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І. ANNOTATION 

 
Design Thinking is an interactive approach used by designers to solve complex problems and find 

desirable solutions. It is widely being used globally in both private and public sectors for business and 

personal projects to achieve a focused and action-oriented approach. Design Thinking helps organisa-

tions to grow, innovate, and improve financial performance effectively. 

By applying the Design Thinking approach in an organisation, individuals can collect customer 

feedback that can help them redesign their products or services using innovative solutions. In modern 

businesses, design teams mostly use the Design Thinking strategy to tackle ill-defined problems because 

they can re-examine them in human-centric methods and mainly focus on customers' requirements. 

Upon completion of the course students will be able to: 

➢ Apply the design thinking framework to solve problems more creatively. 

➢ Create prototypes to test ideas early, before making a big investment of time and money. 

➢ Understand problems from the customer's perspective. 

➢ Guide groups to effectively brainstorm innovative ideas. 

➢ Plan and conduct effective design research, including user interviews. 

➢ Make and use a storyboard to communicate your design ideas. 

➢ Identify design research objectives. 

➢ Make a plan to iterate the idea forward. 

The following skills will be developed in this course: 

➢ Approach problems using structured methods of gathering observations, breaking cogni-

tive fixedness, and generating creative ideas for solutions. 

➢ Apply creative solutions and behavior-change analysis to innovation development and in-

ternal team processes. 

➢ Develop a strategic innovation toolkit and learn when and how to apply design thinking 

and innovative problem-solving tools and exercises. 

➢ Practice empathy in applying a human-centered approach to design techniques, such as 

user research, user experience, prototyping, and journey mapping. 

➢ Assess group dynamics and improve team performance through tools and processes de-

signed to enhance collaboration and iteration in development. 

➢ Guide teams to draw from a wide range of professional experiences and backgrounds 

and create stronger collaboration dynamics to heighten their approach to innovation. 

The main competencies involved in the Design Thinking course are: 

➢ Personal, social and learning to learn competence (5). 

➢ Entrepreneurship competence (7). 

➢ Cultural awareness and expression competence (8). 

 

 

II. T H E M A T I C  C O N T E N T  

 

№ TITLE OF UNIT AND SUBTOPICS NUMBER OF HOURS 

  L S L.E. 

Theme 1. INTRODUCTION TO DESIGN THINKING 3   

1.1. Definitions    

1.2. Mindset    

Theme 2. THE DESIGN THINKING PROCESS 4   

2.1. Models    

2.2. Steps for implementation    

Theme 3. EMPATHY AND UNDERSTANDING 3   

3.1. Define users’ explicit pain points and latent needs    

3.2. Reframe the innovation context    

3.3. Analyze the organizational environment     

3.4. Problem Framing    
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Theme 4. TOOLS FOR INSPIRATION 3   

4.1. Interviews    

4.2. Understanding people    

4.3. Tools to get started    

Theme 5. TOOLS FOR GENERATING IDEAS 4   

5.1. Prototyping    

5.2. Analyzing the results    

5.3. Choosing a solution    

Theme 6. UNDERSTANDING USER VALUES AND BEHAVIORS 3   

6.1. Refine innovation ideas using design heuristics     

6.2. 
Apply research-based personas and behaviour models to make in-

novations easier to adopt 
   

6.3. 
B. J. Fogg Behavioral Model: Identify prompts to improve users’ 

ability and motivation 
   

Theme 7. DEVELOP AN EXPERIMENTATION MINDSET 3   

7.1. Combine ideas into complex innovation concepts     

7.2. Critique and strengthen concepts using evaluation tools     

7.3. 
Guide prototyping by creating critical questions related to a con-

cept’s desirability, feasibility, and viability 
   

Theme 8. IMPLEMENTATION TOOLS 4   

8.1. Assess if the solution is working    

8.2. Prepare for launch    

8.3. Prepare for scale    

Theme 9. COMMUNICATION AND STRUCTURE 3   

9.1. 
Assess developer and user perspectives for bias that may affect the 

implementation  
   

9.2. 
Apply frameworks to strengthen communications about an innova-

tion’s value  
   

9.3. Reflect on management skills for sustaining a culture of innovation     

9.4. Stakeholder Analysis    

 Total: 30   
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ІІІ.  FORMS OF CONTROL: 

  

№ TYPE AND FORM OF CONTROL Number 

extracur-

ricular, 

hours 

 

1. Midterm control   

1.1. Couse project 1 20 

1.2. Presentation 1 5 

1.3. Test 1 10 

Total midterm control: 3 35 

2. Final term control   

2.1. Examination (PBL) 1 25 

 Total final term control: 1 25 

 Total for all types of control: 4 60 
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