DT for English Self-Learning
Junior CC-C
® Design thinking refers to creative strategies designers utilize during the process of designing. Design
thinking is also an approach that can be used to consider issues and resolve problems more broadly
than within professional design practice, and has been applied in business and to social issues.
Design thinking in business uses the designer’s sensibility and methods to match people’s needs with
what is technologically feasible and what a viable business strategy can convert into customer value
and market opportunity. (Wikipedia)
® In Education: D School; Design For Change
https://designthinkingforeducators.com/

1. Lead with empathy.

2. Challenge assumptions.

3. Make experiments happen.

4. Share your process

5. (added) Form prototype. (source: https://www.edutopia.org/blog/design-thinking-empathy-challenge-
discovery-sharing-susie-wise)

What is Design Thinking anyway?

“In short, design thinking is about applying the typical design cycle to new domains. The design cycle,
moves, generally speaking, from (user centered) research to creative thinking to prototyping to testing and
implementing or indeed going back to the beginning of the design cycle to start again. Very important here
to note is that most proponents and users of design thinking use their own version of the cycle, paying
relatively more attention to one or another stage, or indeed simplifying the stages or changing the
language used to describe them. “(“Why you SHOULD use Design thinking approaches in education!”
Posted on August 7, 2013 by EmerBeamer) See next page for some examples.

Controversies in its usage in education: 1) learned the form but not the spirit; 2) children not equipped
with sufficient knowledge; 3) done with suspicion

In our class, we try it for its emphasis on a learning process that involves 1) empathy, 2) brainstorming, and
3) prototyping, testing and sharing. Creativity is encouraged as a means to an end, but not the end itself.

The objective is: to learn English effectively to expand our knowledge, hone our critical thinking and
improve our English correctness and idiomaticity.

Basic Requirements: 3 groups, respectively on the following three topics or with a combination of them:
1) on knowledge (film and essay as input),

2) on critical thinking (essay and your own papers as input)

3) on language (your own papers and other resources)

Schedule
Time Act Purposes
March (1) Empathy ® Understand what we (as learners) need
April (2) Ideation ® Brainstorm for what (new knowledge, problems in critical
thinking, error types), why, how, plan for action
® Proposal due in mid-term
May (3) Test and ® Mock lesson involving a plan
prototyping
June (4) Sharing ® Lesson and reflection




Note: Design Thinking Process: Examples

We are all DESIGNERS!

PROTOTYPE

Learn about

the audience Brainstorm
for whom you and come up
are designing, with as many Build
by observation creative urea g
and inteview. Cr.ecte d solutions as representation
Who is my point of view possible. of one or more
ear? What that is based Wild ideas of your ideas to Share your
matters to this  ©N user needs encouraged! show to others. prototyped
person? and insights. How can | show idea with your
What are their my idea? original user for
needs? Remember: A feedback.
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( https://www.tes.com/lessons/JUzWC56LG7jVRQ/design-thinking)

Learn from People

IDEQO: The brief — Inspiration — Concepting —

Find Patterns Refinement — Realisation

Design for Change: Feel — Imagine — Do — Share
Butterfly Works: Social Need — Research —
Make Tangible Ideation — CoCreation Workshop — Making —
Pilot — Scaling

Iterate Relentlessly

“What is Design Thinking” Daylight Design

‘Creation Flow’ of the THNK Creative
“Design Thinking Animation” Alison Press Leadership program: Sensing — Visioning —
Prototyping — Scaling.
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