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Design Thinking

A Scientific Approach to Innovation
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Have you looked at a problem and thought,
“There has to be a better way”? That's the spark
behind design thinking—a powerful way to
solve real-world challenges by combining

creativity with logic.

So, What's "Design Thinking"?

Imagine you're building a super cool new app.
Do you just start coding? Probably not, if you
want people to actually use it! Design thinking
is a powerful, human-centered approach to

problem-solving and innovation.
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PROTOTYPE

Instead of just focusing on the problem itself, it
emphasizes understanding the people affected
by the problem (the users) and then creatively

developing solutions for them.

The 5 Steps of Design Thinking

1. Empathise: understand the people you're
designing for. Observe, ask questions, and

listen.

2. Define: Clearly articulate the user's core

problem. What needs to be solved?
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3. Ideate: Brainstorm a wide range of creative

solutions. No idea is too wild!

4. Prototype: Build a simple version of your

idea. Use drawings, models, or digital tools.

5. Test: Evaluate the prototype with real users

and improve it.

The Secret Power: A Design Thinker's
Mindset

Beyond the steps, Design Thinking is a mindset.
It starts with curiosity: asking "Why?" even
about small things. Why is that process so
clunky? Why do people struggle with this? Then
comes empathy - tfruly trying to understand
others' feelings and experiences, not just their

words.

You learn to embrace ambiguity, knowing

solutions aren't always obvious. You're
comfortable with failing fast, seeing every
"mistake" as a chance to learn and improve,
not as an end. This collaborative, open-minded
approach is what makes Design Thinkers truly
innovative problem-solvers. It's a way of looking

at the world, always seeking a better way.

Design Thinking Meets the Scientific
Method

Design thinking is often seen as an artistic or
creative process, but it actually has a lot in

common with the scientific method.

Both are structured approaches to problem
solving, but they differ in their focus and
process. However, there is significant overlap,
and in practice, the two methods can

complement each other.
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While the scientific method leads +to

understand the world, design thinking seeks to
improve it, especially for people. One is more
about discovery, the other about innovation,
but both rely on a cycle of observation, testing,

and refinement.

Design Thinking Fuels Innovation.
Why?

Human-Centered: It begins with deep
empathy for users, ensuring solutions address

real needs rather than assumed ones.

Iterative and Non-Linear: Like scientific
inquiry, design thinking is cyclical, allowing
teams to revisit earlier stages as new data

emerges.
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Encourages Creativity: By focusing on
desirability before feasibility and viability, it
opens space for breakthrough ideas that might
be overlooked in traditional, constraint-driven

processes.

Cross-Disciplinary: It brings together diverse
expertise, mirroring collaborative  scientific
research, to generate and refine innovative

solutions.
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Design Thinking in Education:

Learning by Solving Real Problems

In education, design thinking helps students
become creative problem-solvers, not just

memorizers of facts.

“Design thinking in education turns
you from a passive learner into an
active creator.”

In the classroom, it transforms traditional
learning into an active, student-centred
process focused on solving real-world
problems, fostering creativity, and building

critical thinking skills.
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Real-Life Example 1: Smart Water
Bottle

» Problem: Children are not drinking enough

water during school hours.

e Solution: Smart bottle and smartwatch

reminders.
Design Thinking Steps:

e Empathize: Lack of hydration leads to
tiredness, poor concentration, and other

health issues in children.

 Define: Children often forget to drink

water during school hours.

e Ideate: Create solutions like smart bottles
with reminders or alarms in smartwatches
and fitness bands to prompt children to

drink water.

* Prototype: Develop a bottle with a timer or

built-in hydration tracker.

» Test: With these reminders, children rarely
forget to hydrate themselves, leading to

improved well-being and focus.

Real-Life Example 2: Clay Water Pots
with Taps
* Problem: People drink water from clay

pots by dipping their hands inside, which is

unhygienic.

* Solution: Add a tap at the bottom of the
pot.

Design Thinking Steps:

» Empathize: People were falling sick due to
water contamination and wasting water in

the process.

» Define: Dipping hands into the water pot is

unhygienic.
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* Ideate: Find ways to access water from the

pot without direct contact.

 Prototype: Attach a tap to the bottom of
the pot.

e Test: It works! The water is now accessed

in a cleaner, safer, and more efficient way.

Real change through simple thinking!

Design Thinking Case Study:

Embrace Infant Warmer

e Challenge: Premature babies in rural areas
of India were dying due to a lack of access

to expensive incubators.

e Approach: Stanford students used design
thinking to develop a low-cost, reusable

baby warmer.

e Outcome: The Embrace Infant Warmer
costs under $25, requires no electricity,

and has saved thousands of lives globally.

Final Thought

Design thinking helps us solve real problems by
understanding people’s needs, coming up with
creative ideas, and testing them out. It's a mix
of being curious like a scientist and creative
like o designer. By using design thinking,
anyone can make a real difference in their

school, community or the world.

Sudoku Challenge 2506

5 712 9
6 3 7 1

Riddles 2506

1. I'm sometimes full, but | never overflow.
What Am 1?7

2. I'm not alive, but | grow. | don't have

lungs, but | need air. What am 17

3. | have cities but no houses, forests but no
trees, and rivers but no water. What am 17

4. The more you take, the more you leave
behind. What are they?

5. | fly without wings. | cry without eyes.

Whenever | go, darkness flies. What am 17

( Answers on Back Cover Inside )
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