

What is goiné on in these pictures?

* What do they need?

Stage 1: Empathize_ What is the problem?

mm Observe & Hand gesture:
w. 2. What do they need?
(2 ans)
(1) They need food.
(2) They need facial tissue.
(3) They need to calm down.

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”.

SEEEERET BN RRERBURNEREE - WLAFRROE[E - EEF
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1. What’s going on in these pictures?

(1) They are so... excited.

(2) They burst out crying.

(3) They are playing.

2. * What do they need? (2 answers)
(key question in design thinking)
(1) They need food.

(2) They need facial tissue.
(3) They need to calm down.

1V. Activity 2 - Reading and checking answers — Define (5 mins)

® \Why is it important?
(key question in design thinking)

S EFEREEERETBIRERET B BHISE BT

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

We are going to have a poll to understand students’ life experiences. The experience will
help them to define the problem, and understand why the designer spent time designing a
new product about facial tissue.

Stage 2: Define _Why is it important?

Poll: Do you have the same experience?

(1) When | cried and got a running nose, | could not
find any facial tissue!

(2) When | had diarrhea (poo poo), | found that
toilet paper was running out!

(3) | never forgot to bring my tissue paper.

h 2.}

4 \ .
r [ Pear Deck Interactive Slide

Do ot remove this bar

V. Lead in —Discussion Stage - Ideate ( 5 mins)

® |n order to prevent this kind of awkward situation, how do we solve this
problem?
(key question in design thinking)

& B ESE RN ET BN ET B BHIB =BT B




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

When you need facial tissue (or toilet paper), but you cannot find it!
How do you solve this problem?

Come up some creative ideas!
Students type in their responses in the boxes. Teacher can see the answers immediately
on the screen and will discuss the responses in the next following class.

Stage 3: Ideate _How do we solve it?

Brainstorm idea:
When you need facial tissue(or toilet paper), but you
cannot find it!
How do you solve
this problem?

Come up some
creative ideas !

Students, write your response! Lot

Do not remove this bar

FETERERFLERPEHANES - BREREBEMANDZ - BHEERE
if > ﬁIJI IL;\% 4 @Fﬁmi
Which response intrigues you most?

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

WRRERSRESETRIES HEPRERANDEEI TR

Briefly introduce the inventor Matt Benedetto who build a company “Unnecessary
Inventions”. All the products are the brainchild of inventor and evil genius Matt
Benedetto. Over the past two years, he has designed and fully prototyped over 280 new
inventions that solve problems that don't exist.




Stage 3: Ideate _ How do we solve it?

Matt Benedetto

mventlonSBﬂ:(at ive
problems tﬁa% don't exist.

Stage 3: Ideate _How do we solve it?

VI. Activity 3 —Listening and checking answers ( 5 mins)

® How do we create this new idea? (You can change material, shape, etc...)
(key question in design thinking)

L1. EED:&E % QEQET/&.\%EQ%IEfﬂ/:E&Z

Stage 4: How to Prototype — Start to create/ experiment your idea.
Students watch the video and learn to listen what he said. Students will understand
how this inventor Matt Benedetto prototype his idea.




Stage 4 : Prototype _ How do we create it?

» How did he create
this product?

Stage4: Prototype _ How do we create it?
e

- = » How did he create this
: uct?

VII. Activity 4 —L.istening and checking answers ( 5 mins)

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

EEMEREEERETBIRERET B BNEREDE:

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




Stage 5: Test _Does it work?

Ask 2 questions.

Students choose the answer to express their feelings.

1. Does this product really solve the problem?

2. Do youwant to buy it?

Students choose the answer which corresponds to their feelings. Teacher can see the
answers immediately on the screen and will discuss the responses in the next following
class.

Teacher share the comments about this product.

Stage 5: Test _Does it work?

» Do you want to buy it? il

ike + Roply + Mark as spam

The Tear-Rings ™™ - Unnecessary Inv... H Yuan Jian Wang
$88 7?7
Like - Roply - Mark as spam
Kyle Westhorpe Mari Lupe
/‘ How can | bUy this? FYI - an unbelievable glﬂ to be * Ireally want these!!! Please start selling these in

p o & . your shop! | will buy!
used in bets with friends. | am hoping to get one for Like - Roply - Mark as spam

my buddy to settle up our wager to take an
embarrassing video with these on.

Like - Reply - Mark as spam - 22w - Edited

ln—«ﬂ Janet Calang
| want a pair too

UNNECESSARY INVENTIONS

SHOP NVENTIONS ABOU CONTACT

Like - Reply - Mark as spam - 2y Privacy Policy

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.

VIII. Wrap-up (5 mins) / End of the class
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Design = Beautiful Solutions
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worksheets for their passion projects -

~The End~
1. BREERIEE[OES © HEAE T TR BUS(EER - Ipad

2. BB BRa - fE T EGETEE ) (VNS o I DIERERIE B ETRTEZE | Peardec
ZEHE % OB RGE - k.com

3. MREGNERARZR « Bl NAEE - BFLET DIt iY)6n
BUE TEEtEE ) 2B ENER LS - ISR R E ORI REIRY

A
A

:'>

BB HRY ¢ REHSHE[E M I UEER S i E A g SR -

Evaluation | 1. sREER[EFOI6E - BHRE " 5at 8% ) SEER -

gy 2. BEE FEHY - R TEGTEE ) RS DRI EE G TR E 2 B 1%
£ OB EE

3. HBEERAEER  EH/NAEE » BFAEET I D ERSGTIIYS - 80E T5%
S EE ) IEEERER NS o DR R H O E TR RIS -

4, ERATEV  REFSEE] (R I BE R A S AR -




ffif{#-—: Passion Project 223 B

Passion Project with Design Thinking
List your passions! What do you LOVE to do in
Understand your Spare time? what activity gives you a

Strong, exciting fealing?
L 2.

3 b,

5. 6.

T B.

5. 1G

Chooses one of your passions you would like to werk on and
think of a way you 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!

(person or end user) needs
(product) that
(needs and insights).

Iligting]

Sketches

Ramember we want a lot of Idsas. Even wild ideas arse
oiay!

Eptch Some ldeas you have for your passion project.

Tenches

Apprraal

Spnnture
what do I need to know and learn to be able fo complate my
passion progactt
L
2.
5
4,
5
&.

Hame C Ly Hamz Claws
Describe your problem Sentence.
Describe P Sketches

Wideats) Skptch some ldeas you have for your passion proect.
Ramember we want a lot of Idsas Even wild ideas ars
olay!




Hamec Clawm Hame: Clwm

Elusprint =1: My Solution Have your end user test out your product!
Imagine Find out what works well and what can be
[l improved.
Sl
1
£
3
Elusprint s2: My Sclution
E 5
L
5




