






Definition (Oxford): Empathy
The ability to understand and share the feelings of another.



Definition (Oxford): Define
1. State or describe exactly the nature, scope, or meaning of.
2. Mark out the boundary or limits of.



Definition (Oxford): Ideate
1. Form an idea of; imagine or conceive.



Definition (Oxford): Prototype
1. A first or preliminary version of a device or vehicle from which other forms are 

developed.
2. A basic filter network with specified cut-off frequencies, from which other 

networks may be derived to obtain sharper cut-offs, constancy of characteristic 
impedance with frequency, etc. (Electronics).



Definition (Oxford): Test
1. A procedure intended to establish the quality, performance, or reliability of 

something, especially before it is taken into widespread use.
2. Take measures to check the quality, performance, or reliability of (something), 

especially before putting it into widespread use or practice.



Instruction:
Each group will be given 1 mahjong paper.
Each group will have to design a backpack according to their creativity.
Presentation by group.

Refer to Handout 1



2 volunteer from each groups come out to talk about their experience





This is a fun way to break the ice and get participants to share and know more about 
each other

Instruction: 
a. Give one flip chart sheet to each person in the room along with coloured markers.
b. Give everyone 10 minutes to use the flip chart and the markers to use words, 

symbols, pictures to describe themselves.
c. Once the 10 minutes are over, instruct each person to cut an X at the top of the 

flip chart so they can put their head through it and wear their flip chart like a 
human billboard and it’s draping in front of them.

d. Give the group 5 minutes to walk around the room, chat and explain to each 
other what their  human billboard says about them.





Goal:
To help students understand how to ask questions that will get to a deeper understanding of 
their user and the context in which the user operates.

Duration:
10 min-30 min

Group Size:
Partners or small groups

Instruction:
a. Prepare a set of questions, paper and pencil for recording answers - Interview (10 min).
b. Give students a set of prepared questions - Handout 3.
c. Ask students to pair up and ask each other the above questions (or a set of questions that 

you come up with).
d. Identify questions (2 min)

As a class or in pairs identify which questions are open-ended and which are not.

e. Debrief (5 min)
Ask the students the following questions:

� What kind of answers did you get from asking the open-ended questions?
� How did those answers compare to the answers to the other questions?
� Why do we focus on open-ended questions when trying to understand our user?

f. Question Development (8 min)
Give students time to develop their own open-ended questions 

















Goal:
To review the topics covered in your training course. 

Instruction:
Ask participants to write questions about the covered material, add a few questions 
of your own that are not related to the training like”
“What was the best trip you ever been on” or 
“The one holiday destination you must go back to”.

Add all questions to a bucket, pass around the questions bucket and ask participants 
to pull out a random question and answer it. 
Since they don’t know what kind of question they will be getting, this is one way to 
ensure they’re paying attention and also provides a way for you to review the content 
and test their information retention.





Goal:
For student groups to work together in order to generate a lot of ideas quickly and learn that groups are 
often more generative than individuals. 

Duration:
30 minutes

Group Size:
Pairs (optional continuation with bigger groups)

Instruction:
Brainstorm One: 3 Min
As individuals, have each student write down as many uses for a paper clip as they can think of. 
Pass out a paper clip to each student for inspiration. 
They are free to manipulate it in any way.

Compare Brainstorm One : 3 min
Have students pair up and compare the paper clip use ideas each came up with. 
Ask them to look over the ideas that their partner came up with focusing what ideas each person came 
up with as well as what ideas only one person came up with. 
Have each student choose the wildest idea from their partner's list.

Brainstorm Two (The contest): 7 min
Now in their pairs, students continue to brainstorm new ways to use a paper clip. 
The goal is for each pair to come up with as many ideas that no other pair thinks of. 
They don't have to repeat any of the earlier ideas they came up with individually, rather they supplement 
that list.

Share out: 15 min
The first pair shares one of their ideas. Continue to rotate through all the pairs having each one share 
one idea. For each idea that gets said out loud, other pairs have to say whether or not they also have 
that idea. If any other pair has that idea ALL pairs have to scratch that off of their list. Each pair gets a 
point for an idea they have that no other team has. The team with the most points wins.



Goal:
To help designers derive new ideas and unexpected ideas by physically experiencing a 
situation.

Duration:
20-60 min depending on complexity of situation

Group Size:
Small Groups or whole class

What is bodystorming?
Bodystorming is a unique method that spans empathy work, ideation, and prototyping. 

Instruction:
Set Up (5 min):
Get a chair with wheels and create a list of tasks that you want the student to go through (ie. 
opening a door, getting a notebook, turing in homework, getting a drink of water). 
You can also have students come up with the list of things for the test student to do.

Testing (10 min):
Have your test student sit in the chair and go through the list of tasks one at a time. 
As they are going through the tasks ask them to verbalize what they are experiencing 
(challenges, surprises, other interesting discoveries).
Ask the other students in the class to take notes one what the test student is saying.

Debrief (10 min):
After students have completed the run through debrief the process by asking some of the 
following questions:
- What did you learn from the process?
- What surprised you about going through the process?
- What did you learn from doing this that you couldn't have learned any other way?
- How can you see applying this exercise to other design challenges? Give examples...







Goal:
To demonstrate the value of rapid prototyping and provide designers with a tool for 
prototyping that is easy to use and allows quick iteration.

Duration:
10-30 Min
Group Size:
Small groups of 2-5

Instruction:
1st iteration (5 min):
Students choose a topic around which to create a prototype. 
Example: 
- Design a web interface to design sunglasses
- Create a pair of shoes for your partner
- Design a cool bedroom for one of your classmates
Spend 5 minutes developing a quick prototype using post-its on the whiteboard.

Feedback (5 min) :
Have students present their ideas to a test group (usually one another) for feedback, using the 
paper prototype as visual aide.

Iterate (5 min):
Have students go back to their paper prototype and make changes based on the feedback 
they received from their test group.

Wrap Up (5 min):
Ask the following questions as a quick wrap-up. 
What did you learn about your idea from the rapid prototyping? 
What did you learn about the overall process? 
What are the benefits of this kind of prototyping? 
What are the limitations?



Scenario:

You have just arrived at a Lim’s tattoo shop for a tattoo. Lim is competing for "Tattoo 
King of the Year" contest. Every design is a potential entry, and Lim wants each of 
his tattoos to say something about the person wearing them. From you, he needs a 
little inspiration and a design before he can start his work. Lim is excellent at 
lettering, animals, characters, band logos, maps, etc. 

Instruction:
On your piece of paper, you are to design a rough tattoo that reveals something 
about yourself, your work, your hobbies, or your family, in order to help get Lim's 
creative juices flowing.





Instruction:

This activity is a group work.
Using the materials provided, each group has to build the tallest and stable tower.
The tallest and the most stable tower will be the winner.
5 steps of design thinking will have to be implemented during this activity.



Goal: 
Tell participants that it’s time for evaluations, but rather than filling the old-style 
evaluation sheets, we will do it in a much more fun way. 
Also confirm that input from all participants will remain anonymous so they can write 
whatever they wish.

Instruction:
1. Ask each participant to list two columns on a sheet of paper: one represents 

the positive things about the training and the other for things that need 
improvement.

2. Participants are given 3 minutes to do this, then after they finish, instruct 
everyone to wad their papers into balls and start a “snowball fight”.

3. Wait a couple of minutes till the papers are thoroughly randomized then ask each 
participant to pick up one paper and read it out to the group.




