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INTRODUCTION

The commitment to employing insights and outlining
future trends in the labor market indicates an openness to
innovation and design thinking. This aligns with the idea of
conducting workshops focused on design thinking to
encourage creative problem-solving and innovation within
the workforce.

Through Design Thinking Workshops, participants are
equipped with innovative problem-solving skills, fostering
creativity and user-centered approaches to addressing
challenges.
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@ TRAINING OBJECTIVES

@ Understand the Principles of Design Thinking.

@ Explore the human-centered approach to problem-solving.
@ Master the Design Thinking Process.

@ Learn techniques for empathizing with end-users.

@ Practice observing and understanding user needs.

@ Enhance Creative Ideation and Problem Definition

@ Define and reframe problems effectively.

R Gain hands-on experience in prototyping concepts and
~_solutions.

R Implement User Testing and Feedback

NEessS . Design Thinking
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DESIGN THINKING.

A
5]@ TRAINING METHODOLOGY

This design thinking workshop employs a highly interactive
and experiential learning approach. Participants will
engage in a variety of:

i Group Discussion

¥ Hands-On Exercises

¥ Real-World Case Studies

¥ Group Project

¥ The Emphasis is on Practical Application

This program offers a dynamic learning experience that
goes beyond theory and brings concepts to life! Our
program is designed with a focus on practical application,
ensuring that you not only understand key principles but
can actively apply them in real-world scenarios

¥ Group Discussion:
Engage in thought-provoking group discussions where
ideas flow, perspectives collide, and collective insights
emerge. Collaborate with peers to explore diverse viewpoints
and uncover new dimensions to the topics at hand.

(R Hands-On Exercises:
Step into the realm of hands-on learning with interactive
exercises that challenge and reinforce your understanding.
Tactile experiences will deepen your grasp of concepts,
making learning an immersive adventure.

¥ Real-World Case Studies:
Embark on a journey through real-world challenges faced by
industry leaders. Analyze and dissect case studies that mirror
actual situations, gaining valuable insights into the strategies
and solutions employed by successful practitioners.

(R Group Project:
Apply your newfound knowledge collaboratively in a group
project. Tackle a relevant, real-world problem from start to
finish, integrating insights from your discussions, exercises,
and case studies to formulate innovative solutions.

(R The Emphasis is on Practical Application:
Our program places a strong emphasis on the practical
application of concepts. From group discussions to the
culmination of a group project, every aspect is designed to
empower you with hands-on experience, ensuring that you
leave not just with knowledge but with the skills to
implement it effectively.
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(N KEY MODULES

(@ Introduction to Design Thinking
. Overview of Design Thinking Workshop
. Understanding Design Thinking
. Definition and Principles of Design Thinking
. Case studies of successful design thinking applications
N The Design Thinking Process
. Overview of the five stages: Empathize, Define, Ideate,
Prototype, Test
. Group discussion and Q&A
(R Empathize and Define
. Techniques for empathizing with users
. Defining and reframing problems
N Ideate
. Creative ideation techniques and brainstorming exercises
. Team-based ideation challenge
- . Hands-on Application of Design Thinking
N Prototype
. Introduction to prototyping
. Hands-on prototyping activity
N Test
. Importance of user testing
. lterative design process
. Group Project (Participants work in teams to apply
design thinking to a real-world problem)
. Presentation and Feedback

Design Thinking
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@ The SCAMPER model is a creative thinking and J—29 oclayl ppa0ill 6lal ga SCAMPER @23goi )
problem-solving tool that provides a structured approach Jolng jla ol a2 Jqil Lokio Laadi J 6qi9 «IMA iioll
to generate innovative ideas and solutions. 65010

SCAMPER

Rearrange Substitue

C

Eliminate Combine

Put to other uses Adapt

Magnify

@ An Empathy Map is a visual tool used to better understand wjlad o) oaai i @ png élai V- @ hi=illdin)n &
and empathize with the experiences, feelings, thoughts, Ud2o Joioc ol @aAiine & olgag Jla slg jeluiiog
and motivations of a particular user or customer. Jol JAadin lase @ hixillg

Think and Feel?
What really matters
Worries/Aspirations

Hear? See?
What friends say SEH\{IrlO,\r;\eg.t
What family say ?/\Cllab ‘te ia
What boss/peers say I\/IaZailir?SS

hat infl
whatinfluencers say What the market offers

Say and Do?
Appearance
Attitude in public

Pains Gains
Fears Wants/Needs
Frustrations Measure of success
Obstacles Goals
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DESIGN THINKING
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N Design  thinking simulations are
experiential activities or exercises that
simulate the various stages of the design
thinking process. These simulations are
designed to provide participants with a
hands-on, immersive experience in
applying design thinking principles to

'./ o
e D1SiNESSS Design Thinking



