
DESIGN THINKING 

6. COURSE OBJECTIVES

Upon successful completion of this course each student will be able to:

- 	identify ill defined and wicked problems and employ the design thinking 
	 process in addressing these problems. (P, B, D)

- 	identify and utilize basic design principles. (P, B, D)

- 	identify several universal design principles related to their profession or discipline 
	 and employ them productively. (P, B, D)  

- 	utilize the three parts of the design thinking process in building innovative and 		
	 productive products, processes or services. (P) 
	
- 	employ the design tools (briefs, thinking boards, sketches, brainstorming, 
	 mind maps, pedigrees, thumbnails, roughs storyboards and mock-ups) in 
	 real-world problems. (P, B, D)

- express themselves in a way beyond words and symbols. (P, B)

- build ideas up and test solutions with less fear of failure. (P)

- gleam knowledge from the creative thinking processes across multiple 
	 professions and disciplines and reuse that information toward their own 
	 profession or discipline. (P, B, D)

- critiquing design thinking case studies for problem-solving techniques that 
	 can be reapplied to real-world problems. (B)    

- practice and critique a discipline specific problem in design thinking. (P)

- encourage creativity and entrepreneurship in themselves and others. (P, B, D)

- apply design thinking to real-world situations. (P)

P = assessed by (problem based) staged, design thinking project in the student’s 
		  profession or discipline

B = assessed by (writing + problem based) student’s individual  BlackBoard blog. 
		  Blog must utilize symbolic and visual communications and digital languages. 

D = assessed by (writing) student’s participation in answering course questions, 
		  discussing answers with fellow students and critiquing fellow student’s project 
		  and blog posts in online Discussion List. 

  

7. COURSE OUTLINE (see attachment 2 of 3)
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