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Contents and Course Outline

Course Overview:

This course will explore the principles and methods of Design Thinking as applied to both
business and education contexts. Participants will learn how to use human-centered design to
innovate, solve problems, and create effective solutions in these two critical areas. The course
will include theory, hands-on activities, case studies, and project work.

Course Objectives:

»  Understand the core principles and stages of Design Thinking.

«  Apply Design Thinking methods to business challenges.

»  Use Design Thinking to innovate and improve educational practices.

«  Develop skills for empathetic user research, ideation, and prototyping.

«  Collaborate effectively in interdisciplinary teams to solve complex problems.

Week 1: Introduction to Design Thinking and its Role in Business &
Education

Key Topics:

»  Overview of Design Thinking

«  Key principles of human-centered design

»  The importance of empathy and user-centric approaches in business and education

«  Case studies of Design Thinking applications in business (e.g., product development,
customer experience)

«  Case studies of Design Thinking applications in education (e.g., curriculum design,
learning environments)

Activities:

. Ice-breaker activity: Identifying problems in your business or educational
environment.

»  Group discussion: How might Design Thinking improve the way we solve problems
in these areas?

Week 2: Empathy and User Research
Key Topics:

«  Therole of empathy in Design Thinking

«  Conducting user research in business and education

. Methods of gathering insights: Interviews, surveys, observations, and ethnographic
research

«  Creating user personas for both business and education contexts



Activities:

«  Conduct a mock interview or observation session in groups (one participant as "user”
and others as "researchers").
«  Develop user personas for a business product or educational program based on the
collected data.
«  Class discussion on challenges in understanding the user in both domains.
Assignment: Conduct user research for a business problem or an educational challenge
you're currently facing.

Week 3: Defining the Problem and Creating a Clear Brief
Key Topics:

«  Defining the problem statement in business and education

«  Crafting a "Point of View" (POV) to guide the design process

«  Reframing problems and identifying opportunities for innovation

»  The power of "How Might We" questions in opening up creative solutions
Activities:

»  Workshop: Group exercise on defining the problem and writing a clear problem
statement in either business or education.
»  Peer feedback: Critique each other’s POV statements.
Assignment: Create a problem definition and "How Might We" questions for your project
area (business or education).

Week 4: Ideation — Generating Creative Solutions
Key Topics:

«  Brainstorming techniques and rules for ideation (e.g., "Yes, and..." method)
»  How to foster creativity in teams
«  Divergent and convergent thinking
*  Applying ideation to both business problems (e.g., marketing, service design) and
education problems (e.g., curriculum, teaching methods)
Activities:

«  Group brainstorming session: Ideate solutions for a given business or education
challenge.
e Use mind mapping or SCAMPER technique to generate ideas.
«  Evaluate and prioritize ideas using a decision matrix or voting.
Assignment: Ideate three possible solutions for the problem defined in Week 3.



Week 5: Prototyping and Testing
Key Topics:

»  The importance of creating low-fidelity prototypes
«  How to rapidly build prototypes (e.g., paper prototypes, mockups, role-playing)
»  Testing prototypes with real users to gather feedback
. Iterative process: How feedback loops improve designs in business and education
contexts
Activities:

»  Prototyping exercise: Create a simple prototype for a business product or educational
tool using low-cost materials (paper, cardboard, etc.).
»  Test prototypes with classmates and gather feedback.
«  Reflection on the importance of rapid prototyping and iteration in both fields.
Assignment: Develop a prototype for your project (either business or education) and test it
with real users.

Week 6: Implementation, Evaluation, and Final Presentations
Key Topics:

»  Moving from prototype to final solution
«  The importance of evaluating the impact of your solution
«  How Design Thinking drives continuous improvement in business and education
»  Presenting Design Thinking solutions to stakeholders
Activities:

»  Presentations: Share your final solutions (for both business and education) in small
groups or with the class.

«  Group feedback: Critique each other’s solutions and presentations.

«  Class discussion: How can Design Thinking be continuously applied for improvement
in both business and education?

Learning Outcomes:

By the end of the course, students will be able to:

»  Understand and apply the Design Thinking process in both business and educational
settings.

«  Conduct user research and create problem definitions and solutions that are centered
around real user needs.

«  Use ideation and prototyping to create innovative solutions in response to challenges.

«  Communicate solutions effectively through prototypes and presentations.

«  Understand the iterative nature of Design Thinking and its role in fostering continuous
improvement in various fields.

This Design Thinking course focuses on developing problem-solving skills that are essential
in today’s business and education environments, teaching students to design human-centered
solutions that meet real-world needs.



Design Thinking: An Overview
Introduction

Design Thinking has become one of the most influential frameworks for innovation in
contemporary practice. It is a human-centred, iterative approach that integrates empathy,
creativity, and experimentation to address complex challenges. Unlike traditional
problem-solving methods, which often rely on linear analysis and efficiency, Design
Thinking insists on engaging with the lived experiences of users, reframing problems from
their perspective, and generating solutions that are both imaginative and practical. Its
application in business and education demonstrates its versatility, enabling organisations and
institutions to design products, services, and learning environments that respond authentically
to human needs.

Human-Centred Foundations

The foundation of Design Thinking lies in empathy. Designers and innovators immerse
themselves in the perspectives of users, uncovering insights into their behaviours,
frustrations, and aspirations. This empathetic stance ensures that solutions are not imposed
but emerge organically from authentic experience. Human-centred design also insists on
involving users directly in the process, making them collaborators in shaping the outcome. In
business, this principle has transformed customer experience design, while in education it has
led to curricula and learning environments that reflect the needs of students and teachers.

Empathy and User Research

Empathy is operationalised through rigorous user research. Interviews, surveys, observations,
and ethnographic studies provide rich insights into how people interact with products,
services, or learning environments. These approaches reveal not only what users do but also
what they feel and why they act as they do. The data gathered is synthesised into user
personas, fictional yet evidence-based representations that guide the design process. In
business, such personas might represent a consumer struggling with a complicated checkout
process, while in education they might capture the frustrations of a student navigating online
learning. By grounding design in authentic perspectives, Design Thinking ensures that
solutions respond to genuine needs rather than assumptions.

Defining the Problem

A clear problem definition is essential to the success of Design Thinking. Vague or
misdirected challenges lead to ineffective solutions. The process emphasises the articulation
of problem statements that specify the user, their need, and the importance of addressing it.
Points of View frame these statements from the user’s perspective, while reframing
techniques and “How Might We” questions open up opportunities for creative exploration.
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For example, a business struggling with customer engagement might reframe its challenge
from “How do we increase engagement?” to “How might we make the customer experience
more personalised and meaningful?”’ In education, a problem such as low student motivation
might be reframed into “How might we design learning environments that foster curiosity
and collaboration?”

Ideation and Creativity

Once the problem is defined, ideation becomes the engine of innovation. Divergent thinking
encourages the generation of a wide range of ideas, while convergent thinking helps refine
and select those with the greatest potential. Collaborative techniques such as brainstorming,
mind mapping, and the “Yes, and...” method foster a culture of openness, where ideas are
expanded rather than dismissed. This stage values imagination over feasibility, ensuring that
creativity is not prematurely constrained. In business, ideation might lead to new product
concepts or service innovations, while in education it might inspire novel teaching methods
or curriculum designs.

Prototyping and Testing

Ideas gain substance through prototyping. Low-fidelity models, whether paper sketches,
mock-ups, or role-playing scenarios, make abstract concepts tangible. Prototypes invite
feedback, allowing designers to observe how users interact with potential solutions. Testing is
not the end of the process but part of an iterative loop in which designs are refined, adapted,
and improved. In business, prototyping might involve mock-ups of digital platforms tested
with customers, while in education it might involve trial lessons or classroom layouts tested
with students and teachers.

Implementation and Continuous Improvement

Design Thinking culminates in implementation, where prototypes evolve into final solutions.
Yet even at this stage, evaluation and feedback remain central. Solutions are assessed for
their impact, and the process continues as new challenges and opportunities emerge. In this
way, Design Thinking fosters a culture of continuous improvement, ensuring that innovation
is sustained rather than static. Businesses use this stage to refine products and services in
response to market feedback, while educational institutions apply it to adapt curricula and
learning environments to evolving student needs.

Applications in Business

In business contexts, Design Thinking has been instrumental in product development,
customer experience design, and service innovation. Companies such as Apple have
leveraged empathy and prototyping to create products that resonate deeply with users, while
IKEA has used iterative design processes to refine its product range and customer journey.



These examples demonstrate how Design Thinking can transform not only the products
themselves but also the broader relationship between companies and their customers.

Applications in Education

In education, Design Thinking has been applied to curriculum design, classroom
environments, and digital learning platforms. Schools have redesigned physical spaces to
encourage collaboration, while universities have adopted Design Thinking to create curricula
that respond to student needs and aspirations. Digital platforms have been reimagined to
reduce distractions and enhance engagement, ensuring that technology supports rather than
hinders learning. These applications illustrate how Design Thinking can foster innovation in
pedagogy and institutional practice.

Conclusion

Design Thinking is more than a methodology; it is a mindset that redefines how problems are
approached and solutions are created. By combining empathy, creativity, and iteration, it
enables innovation that is both human-centred and sustainable. Whether applied to business
or education, Design Thinking equips individuals and organisations with the capacity to
address complexity with imagination, rigour, and compassion.



Week 1: Introduction to Design Thinking and its Role in Business & Education
Key Topics:

e Overview of Design Thinking

o Key principles of human-centered design

o The importance of empathy and user-centric approaches in business and education

o Case studies of Design Thinking applications in business (e.g., product development,
customer experience)

o Case studies of Design Thinking applications in education (e.g., curriculum design,
learning environments)

Lesson Outline
Introduction to Design Thinking

Objective: Introduce the concept of Design Thinking, its relevance, and applications in both
business and education.

1. Opening Discussion

o Start with a quick icebreaker question: "What does the word ‘design’ mean to
you?"

o Gather a few responses to gauge students' understanding of design. Clarify
that design thinking is not only about aesthetics, but problem-solving and
innovation in various fields.

2. Define Design Thinking

o Provide a brief definition of Design Thinking: A problem-solving approach
that involves empathy, creativity, and iteration to solve complex problems.

o Highlight the five stages of the Design Thinking process:

1. Empathize: Understand the needs of the users.

2. Define: Clearly articulate the problem to be solved.

3. ldeate: Generate creative ideas for solutions.

4. Prototype: Build tangible representations for solutions.

5. Test: Evaluate solutions and refine them based on feedback.

o Explain that Design Thinking is iterative, meaning the stages may be revisited
as solutions evolve.

Activity 1: Empathy Mapping Exercise

Objective: Practice applying empathy in the Design Thinking process by understanding a
user's needs.



1. Explain Empathy Mapping

o

o

Introduce the concept of empathy mapping as a tool for understanding users
by focusing on their thoughts, feelings, and behaviors.
Show a basic empathy map: a grid with the following sections:

= Says: What users say about their experiences.

= Thinks: What users think about the problem.

= Does: What actions users take in response to the problem.

= Feels: How users feel about the problem.

2. Group Activity

o

o

Divide the class into small groups (3-4 people).

Give each group a user persona (e.g., a student in a classroom, a consumer
buying a product, etc.).

Have each group create an empathy map based on their assigned persona,
discussing what that persona might say, think, feel, and do in relation to a
specific problem or challenge.

After 10 minutes of discussion and mapping, ask groups to share their
empathy maps with the class.

Key Principles of Human-Centered Design

Objective: Explore the principles of human-centered design and their importance in both
business and education.

1. Introduction to Human-Centered Design

o

Explain that human-centered design is an approach that prioritizes
understanding and meeting the needs of the people for whom products,
services, or systems are being created.
Discuss the following key principles:
= Empathy: Deeply understanding the users’ needs, challenges, and
desires.
= Involvement: Users are part of the design process and contribute to the
solution.
= Iterative Process: Designs are refined through testing and feedback.

2. Case Studies in Business & Education

o

Business Example: Discuss a real-world example of Design Thinking in
business, such as how Apple used Design Thinking principles to develop
products that prioritize user experience (e.g., iPhone design).

Education Example: Discuss how Design Thinking can be applied in
education, such as redesigning a classroom space to better support
collaborative learning or creating a curriculum focused on student needs and
engagement.



Activity 2: Ideation & Brainstorming
Objective: Engage students in creative thinking and solution generation.

1. Explain Ideation
o Describe ideation as the process of generating a wide range of ideas to solve a
problem. Encourage students to think outside the box, without worrying about
feasibility or practicality at this stage.
2. Group Brainstorming Session
o Ask the class to think of a common problem in education or business.
Examples could be:
= How can we improve student engagement in online learning?
= How can we make a product more user-friendly for a particular
demographic?
o Intheir small groups, students will:
= Spend 10 minutes brainstorming multiple possible solutions to the

problem.

= Use post-its (or whiteboard space) to write down their ideas, without
judgment.

= Narrow down the ideas to one or two they think are most creative or
innovative.

3. Group Presentations
o Each group shares one idea with the class, explaining why they believe it’s a
potential solution.

Case Study Exploration

Objective: Explore real-world examples of how Design Thinking is applied in both business
and education.

1. Case Study in Business
o Show a case study video or provide a brief overview of a business using
Design Thinking to develop a new product or service (e.g., how IKEA used
Design Thinking for their product development process).
o Discuss how empathy and prototyping played a role in developing the final
product.
2. Case Study in Education
o Present a case study of Design Thinking in an educational context (e.g., a
school redesigning its physical and digital environments to enhance student
learning).
o Encourage students to think about how similar principles could be applied in
their own educational contexts.



Wrap-Up and Reflection

Objective: Summarize the key takeaways and encourage students to reflect on how they can
apply Design Thinking in their lives.

1. Class Discussion
o Ask students: "How do you think Design Thinking could improve problem-
solving in your personal or professional life?"
o Encourage a few students to share their thoughts.
2. Reflection
o Ask students to write a brief reflection (3-4 sentences) on the following
questions:
= How did today’s lesson help you understand the role of empathy in
problem-solving?
= How do you think Design Thinking could be applied in your field
(business or education)?

Conclusion

e Summarize the lesson by emphasizing the importance of human-centered design and
empathy in solving problems, whether in business or education.

« Remind students that Design Thinking is an iterative and flexible process that can
help them become more effective problem solvers.

End of Lesson.
Key Vocabulary with Translations (Indonesian & Chinese Mandarin)
Design Thinking

Indonesian: Pemikiran Desain
Chinese Pinyin: 121+ B4t (Sheji stwéi)
Human-Centered Design

Indonesian: Desain Berpusat pada Manusia

Chinese Pinyin: LA RZASHIIE I (YT rén wéi bén de shéji)



Empathy

Indonesian: Empati

Chinese Pinyin: [F]3#.[» (Téngli xin)
Problem-Solving

Indonesian: Pemecahan Masalah
Chinese Pinyin: B #/R (Wenti jigjué)
Ideation

Indonesian: Ideasi

Chinese Pinyin: BlIE 4 (Chuangyi chinshéng)
Prototype

Indonesian: Prototipe

Chinese Pinyin: J5% (Yuanxing)

Iteration

Indonesian: Iterasi

Chinese Pinyin: i%{X. (Diédai)

User-Centric

Indonesian: Berpusat pada Pengguna
Chinese Pinyin: LU 850 (Y1 yonghll wéi zhongxin)

Empathy Map

Indonesian: Peta Empati

Chinese Pinyin: [A] P HE] (Tongli xin ditd)



Brainstorming

Indonesian: Sesi Curah Pendapat
Chinese Pinyin: SLiX X\ £ (Téunio fengbao)

Collaboration

Indonesian: Kolaborasi
Chinese Pinyin: &1 (Hézuo)
User Persona

Indonesian: Persona Pengguna
Chinese Pinyin: FIF & (Yonghu juése)

Innovation

Indonesian: Inovasi
Chinese Pinyin: 83 (Chuangxin)

Customer Experience

Indonesian: Pengalaman Pelanggan
Chinese Pinyin: &/~ 1A% (Kehu tiyan)

Curriculum Design

Indonesian: Desain Kurikulum
Chinese Pinyin: IR121&1t (Kéchéng shéji)
Learning Environment

Indonesian: Lingkungan Pembelajaran

Chinese Pinyin: Z23 ¥ 5 (Xuéxi huanjing)



Solution

Indonesian: Solusi

Chinese Pinyin: fi# 7742 (Jigjué fang'an)
Test (Testing)

Indonesian: Uji (Pengujian)

Chinese Pinyin: Uiz (Céshi)

Feedback

Indonesian: Umpan Balik

Chinese Pinyin: <5 (Finkui)

Design Process

Indonesian: Proses Desain

Chinese Pinyin: 2113342 (Sheji guochéng)
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Week 2: Empathy and User Research

Key Topics:

e The role of empathy in Design Thinking

o Conducting user research in business and education

o Methods of gathering insights: Interviews, surveys, observations, and ethnographic
research

« Creating user personas for both business and education contexts

Lesson Outline
Introduction to Empathy and User Research

Objective: Introduce the role of empathy in Design Thinking and its application in user
research.

1. Opening Discussion
o Begin with the question: "Why do you think understanding the user's
perspective is important in problem-solving?"
= Example: You can ask students to think about a time when they used a
product or service that felt frustrating because it didn’t meet their
needs (e.g., a website that’s hard to navigate or a coffee shop that
doesn’t have enough seating).
o Collect a few responses to establish the importance of empathy in
understanding user needs.
2. The Role of Empathy in Design Thinking
o Define empathy in the context of Design Thinking as deeply understanding
the feelings, thoughts, and needs of users.
= Example: Share an example of a company like Airbnb that focused on
the user experience of both hosts and guests to design its platform.
o Discuss how empathy helps create human-centered solutions by focusing on
users' real experiences and pain points.
= Example: When Apple designs its products, they use empathy to
understand how customers want intuitive, easy-to-use technology that
enhances their daily lives.
o Briefly introduce various user research methods like interviews, surveys,
observations, and ethnographic research.
= Example: Google uses surveys to understand the needs of its users and
continuously improve its products.
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Activity 1: Empathy Mapping Exercise
Objective: Practice applying empathy to understand user needs by creating an empathy map.

1. Explain the Empathy Map
o Recap the concept of empathy mapping from Week 1.
= Example: When a company is designing a new learning platform, they
might create an empathy map for teachers to understand their needs,
like better tools for tracking student progress.
o Introduce a user persona (e.g., a student in a remote learning environment or a
customer using a mobile app).
= Example: "Sarah, a 22-year-old college student, takes online courses
but struggles with staying organized and tracking assignments."
2. Group Activity
o Divide the class into small groups (3-4 people).
o Assign each group a user persona relevant to either a business or education
context (e.g., an online learner, a business customer, a teacher in a classroom).
=  Example:
= Persona: "John, a teacher, who uses an online grading system
but finds it hard to communicate with students about their
grades."”
= Persona: "Emily, a customer who shops on an e-commerce
website but finds the checkout process too complicated."
o Have groups discuss and fill out the empathy map for their persona,
considering:
= What might the user say about their experiences?
= Example: John might say, "I wish I could give real-time
feedback on assignments."
= What might they think about their challenges?
= Example: Emily might think, "The checkout process takes too
long, and | keep getting distracted."
= What actions do they take in response to these challenges?
= Example: John might email students about their grades, even
though it’s time-consuming.
= How do they feel about the situation?
= Example: Emily might feel frustrated with the slow checkout
process.
o After 10 minutes, each group will share their empathy map with the class.
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Methods of Gathering Insights

Objective: Learn and practice different user research methods used to gather valuable
insights.

1. Introduction to Research Methods
o Briefly explain the following research methods:
= Interviews: One-on-one conversations that allow in-depth exploration
of user needs and experiences.
= Example: Interviewing a group of teachers to understand the
challenges they face when using technology in the classroom.
= Surveys: Structured questionnaires that collect data from a large
number of people to identify patterns.
= Example: Sending out a survey to parents to gather feedback
on a new school policy.
= Observations: Watching users interact with products or services in
real-world settings.
= Example: Observing customers in a retail store to see how they
navigate the space and what catches their attention.
= Ethnographic Research: Immersing oneself in the user's environment
to understand their behaviors, culture, and experiences.
= Example: Spending a day in a school to observe how students
and teachers interact with educational tools.
2. Activity: Designing a Research Plan
o In groups, ask students to choose a method of user research (interviews,
surveys, observations, or ethnography) and design a simple research plan.
= Scenario: For a product designed for remote learning or a new
education platform.
= Example: Group 1 chooses interviews to understand the challenges
students face with online learning. They design questions like, "What
do you find most difficult about your current learning platform?"
= Example: Group 2 chooses surveys to gather feedback on a new
mobile app. They create questions like, "On a scale of 1 to 5, how user-
friendly did you find the app?"
o For their chosen method, students will:
= QOutline key questions or observations they would make.
= Example: For ethnographic research, students might observe
how a teacher sets up their classroom before a lesson.
= Identify the kind of users they would engage with.
= Example: Teachers or parents for research on educational
tools.
= Describe how they would gather the data (e.g., through in-person
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interviews, online surveys).
= Example: Group 3 might decide to observe users in a virtual
meeting space for ethnographic research.
o After 10 minutes of group discussion, ask each group to share their research
plan and rationale for selecting their method.

Creating User Personas

Objective: Understand how to create and utilize user personas in both business and education
contexts.

1. Introduction to User Personas
o Define user personas: fictional, generalized representations of ideal users
based on real data gathered from research.
= Example: An online learning platform might create a persona called
"Alex," a 30-year-old working professional who wants to upskill
through online courses.
o Explain the components of a user persona:
= Name: A fictional name to humanize the persona.
= Demographics: Age, occupation, education, location, etc.
= Goals: What does the user want to achieve?
= Pain Points: What challenges or obstacles does the user face?
= Motivations: What drives the user to solve the problem?
o Discuss how personas help in identifying user needs and creating targeted
solutions.
= Example: A school might create a persona for a parent, "Maria," who
wants her child to have an enriching and engaging online learning
experience.
2. Activity: Creating User Personas
o Intheir groups, students will create user personas for a business or education-
related project.
=  Example:
= Business: A persona for a customer of an online retail platform.
= Persona: "James, a 40-year-old who shops online for
electronics but often struggles to compare product
features."”
= Education: A persona for a teacher or student in a remote
learning environment.
= Persona: "Rachel, a 25-year-old graduate student who
uses an online platform but feels distracted by too many
notifications."”

14



Each group will:

= Create a detailed persona with a name, demographics, goals, pain
points, and motivations.
= |dentify how their persona’s needs could influence a product or service
design.
= Example: Rachel might need an online platform that helps reduce
distractions and provides clear notifications.
o After 15 minutes, groups will present their user personas to the class.

Wrap-Up and Reflection

Objective: Summarize the lesson and encourage reflection on applying empathy and user
research.

1. Class Discussion
o Ask students: "How can empathy and user research improve the design
process in both business and education?"
= Example: Discuss how understanding students' pain points can help in
designing more effective learning platforms, or how understanding
customer frustrations can guide better product development.
2. Reflection Activity
o Ask students to write a short reflection (3-4 sentences) on the following:
= What surprised them about user research methods or empathy
mapping?
= How will they apply the principles of empathy and user research in
their field of study or career?
= Example: "I didn’t realize how important it is to understand a
customer’s frustration before designing a solution. In my business
project, 1 will apply empathy to better understand customer needs."

Key Vocabulary with Translations (Indonesian & Chinese Pinyin)
Empathy
Indonesian: Empati

Chinese Pinyin: Ry (Téngli xin)
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User Research

Indonesian: Penelitian Pengguna

Chinese Pinyin: B #3% (Yonghu yanjit)
Interviews

Indonesian: Wawancara

Chinese Pinyin: 73714 (Fingtan)

Surveys

Indonesian: Survei

Chinese Pinyin: & (Diaochd)
Observations

Indonesian: Observasi

Chinese Pinyin: Y1£2 (Guancha)
Ethnographic Research

Indonesian: Penelitian Etnografi

Chinese Pinyin: AFZ#%% (Rénzhongxué yanjii)
User Persona

Indonesian: Persona Pengguna
Chinese Pinyin: AP A& (Yonghu juése)

User Needs

Indonesian: Kebutuhan Pengguna

Chinese Pinyin: AP &K (Yonght xiiqit)
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Pain Points

Indonesian: Titik Masalah
Chinese Pinyin: & & (Tongdiin)
Motivations

Indonesian: Motivasi

Chinese Pinyin: Z14 (Dongji)

Goals

Indonesian: Tujuan

Chinese Pinyin: B #x (Mubiao)

Design Thinking

Indonesian: Pemikiran Desain

Chinese Pinyin: 21T B4t (Sheji siwéi)
Conclusion

o Recap the importance of empathy in Design Thinking and how user research methods
help create deeper insights into user needs.

o Encourage students to apply these techniques in real-world problem-solving, whether
in business or education.
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Week 3: Defining the Problem and Creating a Clear Brief

Key Topics:

o Defining the problem statement in business and education

o Crafting a "Point of View" (POV) to guide the design process

e Reframing problems and identifying opportunities for innovation

e The power of "How Might We" questions in opening up creative solutions

Lesson Outline

Introduction: Defining the Problem and Creating a Clear Brief

Objective: Introduce the importance of clearly defining the problem to guide the design
process and align the team towards a solution.

1. Opening Discussion

o

o

Ask the class: "Why is it important to define a clear problem when designing a
solution?"
= Example: A business that launches a new product without
understanding customer pain points might fail because the product
doesn’t solve a real problem. Similarly, in education, designing a
course without understanding the student’s needs could lead to low
engagement.
Collect answers and explain that a clearly defined problem ensures the design
process focuses on addressing the most relevant issues, leading to more
effective and innovative solutions.

2. Defining the Problem Statement

o

Explain the importance of defining the problem before jumping into
solutions.
A problem statement should clearly articulate the challenge and context. It
helps frame the entire design process.
Introduce the following structure for writing problem statements:
=  Who is the user? (Target audience)
=  What is their need? (The problem they are facing)
=  Why is it important? (The impact of solving the problem)
Example:
= Problem Statement: "High school students (who are the users) need a
better way to track their assignments and deadlines (the need) because
they often miss deadlines and feel overwhelmed (why it’s important).”
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Activity 1: Writing a Problem Statement
Objective: Practice writing a clear and concise problem statement for a business or education
context.

Group Instructions

Divide the class into small groups (3-4 people). Assign each group either a business or
education context:

Business: A company launching a new mobile app for productivity.

Education: A school district implementing remote learning solutions.

Each group will write a problem statement using the structure discussed earlier:

Who is the user?

What is their need?

Why is it important?

Example for Business:
"Freelance workers (users) need a better way to manage their projects and deadlines (need)
because they often lose track of multiple projects and feel disorganized (why it's important)."

Example for Education:

"High school students (users) need a platform that integrates their assignments and grades
(need) because they currently struggle to keep track of deadlines and class performance (why
it's important).”

Group Work
Groups will spend 10 minutes writing their problem statements and 5 minutes discussing
them within the group. After 10 minutes, ask each group to share their problem statement
with the class.

Point of View (POV) and Reframing the Problem
Obijective: Learn how to craft a Point of View (POV) and reframe problems to open up
opportunities for innovative solutions.

Introduction to Point of View (POV)

Explain the concept of a Point of View (POV) as a way to frame the problem from the
perspective of the user. The POV is a short statement that clarifies the user, their need, and
their insight.

Example:

POV: "Freelance workers need a simple tool to track their projects so they can stay organized
and meet deadlines without feeling overwhelmed."

POV: "High school students need an integrated platform that connects assignments and
grades so they can track their progress and manage their time effectively."
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Reframing the Problem

Discuss how problems can be reframed to open new pathways for innovation. Reframing
allows designers to look at a problem from different perspectives, often revealing new
opportunities.

Example: If a company is struggling with customer engagement, they can reframe the
problem from "How do we increase customer engagement?"” to "How might we make the
customer experience more personalized and meaningful?"

Group Activity: Crafting a POV and Reframing the Problem
Using the problem statements from the previous activity, ask each group to craft a POV and
reframe the problem in a way that could lead to innovative solutions.

Example for Business:

POV: "Freelance workers need a way to collaborate on projects so they can maintain better
organization and meet deadlines."

Reframed Problem: "How might we help freelancers communicate more effectively and
manage their projects in real-time?"

Example for Education:

POV: "High school students need a personalized learning system to track their assignments
and grades."

Reframed Problem: "How might we help students receive instant feedback and motivation
through a smart tracking system?"

After 10 minutes, each group will share their POV and reframed problem with the class.

"How Might We"" Questions for Creative Solutions
Obijective: Use "How Might We" (HMW) questions to spark creativity and explore potential
solutions to the defined problems.

Introduction to ""How Might We"™ Questions

Explain that "How Might We" questions are a technique used in Design Thinking to reframe
a problem as an opportunity for innovation. These questions should be broad enough to
explore multiple solutions but specific enough to guide the design process.

Example:

For a problem like "Students struggle to track their assignments,” a How Might We question
could be:

"How might we create a platform that gives students real-time feedback on their
assignments?"

Emphasize that these questions are meant to inspire creativity and open up multiple possible
solutions.
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Activity: Crafting ""How Might We" Questions
Using the problem statements and POVs they crafted earlier, each group will generate 3-5
"How Might We" questions to guide their design process.

Example for Business:

Problem: Freelance workers struggle to track multiple projects and deadlines.

HMW Questions:

"How might we create a tool that allows freelancers to manage multiple projects at once?"
"How might we simplify the process of setting and tracking deadlines for freelancers?"

Example for Education:

Problem: Students struggle to keep track of assignments and grades.

HMW Questions:

"How might we design an app that helps students track their grades and assignments in real-
time?"

"How might we build a platform that provides immediate feedback on assignments to
improve student motivation?"

Group Work and Sharing
After 15 minutes, each group will present their "How Might We" questions to the class.
Encourage other groups to offer suggestions or feedback to refine the questions.

Wrap-Up and Reflection
Objective: Summarize the key learnings of the lesson and encourage students to reflect on
how they can apply these techniques in real-world scenarios.

Class Discussion

Ask students: "How do you think defining the problem clearly and using a Point of View or
'How Might We' questions can improve the design process?"

Example: Share how reframing problems and focusing on user needs can lead to more
innovative and user-centered solutions.

Reflection Activity
Ask students to write a brief reflection (3-4 sentences) on the following:

e What did they learn about the importance of defining a clear problem statement?
e How could they apply POV or How Might We questions in their own projects or
fields?

Example: "I learned that a clear problem statement helps focus the design process. | will use
'How Might We' questions in my next project to explore multiple solutions."
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Key Vocabulary with Translations (Indonesian & Chinese Pinyin)
Problem Statement
Indonesian: Pernyataan Masalah

Chinese Pinyin: Bkt (Wenti chénshu)

Point of View (POV)
Indonesian: Sudut Pandang

Chinese Pinyin: Y{ 52 (Guandiin)

Reframing
Indonesian: Mengubah Kerangka
Chinese Pinyin: E#4 (Chénggou)

How Might We (HMW) Questions
Indonesian: Pertanyaan "Bagaimana Mungkin Kita"

Chinese Pinyin: E{ TR Al (Women zénme zuo)

Innovation
Indonesian: Inovasi

Chinese Pinyin: Gl#7 (Chuangxin)

User
Indonesian: Pengguna

Chinese Pinyin: Fi/~ (Yonghu)

Need
Indonesian: Kebutuhan

Chinese Pinyin: &K (Xiqit)

Insight
Indonesian: Wawasan

Chinese Pinyin: jFI%Z% (Dongcha)
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Week 4: Ideation — Generating Creative Solutions

Key Topics:

o Brainstorming techniques and rules for ideation (e.g., "Yes, and..." method)

e How to foster creativity in teams

« Divergent and convergent thinking

o Applying ideation to both business problems (e.g., marketing, service design) and
education problems (e.g., curriculum, teaching methods)

Lesson Outline

Introduction: Ideation and Creative Solutions
Objective: Understand the importance of ideation in the Design Thinking process and how to
generate creative solutions for business and education problems.

Opening Discussion

Ask the class: "Why is ideation important in problem-solving?"

Example: In business, ideation helps generate new product ideas, marketing strategies, or
customer experiences. In education, it can lead to innovative teaching methods or curriculum
designs.

Collect responses and highlight that ideation is crucial for thinking creatively and generating
a range of possible solutions before narrowing down to the best ones.

Introduction to Ideation

Define ideation as the process of generating a broad set of ideas to solve a problem. This is
where creativity comes into play, and it is important to generate as many ideas as possible
without judgment.

Emphasize the importance of divergent thinking (broad thinking to explore many possible
ideas) followed by convergent thinking (narrowing down to select the best ideas).

Discuss the "Yes, and..." method, a brainstorming technique often used to foster collaboration
and creative flow. This method encourages participants to build on each other's ideas instead
of rejecting them.

Activity 1: Brainstorming with the ""Yes, and..."" Method
Objective: Learn and practice the "Yes, and..." method to generate creative solutions through
team-based brainstorming.

Group Instructions

Divide the class into small groups (3-4 people).

Each group will be assigned a business or education problem to work on. For example:
Business: A company needs to improve its customer service.
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Education: A school wants to create a more engaging online learning environment.
Explain the "Yes, and..." method: One person starts by proposing an idea, and others build
upon it with the phrase "Yes, and..." This keeps the flow of ideas going without any
judgment.

Example for Business:

Person 1: "What if we create a chatbot that helps customers solve common issues instantly?"
Person 2: "Yes, and we could integrate it with social media so customers can ask questions
directly on our Facebook page!"

Person 3: "Yes, and we could use Al to learn from each interaction and improve over time!"

Example for Education:

Person 1: "What if we create interactive lessons where students can control the pace of their
learning?"

Person 2: "Yes, and we could have gamified elements where students earn points for
completing each module!"

Person 3: "Yes, and we could allow students to collaborate with others on group challenges!"

Group Work

Each group will spend 15 minutes brainstorming using the "Yes, and..." method.
Encourage students to keep the ideas flowing and avoid rejecting or critiquing ideas during
the session.

After 15 minutes, ask each group to present the top 2-3 ideas they generated.

Activity 2: Divergent and Convergent Thinking
Objective: Understand and practice divergent and convergent thinking to explore and refine
ideas.

Introduction to Divergent and Convergent Thinking

Divergent thinking is the process of generating as many ideas as possible, thinking broadly,
and exploring a variety of potential solutions.

Convergent thinking involves narrowing down these ideas to identify the most feasible,
practical, and innovative solutions.

Provide a quick example:

Divergent thinking: "What are all the possible ways to improve customer service?"
Convergent thinking: "Which of these methods is most cost-effective and scalable?"

Group Work: Divergent Thinking

Ask each group to spend 10 minutes brainstorming as many ideas as possible to solve their
assigned problem, without any evaluation or filtering.

Encourage students to think creatively and push beyond the obvious solutions.

Example for Business: For improving customer service, ideas might include: chatbots, 24/7
customer support, mobile apps, personalized recommendations, etc.
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Example for Education: For enhancing online learning, ideas might include: virtual field
trips, interactive assessments, live Q&A sessions, peer-to-peer tutoring, etc.

Convergent Thinking: Narrowing Down

After 10 minutes of brainstorming, each group will spend 10 minutes using convergent
thinking to narrow down their ideas.

Ask them to evaluate the ideas based on criteria like feasibility, impact, cost, and relevance to
the problem.

Groups should choose their top 1-2 ideas to present to the class.

Example for Business: After brainstorming, the group might decide that a chatbot and 24/7
support are the best ideas, as they are scalable and address common customer service iSsues.
Example for Education: After brainstorming, the group might focus on interactive
assessments and peer-to-peer tutoring, as they would improve engagement and learning
outcomes.

Group Presentations

Each group will present their top 1-2 ideas, explaining why they chose these ideas and how
they would implement them.

Encourage other groups to ask questions or offer suggestions.

Activity 3: Fostering Creativity in Teams
Objective: Understand how to foster creativity in teams and practice creative problem-
solving techniques.

Introduction to Creativity in Teams

Discuss the importance of fostering creativity in teams. Creative collaboration can lead to
more innovative ideas, but it requires an environment where people feel free to share and
build upon each other's thoughts.

Explain the following strategies for fostering creativity in teams:

Create a safe environment where ideas are not immediately judged.

Encourage wild ideas to push beyond traditional solutions.

Use role-storming (where team members take on different personas) to think from different
perspectives.

Combine ideas from different fields (cross-disciplinary thinking).

Role-Storming Exercise

Ask each group to choose a role different from their own (e.g., a business owner, a teacher, a
student, a customer) and generate ideas from that perspective. This encourages thinking
outside the box.

Example for Business: A group might assign one person the role of a customer and another as
a service representative, then brainstorm solutions to improve customer service from these
perspectives.
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Example for Education: A group might assign roles as a student, teacher, and school
administrator to generate ideas for improving online education.

Group Work and Sharing

Groups will spend 10 minutes brainstorming from different perspectives and then share their
most creative ideas with the class.

Encourage students to discuss how adopting different roles helped them generate unique
ideas.

Wrap-Up and Reflection
Objective: Review key learning points from the lesson and reflect on how to apply ideation
techniques in real-world situations.

Class Discussion

Ask students: "What ideation techniques did you find most helpful in generating creative
solutions?"

Example: Discuss how the "Yes, and..." method helped build upon ideas and how divergent
thinking expanded their potential solutions.

Reflect on how the process of narrowing down ideas through convergent thinking helps focus
on the most feasible solutions.

Reflection Activity

Ask students to write a short reflection (3-4 sentences) on the following:

How might they use brainstorming, divergent, and convergent thinking in their own work or
education projects?

Example: "I learned that divergent thinking helps generate a lot of ideas, and convergent
thinking helps focus on the best ones. I will apply these techniques in my next team project to
improve the creativity and practicality of our solutions.”

Key Vocabulary with Translations (Indonesian & Chinese Pinyin)
Ideation
Indonesian: ldeasi

Chinese Pinyin: 8l|&4 i (Chuangyi shéngchéng)

Brainstorming
Indonesian: Brainstorming

Chinese Pinyin: SLA& X 2 (Téundo fengbao)

Divergent Thinking
Indonesian: Pemikiran Divergen

Chinese Pinyin: & EUE4E (Fasan stwéi)
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Convergent Thinking
Indonesian: Pemikiran Konvergen

Chinese Pinyin: & B4 (JUhé stwéi)

Yes, and... Method
Indonesian: Metode "Ya, dan..."

Chinese Pinyin: “;Z#J, #0..” /5% (Shi de, hé... fangfi)

Creativity
Indonesian: Kreativitas

Chinese Pinyin: €32 7] (Chuangzaoli)

Role-Storming
Indonesian: Role-Storming (Berpura-pura)

Chinese Pinyin: £ X £ (Jiaosé fengbao)

Innovation
Indonesian: Inovasi

Chinese Pinyin: Gl#7 (Chuangxin)
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Week 5: Prototyping and Testing

Key Topics:

e The importance of creating low-fidelity prototypes

« How to rapidly build prototypes (e.g., paper prototypes, mockups, role-playing)

o Testing prototypes with real users to gather feedback

o lterative process: How feedback loops improve designs in business and education
contexts

Lesson Outline

Introduction: Prototyping and Testing

Objective: Understand the role of prototyping and testing in the Design Thinking process and
learn how to quickly build and test prototypes for feedback.

1. Opening Discussion

Ask the class: "Why is prototyping an essential part of the Design Thinking process?"
Example: Prototyping helps visualize and test ideas, allowing teams to catch flaws early and
refine their solutions. In business, prototypes can be tested to understand customer needs, and
in education, they help teachers test new curriculum ideas or teaching methods.

2. Introduction to Prototyping

Define prototyping as the process of creating a basic, low-fidelity model of a product or idea
that can be tested and iterated upon. Emphasize that low-fidelity prototypes are not final
products; they are quick and rough representations to get feedback and improve the design.
Highlight the importance of testing prototypes with real users: User feedback helps identify
issues, refine ideas, and improve the final solution.

Explain that prototyping is an iterative process where designers build, test, and revise their
prototypes repeatedly based on user feedback.

3. Examples:

Business Example: A startup may create a paper mockup of a mobile app to test the user
interface with potential customers before developing the actual app.

Education Example: A teacher might create a paper version of a new learning tool or activity
and test it with students to gather feedback on its effectiveness.

Activity 1: Rapid Prototyping - Paper Prototypes
Objective: Learn how to quickly create low-fidelity prototypes and apply them to solve

business and education problems.

1. Group Instructions
Divide the class into small groups (3-4 people).
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Assign each group a problem to solve using prototyping. Examples:

Business Problem: Create a basic prototype for a new mobile app feature aimed at improving
customer experience.

Education Problem: Design a simple prototype for a new interactive quiz game aimed at
teaching history to middle school students.

2. Building Paper Prototypes

Instruct each group to create a low-fidelity paper prototype to solve their assigned problem.
They should use basic materials like paper, pens, scissors, and sticky notes to create rough
sketches or mockups of their idea.

Example for Business: If the group is designing a mobile app, they might sketch the layout of
the home screen, buttons, and menu system on paper.

Example for Education: For an interactive quiz game, they might draw a series of quiz
screens with buttons for answers, a timer, and score tracking features.

3. Sharing and Feedback

Once the prototypes are created, have each group share their prototype with the class,
explaining how it addresses the problem and the features they designed. Encourage
constructive feedback from other groups.

Activity 2: Role-Playing to Test Prototypes
Objective: Use role-playing to test prototypes and gather feedback in a realistic scenario.

1. Introduction to Role-Playing

Explain role-playing as a technique where individuals act out the experience of using a
prototype to simulate real-world interactions and gather feedback. This method helps uncover
usability issues and gather insights into how users might interact with the product or solution.

2. Instructions for Role-Playing

Instruct each group to test their paper prototype by assigning roles. For example, in a
business context, one person may play the customer interacting with the app, while another
person might act as a customer service representative. In an education context, one person
could role-play as the student using the quiz game.

Example for Business: One person plays a customer who is trying to book a service through
the app, while the other group members observe and note down any challenges or areas for
improvement.

Example for Education: One person plays a student, interacting with the quiz game prototype,
while others observe whether the interface is user-friendly and if the game helps them engage
with the content.

3. Role-Playing and Feedback
Groups will spend 10 minutes testing their prototypes through role-playing, and 5 minutes
after the role-play session to discuss the feedback they received from their team members.
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Example: A group might notice that a customer has difficulty navigating a mobile app
because the buttons are too small, or a student might struggle to understand the instructions in
a quiz game because the language is too complex.

4. Class Feedback and Reflection

After each group shares feedback and experiences, facilitate a brief class discussion on the
value of role-playing in testing prototypes. Discuss how role-playing can reveal usability
issues that may not be apparent in the design phase.

Activity 3: Iteration and Refining Prototypes
Obijective: Learn how iterative testing helps improve prototypes and solve problems more
effectively in business and education.

1. Introduction to Iterative Process

Explain the iterative process as a cycle of creating a prototype, testing it, collecting feedback,
and refining it. Each round of iteration brings the prototype closer to meeting user needs and
addressing the problem more effectively.

Discuss the importance of feedback loops in both business and education contexts:

Business: Iteration helps improve products or services based on customer feedback, resulting
in better customer satisfaction and higher sales.

Education: Iteration allows teachers and educational designers to refine learning tools or
activities based on student feedback, leading to more engaging and effective lessons.

2. Refining Prototypes

Ask each group to review the feedback gathered from the role-playing activity and identify 1-
2 areas for improvement.

Groups will then spend 15 minutes refining their paper prototype, making adjustments based
on the feedback. They can add new elements or simplify existing ones to improve usability.
Example for Business: If a group received feedback that their app’s navigation was unclear,
they might redesign the interface to make it more intuitive or reduce the number of steps to
complete a task.

Example for Education: If students had trouble with the quiz game’s instructions, the group
might revise the text to make it clearer and add visual aids to help students understand the
process.

3. Sharing Iterations
After refining the prototypes, each group will present their updated prototype and explain the
changes they made based on the feedback they received.

Wrap-Up and Reflection
Obijective: Reflect on the key takeaways from the prototyping and testing activities and
discuss how to apply iterative feedback loops in real-world scenarios.
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1. Class Discussion

Ask the class: "What did you learn about prototyping and testing through this session?"
Example: "l learned that prototyping helps us quickly visualize ideas, and role-playing tests
those ideas in a real-world context. Feedback is essential for improving the design."”
Discuss how prototyping and testing can be applied in different contexts, such as product
development in business or curriculum design in education.

2. Reflection Activity

Ask students to write a brief reflection (3-4 sentences) on:

How the iterative prototyping process might be useful in their own work or projects.
Example: "In my future design projects, | plan to create quick prototypes and test them with
users early in the process. This will help me identify issues before investing too much time or
resources."
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Week 6: Implementation, Evaluation, and Final Presentations

Key Topics:

» Moving from prototype to final solution

 The importance of evaluating the impact of your solution

» How Design Thinking drives continuous improvement in business and education
* Presenting Design Thinking solutions to stakeholders

Lesson Outline

Introduction: Moving from Prototype to Final Solution

Objective: Understand how to move from a low-fidelity prototype to a final, implemented
solution, and recognize the importance of evaluation in the process.

1. Opening Discussion (5 minutes)
Ask the class: "What are some key steps we must take to move from a prototype to a
final solution?"
Example: Once you receive feedback from users, you need to iterate, refine, and
finalize your design. The final solution should be based on the insights gathered
during testing and should address the problem effectively.

2. The Importance of Evaluation (10 minutes)
Explain that evaluation helps assess whether the solution effectively addresses the
needs of users and stakeholders.
Emphasize that Design Thinking doesn’t end with the final solution; continuous
feedback and improvement are critical. In both business and education, it's important
to regularly assess how well your solution is working, make adjustments, and
continue refining it.
Example (Business): A company may launch a new product, but they must monitor
user feedback and sales data to refine the product and improve customer satisfaction.
Example (Education): A teacher may implement a new teaching method, but should
evaluate student engagement and learning outcomes to adjust and improve the
method.

3. Moving from Prototype to Solution (5 minutes)
Highlight the process of iterative refinement: moving from a low-fidelity prototype
(e.g., paper model) to a high-fidelity prototype (e.g., working app, or finalized lesson
plan) that is ready for real-world implementation. This involves making sure the
solution works in practice and can be effectively delivered or used.
Example (Business): A product manager might test a prototype of a new mobile app
feature with customers and then refine the app into a final version, ready for launch.
Example (Education): A curriculum designer might refine a course after feedback
from pilot students, ensuring the final version is effective for all learners.
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Activity 1: Evaluating the Impact of Your Solution
Objective: Learn how to evaluate the impact of your solution using various methods, and
understand the role of evaluation in refining designs.

1.

Group Instructions (5 minutes)

Divide the class into small groups (3-4 people).

Each group will assess the impact of a solution they have worked on in previous
lessons. Groups can choose to evaluate either a business solution (e.g., a product or
service) or an education solution (e.g., a teaching method or curriculum).

Example (Business): A group that designed a mobile app prototype should consider
how the app will affect the customer experience, sales, and brand perception.
Example (Education): A group that designed a new educational game should think
about how it will affect student engagement, learning outcomes, and teacher feedback.
Evaluating Impact (20 minutes)

Groups will spend the next 15 minutes considering the following evaluation criteria:
Effectiveness: Does the solution solve the problem it was intended to address?

User Experience: How easy and enjoyable is the solution for users?

Sustainability: Can the solution be implemented long-term?

Scalability: Can the solution be applied to a wider context?

Example: If a group created an educational game, they may ask questions like, “Are
students able to learn the material better using the game compared to traditional
methods?” or “Can the game be scaled to other subjects or grade levels?”

Group Discussion (5 minutes)

After the evaluation, each group will share their findings and discuss how they plan to
improve the solution based on their evaluation. What adjustments can be made to
increase its impact?

Example: A group working on an educational game may realize that the game is
effective for younger students but too simple for older ones. They might plan to create
different levels based on grade levels or subjects.

Activity 2: Continuous Improvement with Design Thinking
Obijective: Understand how Design Thinking promotes continuous improvement by iterating
on solutions based on real-world feedback.

1.

Instructions for Continuous Improvement (5 minutes)

Explain the concept of continuous improvement in Design Thinking. After the final
solution is implemented, feedback loops should continue, allowing for constant
adjustments and enhancements.

Example (Business): After launching a product, the business collects feedback from
customers and makes small tweaks to improve the product over time (e.g., app
updates).

Example (Education): After teaching a lesson with a new method, the teacher collects
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student feedback and adjusts the lesson or teaching style to improve learning
outcomes.

2. Group Brainstorming (15 minutes)
Ask each group to brainstorm improvements to their solution using feedback from the
evaluation stage. They should consider any challenges or areas for improvement that
emerged in the previous activity and think about how they can iterate their solution to
make it more effective.
Example (Business): If feedback suggests that an app’s design is confusing, the group
might brainstorm new ways to simplify the interface.
Example (Education): If students found a new quiz game too difficult, the group
might brainstorm ways to adjust the difficulty or make the instructions clearer.

3. Presenting Continuous Improvement Ideas (10 minutes)
Groups will present their continuous improvement ideas to the class. They should
explain how they would iterate on their solution to make it more effective and
impactful in the long term.
Example: A business team might present an idea to add a new feature to an app based
on user feedback, while an education team might discuss changes to a curriculum
based on student performance and feedback.

Activity 3: Final Presentations to Stakeholders
Objective: Learn how to effectively present Design Thinking solutions to stakeholders and
explain the value of the solution.

1. Group Instructions (5 minutes)
Explain that each group will now prepare a final presentation of their solution,
focusing on how it addresses the problem, the impact it has, and the steps taken to
implement it. The goal is to present the solution to a hypothetical stakeholder (e.g.,
business executive, school principal, or customer).
Provide the following guidelines for the presentations:
Overview of the problem and how it was addressed.
Solution description and how it meets user needs.
Impact evaluation and feedback received.
Continuous improvement: Future plans for refinement.

2. Preparation (15 minutes)
Groups will spend 10 minutes preparing their presentations. They should create a
brief (5-minute) presentation that highlights the most important aspects of their
solution and demonstrates how it solves the problem.
Example (Business): A business team might present a prototype of their new app
feature, explaining how it improves the customer experience and the business’s
bottom line.
Example (Education): An education team might present a new teaching strategy,
explaining how it increases student engagement and improves learning outcomes.
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3. Final Presentations (15 minutes)
Each group will present their solution to the class as if presenting to stakeholders.
Encourage peer feedback during each presentation, focusing on clarity, relevance, and
the effectiveness of the solution.

4. Class Reflection and Feedback (5 minutes)
After all presentations, ask the class to reflect on the following questions:
What did you learn from the presentations of others?
How can you apply the Design Thinking process to your own work or projects?
Provide general feedback on the quality and clarity of the presentations.

Key Vocabulary with Translations (Indonesian & Chinese Pinyin)

Implementation
Indonesian: Implementasi

Chinese Pinyin: SEhfE (Shishi)

Evaluation
Indonesian: Evaluasi

Chinese Pinyin: ™1 (Pinggi)

Impact
Indonesian: Dampak
Chinese Pinyin: #20d (Yingxiing)

Continuous Improvement
Indonesian: Peningkatan berkelanjutan

Chinese Pinyin: $4£L2# (ChixU gdijin)

Stakeholders
Indonesian: Pemangku kepentingan

Chinese Pinyin: #2248 X% (Liyi xiangguan zh¢)

Feedback Loop
Indonesian: Umpan balik

Chinese Pinyin: R{RE{&¥ (Fankui x(inhuan)

Final Solution
Indonesian: Solusi akhir

ceye

35



Prototype
Indonesian: Prototipe
Chinese Pinyin: [& % (Yuanxing)

User Needs
Indonesian: Kebutuhan pengguna

Chinese Pinyin: FiP &K (Yonghu xtiqit)

Scalability
Indonesian: Kemampuan untuk diskalakan

Chinese Pinyin: AT# B (K& kudzhin xing)
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LEARNING HOW TO LEARN
A Comprehensive Guide to Understanding, Remembering, and Applying Knowledge

Most people struggle with learning not because they aren’t smart, but because they were
never taught how learning works.

Learning is a skill, not a talent. Like any skill, it can be improved with practice, the right
strategies, and reflection. This guide will teach you:

How your brain processes and stores information

How to focus and pay attention effectively

How memory works and how to strengthen it

Strategies for studying, practicing, and retaining knowledge
How to apply knowledge in real life

How to build motivation, mindset, and lifelong learning habits

ok wnPE

The goal is to turn learning from a frustrating, inefficient process into a predictable,
manageable, and even enjoyable skill.

PART I: WHAT LEARNING ACTUALLY IS
Learning Is Change

Learning happens when your brain changes structurally and functionally. New connections
between neurons form, existing connections strengthen, and weak connections fade.

Example: When you first ride a bicycle, your brain struggles to coordinate balance. After
practice, riding becomes automatic. That is learning in action—the brain physically rewires
itself.

Learning is not instant. It requires effort, repetition, and time. If something feels hard at first,
that’s normal—your brain is forming new pathways.

The Difference Between Exposure and Learning
Simply seeing or hearing information does not equal learning.

Exposure: Attending a lecture, reading a page, watching a video.
Learning: Being able to explain, recall, and apply that information.

Example: You read a chapter on the water cycle five times. During the test, you cannot
explain how condensation works. You were exposed, but you didn’t learn.
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True learning requires active engagement, not passive exposure.
Levels of Understanding
Understanding develops in layers:

Recognition® — I’ve seen this before.”

Recall* — I can remember it.”

Explanation® — | can explain it in my own words.”
Application®— 1 can use it in practice.”

Transfer« — I can apply it in new or unfamiliar situations.”

o~ NP

Your goal is to reach level 3 or higher. Relying on recognition alone will not lead to
mastery.

PART II: ATTENTION AND FOCUS
Why Attention Matters More Than Time
Your brain can’t process everything at once. Focus is the gateway to learning.

Example: Three hours of studying while checking your phone may be less effective than 45
minutes of uninterrupted, focused work.

Multitasking reduces efficiency, increases mistakes, and prevents memory formation. Focus
is a skill that must be trained.

Strategies for Focus

Use short, intense study sessions (25-45 minutes)

Remove distractions before starting (phone, notifications, TV)
Define a clear goal for each session

10. Track progress visibly to maintain engagement
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Example: Instead of “study history,” try: “Explain the causes of the French Revolution in my
own words from memory.”

Environment Matters
Your surroundings affect attention.

11. Study in a consistent, quiet space
12. Keep only materials you need at hand
13. Use natural light if possible
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14. Minimize background noise
Even small environmental changes can dramatically improve focus.
PART I1lI: HOW MEMORY WORKS
How Memory Forms
Memory has three stages:

1. Encoding — processing information deeply enough to store it
2. Storage — maintaining it over time
3. Retrieval — recalling it when needed

Most failures occur during encoding. If you don’t process information actively, it will fade
quickly.

Why Forgetting Happens

Forgetting is natural. The brain discards information that is unused, meaningless, or passively
processed.

Example: You remember a dramatic story you read but forget a list of random words.
Emotion, novelty, and meaning strengthen memory.

The Illusion of Knowing

Rereading notes or watching videos repeatedly can create a false sense of understanding.
Real understanding is tested when you try to recall or apply information.

PART IV: STRATEGIES TO IMPROVE MEMORY
Active Recall

Force your brain to retrieve information.

Techniques:

15. Write everything you remember from memory
16. Quiz yourself without notes
17. Explain concepts aloud

Example: After reading a biology chapter, write a diagram of the human circulatory system
without looking, then check for errors.
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Spaced Practice
Reviewing information over time strengthens memory.
Example Schedule:

18. Day 1: Learn concept
19. Day 2: Brief review
20. Day 5: Another review
21. Day 10: Test yourself

Cramming is short-term; spacing is long-term.
Elaboration

Connect new information to what you already know.
Questions to ask:

22. Why is this important?
23. How does it relate to my experiences?
24. How does it connect to other ideas | know?

Example: Learning supply and demand? Think about ticket prices for concerts or housing
costs in your city.

Visualization
Visual images improve recall.
Techniques:

25. Draw diagrams or flowcharts
26. Imagine a mental “movie” of the concept
27. Use metaphors

Example: Electricity — imagine water flowing through pipes.
Chunking
Break information into meaningful groups.

Example: Memorize the number 71941776 as 719 | 417 | 76. Chunking reduces mental load.
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Mnemonics

Use unusual or emotional associations to remember facts.

Example: To remember directions: “Never Eat Soggy Waffles” — North, East, South, West
Teaching as Learning

Explaining concepts to someone else solidifies understanding.

Example: Teach a friend or even an imaginary audience. Gaps in explanation highlight what
you need to review.

PART V: STUDY STRATEGIES THAT WORK
Designing Effective Study Sessions
Each session should include:

Clear goal

Active engagement
Recall practice
Feedback

Short review
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Avoid marathon sessions without breaks.
Note-Taking That Supports Learning
Good notes:

28. Use your own words
29. Highlight key ideas
30. Include questions and summaries

Example: Instead of copying definitions, write “In my words, this means...”
Reading for Learning

Before reading: Ask what you want to learn
During reading: Pause to reflect and ask questions
After reading: Summarize from memory
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Example: After a chapter on climate change, write a paragraph explaining causes and effects
without looking at notes.

PART VI: PRACTICE, FEEDBACK, AND MISTAKES
Why Practice Matters

Practice is not optional. Skills, knowledge, and memory improve only through repeated,
focused effort.

31. Builds fluency
32. Increases confidence
33. Reveals weaknesses

Example: Solving one perfect math problem is less effective than struggling through five
problems, making mistakes, and correcting them. The brain learns more from effortful,
repeated practice than from flawless performance.

Learning from Mistakes

Mistakes are signals, not failures. They show where understanding is incomplete.

Strategies:
1. Record mistakes in a “learning log.”
2. Ask yourself: Why did | get this wrong?
3. Identify the thought process that caused the error.
4.  Adjust your approach and try again.

Example: You consistently forget the French verb endings. Instead of giving up, you review
patterns, create flashcards, and practice specifically on endings you get wrong.

Using Feedback Effectively
Feedback is only valuable if you use it.

34. Review corrections carefully
35. Look for patterns in mistakes
36. Adjust strategies based on feedback

Example: If a teacher marks your essay for unclear arguments, don’t just read the notes—
rewrite the paragraph, focusing on clarity, and compare it to a strong model.
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PART VII: MOTIVATION AND MINDSET
Growth Mindset
A growth mindset sees challenges as opportunities. It emphasizes:

37. Effort over innate ability
38. Learning from failure
39. Persistence through difficulty

Example: A student struggling with calculus thinks: “I’m not good at this” (fixed mindset).
With a growth mindset, they think: “I haven’t mastered this yet, but with practice and effort, |
can.”

Motivation Through Action
Waiting to “feel motivated” rarely works. Motivation often follows action, not precedes it.
Strategy: Start with small steps to build momentum.

Example: Commit to studying one page, one problem, or one paragraph. Completing it often
creates the motivation to continue.

Building Consistency
Consistency beats intensity. Small daily actions accumulate into mastery.

40. Study in short, regular sessions
41. Track progress to reinforce habit
42. Reward small achievements

Example: 30 minutes of focused practice every day builds deeper learning than 5-hour
cramming sessions once a week.

PART VIII: TIME, ENERGY, AND WELL-BEING

Time Management

Effective learning requires managing both time and mental energy.
Strategies:

43. Plan study sessions in advance
44. Break tasks into smaller, manageable chunks
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45. Prioritize high-impact learning over low-impact busywork
Example: Instead of “study chemistry,” break it into:

1. Review chapter on acids and bases (30 minutes)
2. Do practice questions (20 minutes)
3. Summarize key points (10 minutes)

Sleep, Exercise, and Nutrition
Your brain functions best when your body is healthy.

e Sleep consolidates memory and improves focus
e Exercise increases oxygen flow and cognitive function
*  Nutrition fuels concentration and stamina

Example: Students who get 7-9 hours of sleep after studying retain information better than
those who pull all-nighters.

Managing Stress
Chronic stress reduces learning ability.

49. Break tasks into small goals
50. Use breathing or mindfulness exercises
51. Take regular breaks

Example: If overwhelmed by exam prep, break study into 25-minute Pomodoro sessions
with 5-minute breaks.

PART IX: STRATEGIES FOR LIFELONG LEARNING
Reflection and Self-Assessment

Regular reflection transforms experience into improvement.
Questions to ask:

52. What strategies worked?
53. What didn’t?
54. What can I do differently next time?

Example: After finishing a semester, review which study methods helped you recall
information best and adjust next semester’s approach.
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Learning Beyond School
Learning skills are transferable to life, work, and hobbies.

55. Problem-solving
56. Critical thinking
57. Creativity

58. Collaboration

Example: Learning to actively recall and chunk information can help you remember a
presentation, memorize a recipe, or train for a sport.

Building a Learning Habit

Set a clear, achievable goal

Schedule regular practice

Use varied strategies (recall, elaboration, visualization)
Track progress

Adjust and repeat
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Example: To learn a new language:

59. 15 minutes of vocabulary daily (active recall)
60. Watch videos and explain stories (application)
61. Weekly review (spaced practice)

62. Correct mistakes in a journal

PART X: PRACTICAL EXERCISES AND APPLICATIONS
Exercise 1: Active Recall Drill

Choose a topic

Write everything you remember without notes
Check for gaps

Fill gaps, repeat the next day
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Example: After reading about photosynthesis, write the steps from memory and draw a
diagram.

Exercise 2: Spaced Practice Schedule

63. Day 1: Learn
64. Day 2: Quick recall quiz
65. Day 5: Reattempt key exercises

45



66. Day 10: Teach someone the topic
Exercise 3: Mistake Log

Write down each mistake
Describe why it happened
Explain the correct solution
Review after 1 week
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Exercise 4: Mindset Reflection

67. Write your fixed-mindset thoughts
68. Reframe them with growth-mindset language
69. Track progress weekly

Example:“ I can’t do math” — “I can improve my math skills by practicing regularly.”
Exercise 5: Environment and Focus Test

70. Remove distractions

71. Study 25 minutes

72. Reflect: Were you focused? What caused distractions?
73. Adjust environment and repeat

FINAL REFLECTION
Learning is a skill, not a talent. Anyone can improve with the right strategies:

74. Focus your attention

75. Practice actively

76. Use memory techniques

77. Learn from mistakes

78. Reflect and adjust

79. Build motivation and consistency
80. Take care of your brain and body
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This textbook is open source, meaning it is freely
available for anyone to read, download, adapt,
and share. No paywalls, no copyright restrictions.
It is written and maintained collaboratively, and
can be improved by anyone who finds an error or
wants to contribute.



