[bookmark: _gjdgxs]Zał. nr 4 do ZW 64/2012
	[bookmark: 30j0zll]FACULTY Computer Science & Management 
SUBJECT CARD
[bookmark: _GoBack]Name in Polish: Myślenie projektowe (Design Thinking) - metoda tworzenia innowacyjnych rozwiązań w oparciu o głębokie zrozumienie potrzeb klientów
Name in English: Design Thinking - human centered approach to innovation
Main field of study (if applicable): …………………………. 
Specialization (if applicable): ……………………..
Level and form of studies: 1st/ 2nd* level, full-time / part-time*
Kind of subject: obligatory / optional / university-wide*
Subject code …………….
Group of courses YES / NO*


[bookmark: 1fob9te]
	
	Lecture
	Classes
	Laboratory
	Project
	Seminar

	Number of hours of organized classes in University (ZZU)
	14
	
	
	
	

	Number of hours of total student workload (CNPS)
	6
	
	
	
	

	Form of crediting
	Examination / crediting with grade*
	Examination / crediting with grade* 
	Examination / crediting with grade*
	Examination / crediting with grade*
	Examination / crediting with grade*

	For group of courses mark (X) final course
	
	
	
	
	

	Number of ECTS points
	
	
	
	
	

	including number of ECTS points for practical (P) classes 
	
	
	
	
	

	including number of ECTS points for direct teacher-student contact (BK) classes
	
	
	
	
	


*delete as applicable

	[bookmark: 3znysh7]PREREQUISITES RELATING TO KNOWLEDGE, SKILLS AND OTHER COMPETENCES

 None



\







	[bookmark: 2et92p0]SUBJECT OBJECTIVES

C1 - Understanding the foundations of Design Thinking approach and its potential to generate innovative products, services and solutions based on case studies from companies such as: IDEO, Apple, Google, AirBnb. 

C2 - Getting to know the EMPATHIZE phase in the Design Thinking processes. Learning how to apply most common design methods such as interviews, immersion, guided tour, empathy maps & building personas to discover the deep needs of the end users and/or clients.
C3 - Understanding the “SYNTHESIZE” phase of the design thinking process. Learning how to define the problem and write the proper problem statement, putting the user and its needs first.

C4 - Getting to know the “IDEATE” phase. Learning different techniques that help generate innovative solutions, such as: brainstorming, brainwriting, assumption reversal, reversed problem solving, looking for analogies, changing perspective, forced connections. 

C5 - Getting to know the ways for selecting best ideas, using tools such as: evaluation matrix, ideas funnel or investing game.

C6 - Getting understanding of the PROTOTYPE phase. Practicing building rapid and low budget prototypes.

C7 - Gaining knowledge about  the TEST phase of the Design Thinking process. Learning the way to test the prototype directly with users and avoid the costs of implementation for solutions that are not desirable by clients or simply do not work as expected.

C8 - Boosting one’s own creativity and the ability to use inner creative potential


[bookmark: tyjcwt]
	SUBJECT EDUCATIONAL EFFECTS
relating to knowledge:
PEK_W01 - knows what Design Thinking approach is about and is able to name its benefits for the business, as well as give a couple of examples of products and services that were developed based on design thinking method.

PEK_W02 - knows some of the basic tools for discovering user and clients needs, such as:  interviews, immersion, guided tour, empathy maps & building personas and knows how to apply them.
PEK_W03 - knows how to effectively define the problem using the “Point of View” tool 

PEK_W04 - knows ideas generation techniques such as:  brainstorming, brainwriting, assumption reversal, reversed problem solving, looking for analogies, changing perspective, forced connections. Knows how and when they can be used and what are the constraints.

PEK_W05 - knows how to select best ideas using the tools such as: evaluation matrix, ideas funnel or investing game. Understands when and how to use them.

PEK_W06 - knows what the prototype is and how to make it. Knows what the user tests are and how to run them effectively.

relating to skills:
PEK_U01 - is able to perform and interview and immersion with users or clients and draw conclusions about their true needs based on research results
PEK_U02 - is able to write a problem statement considering user / client needs and using the Point of View tool
PEK_U03 - is able to lead a group session of ideas generation using at least one of the following tools: brainstorming, brainwriting, assumption reversal, reversed problem solving, looking for analogies, changing perspective, forced connections. Is skilled to select the best idea for the prototyping phase.
PEK_04 - is able to build a low cost prototype for a chosen solution and test it with a user or client gathering feedback from the test
PEK_05 - is able to consciously raise their own creativity levels

relating to social competences:
PEK_K01 - is aware that even the most technologically advanced solutions need to first of all serve people needs. Understands that products or services cannot be successful if designed in isolation from the user needs and feedback 
PEK_K02 -  understands the value of creative thinking on a par with analytical thinking
PEK_K03 - is aware of own creative potential and notices that everyone is creative
PEK_K04 -  is aware of the value of diversity and teamwork and its impact on innovation
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	PROGRAMME CONTENT

	Form of classes - lecture
	Number of hours

	Lec 1
	Introduction to innovation - what it is and what value it has for the business. Introduction to Design Thinking - definition, benefits and case studies from companies such as: IDEO, Apple, Google, Airbnb.
	2

	Lec 2
	5 steps of the Design Thinking process. Detailed description of the first DT stage - “Empathize”. Describing and practicing the use of the different tools on this stage, such as: interviews, immersion, guided tour, empathy maps & building personas
	2

	Lec 3
	Description of the second phase: Synthesize. Introduction to the Point of View tool. Practical exercises for how to use the tool to formulate the design challenge and write problem statement.
	2

	Lec 4
	Discussing the third phase of the process: Ideas Generation. Introducing the tools and practicing them to generate ideas:   brainstorming, brainwriting, assumption reversal, reversed problem solving, looking for analogies, changing perspective, forced connections. Discussing the rules of effective ideas generation sessions.
Talking about how to select best ideas and what some of the useful tools are, including: evaluation matrix, ideas funnel and investing game. Practicing the use of ideas funnel tool.
	2

	Lec 5
	Detailed description of the Prototype & Test phases in the DT process. Introducing the rules of prototyping and performing user tests. Practicing prototype building and user tests in class.
	2

	Lec 6
	Going through factors that influence the company, teams and individuals ability to come up with innovation. Techniques for how to boost own creativity and creative potential. Practicing each technique in class. Discussing some of the student questions from their group assignment work.
	2

	Lec 7
	Final written assignment.
	2

	
	Total hours
	14
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	Form of classes - class
	Number of hours

	Cl 1
	
	

	Cl 2
	
	

	Cl 3
	
	

	Cl 4
	
	

	..
	
	

	
	Total hours
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	TEACHING TOOLS USED

	N1. Presentation
N2. Printed materials for students
N3. Glossary of terms used in the lecture 
N4. Prototyping materials for the team exercise in class
N5. Practical team activities during the lecture
N6. Office hours with lecturers
N7. Teamwork – working on design thinking project in a team of 4 




EVALUATION OF SUBJECT EDUCATIONAL EFFECTS ACHIEVEMENT
	[bookmark: 26in1rg]Evaluation (F – forming (during semester), P – concluding (at semester end)
	Educational effect number
	Way of evaluating educational effect achievement

	P
	PEK-W01: PEK-W06
PEK-U01: PEK-U05
PEK-K01-PEK-K04
	Final written assignment
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	PRIMARY AND SECONDARY LITERATURE

	PRIMARY LITERATURE:
1. ‘Change by design’ - Tim Brown
2. ‘Creative Confidence’ -  David Kelley, Tom Kelley

SECONDARY LITERATURE:
1. ‘Design Thinking: Understanding How Designers Think and Work’ - Nigel Cross
2. ‘The art of innovation’ - Tom Kelley
3. ‘Gamestorming’ James Macanufo, Dave Gray, Sunni Brown 
4. ‘Running lean’ Ash Maurya
5. ‘Sprint’ Jake Knapp 
6. ‘Design Thinking for Entrepreneurs and Small Businesses’ Beverly Rudkin Ingle


	SUBJECT SUPERVISOR (NAME AND SURNAME, E-MAIL ADDRESS)

	Katarzyna Krupa - ilikemymondays@gmail.com
Agata Szydłowska - ilikemymondays@gmail.com




MATRIX OF CORRELATION BETWEEN EDUCATIONAL EFFECTS FOR SUBJECT: ‘DESIGN THINKING - human centered approach to innovation’ AND EDUCATIONAL EFFECTS FOR MAIN FIELD OF STUDY: Management (Zarządzanie)


	[bookmark: kix.kwprs5562zjj]Subject educational effect
	Correlation between subject educational effect and educational effects defined for main field of study and specialization (if applicable)**
	Subject objectives***
	Programme content***
	Teaching tool number***

	PEK_W01 (wiedza)
	K1_ZARZ_W16, K1_ZARZ_W18
	C1
	Wy1
	N1,N2,N3,N5,N6

	PEK_W02
	K1_ZARZ_W16, K1_ZARZ_W18
	C2
	Wy2
	N1,N2,N3,N5,N6,N7

	PEK_W03
	K1_ZARZ_W16, K1_ZARZ_W18
	C3
	Wy3
	N1,N2,N3,N5,N6,N7

	PEK_W04
	K1_ZARZ_W16, K1_ZARZ_W18
	C4
	Wy4
	N1,N2,N3,N5,N6,N7

	PEK_W05
	K1_ZARZ_W16, K1_ZARZ_W18
	C5
	Wy5
	N1,N2,N3,N4,N5,N6,N7

	PEK_W06
	K1_ZARZ_W16, K1_ZARZ_W18
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_U01 (umiejętności)
	K1_ZARZ_U01, K1_ZARZ_U05
	C2
	Wy2
	N1,N2,N3,N5,N6,N7

	PEK_U02
	K1_ZARZ_U05, K1_ZARZ_U07
	C3
	Wy3
	N1,N2,N3,N5,N6,N7

	PEK_U03
	K1_ZARZ_U05, K1_ZARZ_U07
	C4
	Wy4
	N1,N2,N3,N5,N6,N7

	PEK_U04
	K1_ZARZ_U05, K1_ZARZ_U07
	C5
	Wy5
	N1,N2,N3,N4,N5,N6,N7

	PEK_U05
	K1_ZARZ_U05, K1_ZARZ_U07
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K01 (kompetencje)
	K1_ZARZ_K04
	C1
	Wy1
	N1,N2,N3,N5,N6

	PEK_K02
	K1_ZARZ_K07
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K03
	K1_ZARZ_K05, K1_ZARZ_K04
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K04
	K1_ZARZ_K02
	C3-C5
	Wy3-Wy5
	





MATRIX OF CORRELATION BETWEEN EDUCATIONAL EFFECTS FOR SUBJECT: ‘DESIGN THINKING - human centered approach to innovation’ AND EDUCATIONAL EFFECTS FOR MAIN FIELD OF STUDY: Management Engineering (Inżynieria Zarządzania)


	[bookmark: kix.gy51mi1acig8]Subject educational effect
	Correlation between subject educational effect and educational effects defined for main field of study and specialization (if applicable)**
	Subject objectives***
	Programme content***
	Teaching tool number***

	PEK_W01 (wiedza)
	K1_IZ_W14, K1_IZ_W05
	C1
	Wy1
	N1,N2,N3,N5,N6

	PEK_W02
	K1_IZ_W05, K1_IZ_W22, K1_IZ_W23
	C2
	Wy2
	N1,N2,N3,N5,N6,N7

	PEK_W03
	K1_IZ_W27, K1_IZ_W22
	C3
	Wy3
	N1,N2,N3,N5,N6,N7

	PEK_W04
	K1_IZ_W27, K1_IZ_W22
	C4
	Wy4
	N1,N2,N3,N5,N6,N7

	PEK_W05
	K1_IZ_W27, K1_IZ_W22
	C5
	Wy5
	N1,N2,N3,N4,N5,N6,N7

	PEK_W06
	K1_IZ_W27, K1_IZ_W22
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_U01 (umiejętności)
	K1_IZ_U22,K1_IZ_U23
	C2
	Wy2
	N1,N2,N3,N5,N6,N7

	PEK_U02
	K1_IZ_U22,K1_IZ_U23
	C3
	Wy3
	N1,N2,N3,N5,N6,N7

	PEK_U03
	K1_IZ_U02, K1_IZ_U07, K1_IZ_U22
	C4
	Wy4
	N1,N2,N3,N5,N6,N7

	PEK_U04
	K1_IZ_U02, K1_IZ_U07, K1_IZ_U22
	C5
	Wy5
	N1,N2,N3,N4,N5,N6,N7

	PEK_U05
	K1_IZ_U22 
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K01 (kompetencje)
	K1_IZ_K01
	C1
	Wy1
	N1,N2,N3,N5,N6

	PEK_K02
	K1_IZ_K07
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K03
	K1_IZ_K06
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K04
	K1_IZ_K02
	C3-C5
	Wy3-Wy5
	







MATRIX OF CORRELATION BETWEEN EDUCATIONAL EFFECTS FOR SUBJECT: ‘DESIGN THINKING - human centered approach to innovation’ AND EDUCATIONAL EFFECTS FOR MAIN FIELD OF STUDY: Computer Science (Informatyka)


	[bookmark: kix.of91p4bxif2p]Subject educational effect
	Correlation between subject educational effect and educational effects defined for main field of study and specialization (if applicable)**
	Subject objectives***
	Programme content***
	Teaching tool number***

	PEK_W01 (wiedza)
	K1INF_W22
	C1
	Wy1
	N1,N2,N3,N5,N6

	PEK_W02
	K1INF_W22
	C2
	Wy2
	N1,N2,N3,N5,N6,N7

	PEK_W03
	K1INF_W22
	C3
	Wy3
	N1,N2,N3,N5,N6,N7

	PEK_W04
	K1INF_W22
	C4
	Wy4
	N1,N2,N3,N5,N6,N7

	PEK_W05
	K1INF_W22
	C5
	Wy5
	N1,N2,N3,N4,N5,N6,N7

	PEK_W06
	K1INF_W22
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_U01 (umiejętności)
	K1INF_U16
	C2
	Wy2
	N1,N2,N3,N5,N6,N7

	PEK_U02
	K1INF_U16
	C3
	Wy3
	N1,N2,N3,N5,N6,N7

	PEK_U03
	K1INF_U14
	C4
	Wy4
	N1,N2,N3,N5,N6,N7

	PEK_U04
	K1INF_U16
	C5
	Wy5
	N1,N2,N3,N4,N5,N6,N7

	PEK_U05
	K1INF_U14
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K01 (kompetencje)
	K1INF_K02
	C1
	Wy1
	N1,N2,N3,N5,N6

	PEK_K02
	K1INF_K04 
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K03
	K1INF_K03
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K04
	K1INF_K03
	C3-C5
	Wy3-Wy5
	



 





MATRIX OF CORRELATION BETWEEN EDUCATIONAL EFFECTS FOR SUBJECT: ‘DESIGN THINKING - human centered approach to innovation’ AND EDUCATIONAL EFFECTS FOR MAIN FIELD OF STUDY: Systems Engineering  (Inżynieria Systemów)



	[bookmark: kix.kcbedxka8yvg]Subject educational effect
	Correlation between subject educational effect and educational effects defined for main field of study and specialization (if applicable)**
	Subject objectives***
	Programme content***
	Teaching tool number***

	PEK_W01 (knowledge)
	K1_INS_W07, K1_INS_W12, K1_INS_W17
	C1
	Wy1
	N1,N2,N3,N5,N6

	PEK_W02
	K1_INS_W07
	C2
	Wy2
	N1,N2,N3,N5,N6,N7

	PEK_W03
	K1_INS_W07
	C3
	Wy3
	N1,N2,N3,N5,N6,N7

	PEK_W04
	K1_INS_W07
	C4
	Wy4
	N1,N2,N3,N5,N6,N7

	PEK_W05
	K1_INS_W07
	C5
	Wy5
	N1,N2,N3,N4,N5,N6,N7

	PEK_W06
	K1_INS_W07
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_U01 (skills)
	K1_INS_U22, K1_INS_U02
	C2
	Wy2
	N1,N2,N3,N5,N6,N7

	PEK_U02
	K1_INS_U22, K1_INS_U02
	C3
	Wy3
	N1,N2,N3,N5,N6,N7

	PEK_U03
	K1_INS_U22, K1_INS_U02
	C4
	Wy4
	N1,N2,N3,N5,N6,N7

	PEK_U04
	K1_INS_U22, K1_INS_U02
	C5
	Wy5
	N1,N2,N3,N4,N5,N6,N7

	PEK_U05
	K1_INS_U22, K1_INS_U02
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K01 (competences)
	K1_INS_K02
	C1
	Wy1
	N1,N2,N3,N5,N6

	PEK_K02
	K1_INS_K07
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K03
	K1_INS_K07
	C6
	Wy6
	N1,N2,N3,N5,N6,N7

	PEK_K04
	K1_INS_K03 WYCH-FIZ
	C3-C5
	Wy3-Wy5
	






** - enter symbols for main-field-of-study/specialization educational effects
*** - from table above
