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DID YOU KNOW IT STARTED IN ARCHITECTURE?
A SYSTEMATIC ACCOUNT OF THE PROCESS OF DESIGNING IN ARCHITECTURE AND URBAN PLANNING



Design thinking is a problem-solving approach emphasising 
empathy, collaboration, and experimentation to drive innovation and 
address complex challenges. 


It is human-centered ==> it prioritizes understanding and addressing 
the needs and desires of the people for whom a solution is being 
designed. 

https://www.youtube.com/watch?v=_WI3B54m6SU


 https://www.ideou.com/pages/design-thinking


D School Bootleg


https://www.youtube.com/watch?v=_WI3B54m6SU
https://www.ideou.com/pages/design-thinking


Design Thinking defined
1. Human-Centered: the user's perspective, needs, and challenges. EMPATHY 

2. Iterative Process: Feedback.


3. Collaborative


4. Emphasis on Prototyping


5. Problem Framing: spending significant time framing and reframing the problem. 


6. Tolerance for Ambiguity: problems can be messy and complex, clarity often emerges through the process.


7. Focus on Desirability, Feasibility, and Viability: A successful solution is not just about what users desire. It also needs to be 
technically feasible and economically viable. Design thinking ensures a balance between these three considerations.


The design thinking process is often represented in various stages, most commonly being: Empathize, Define, Ideate, Prototype, 
and Test. 


However, it's essential to understand that these stages are not always sequential and can overlap or be revisited as insights are 
gained.







The Importance of Design 
Thinking in International Business

1. Navigating Cultural 
Differences:


Empathy at the Core


2. Driving Innovation:

Novel Solutions


3. Enhancing Customer 
Experience:


User-Centered Approach


4. Risk Mitigation:

Early Problem Identification


5. Encouraging Collaborative 
Problem Solving:


Diverse Perspectives: 


6. Adapting to Rapidly 
Changing Markets:


Flexibility and Resilience


7. Ethical and Sustainable 
Decision Making:


Holistic Thinking


8. Enhancing Competitive 
Advantage:


Differentiation


9. Building Stronger Brand 
Loyalty:


Meeting Real Needs



Design Thinking versus Traditional

Design Thinking Traditional

Definition
Human-Centered
Iterative Process Solution-Centered

Linear Process

Principles
Empathy

Collaboration
Experimentation

Analysis
E$ciency

Risk Aversion

Outcomes
Innovative Solutions

User Satisfaction
Predictable Solutions
Business E$ciency

Risk and 
Failure

Embraces Failure Avoids Failure



THE ARTFUL DESIGN 
GE WANG



Design as a 


Means to Express 


Values and Ethics 

Intersection of 


Technology, Art, 


and Life











HOW DO YOU THINK GOOGLE BARD OR CHATGPT ‘SEES’ YOU?
MENTAL MODELS









BACK TO BORING SLIDES…



The Economic Value of Good Design

Differentiation


Brand Loyalty


Premium Pricing



How Design Thinking Can Lead to Innovative 
Solutions in Economic Challenges

Reframing Problems


Collaborative Solutions


Iterative Testing



An example
Design thinking at Netflix 

https://youtu.be/6QzFOCi-pS4?si=cSkXgOmPyIBOnZG8


https://youtu.be/XRd6Ddn4ZSY?si=JcHwMA_GdJ7U1rAU – product 
design at Netflix

https://youtu.be/6QzFOCi-pS4?si=cSkXgOmPyIBOnZG8
https://youtu.be/XRd6Ddn4ZSY?si=JcHwMA_GdJ7U1rAU


Another example

The Human Centered Design Toolkit 

https://www.ideo.com/journal/design-kit-the-human-centered-
design-toolkit

https://www.ideo.com/journal/design-kit-the-human-centered-design-toolkit
https://www.ideo.com/journal/design-kit-the-human-centered-design-toolkit


LET’S PLAY
IMAGE GENERATED WITH DALL-E

EXERCISE BY STANFORD AND AGILE 
ELEPHANT



Take something in your daily life or work -- something that is ostensibly not a 
game.  design rules around that to change behavior for you or someone else!

• Part 3: GAmify

• Part 2: imagine & sketch

• Part 1: Analyze & articulate
compile a list of your favorite games, as diverse a list as po!ible. They 
can be video games or anything else!  Analyze each of them and break them into 
mechanics, dynamics, and aesthetics.  in other words, articulate the 
underlying rules designed into the system, the behaviors they encourage,  
and the aesthetic takeaway -- which types of aesthetics were experienced?

Some examples

• Minecraft
• braid
• monument va!ey

Design a game for fun.  think about the aesthetic
aims -- what do you want your players to f"l? work 
backward and invent the mechanics -- test/
imagine/deduce what dynamics might be fostered 
and use it to further refine the mechanics!

examples byron: "I put a pu#-up bar 
outside my bathr$m and do 
10 pu#-ups before using 
the bathr$m each time!"

• achievements for household tasks

• s" "if I can do it" or "do it more e%iciently"
• incentives for exercising (e.g., doing pu#-ups)

• Gamifying o%ice behavior

design must ever adapt to its context, functional-
aesthetic goals, and medium. we have presented 

some considerations for artfu#y crafting play 
and games, and argued for their potential to create 
new forms of interactive, artful experiences.  

let's put some of that into practice...

in my Music, computing, design
studio course, students often ask 
"what should I design?"  Or "where 

should I go from here?" I often find 
myself su&esting "a' constraints, 
invent mechanics" and discover how 

they change the dynamics. So...

Design EtudeChapter 6

• firewatch

• papers, please
• world of warcraft

• overwatch

• everything

• journey
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• ge"ing over it  

• legend of zelda With Be#e" fo$y



a final design etude
The final design etude is one of self-reflection.  Take a moment to 
think about the fo!owing:

    1. Things that move you
    2. Things that make you sti!

They could include an object, a piece of music, a place, a moment, or an act 
in everyday life that stays with you.  What is the di"erence betw"n 
that which moves vs. that which makes one sti!?  is there a di#erence to 
you?

in chapter 1, you were asked to perform a means vs. ends analysis
of an object of design. Now do a means vs. ends analysis, but of 
yourself and your everyday life, of things that make up your life...

    1. what are the things you do for another purpose?
       (Means-to-ends)
    2. What are the things you do for their own sake?
       (Ends-in-themselves)

Do you like the balance betw"n them?

lastly, Think of a! the things you design in your life -- for work, for 
sch#l, for life, or for any other purpose.  How do you design?  can 
you say for what you are designing, at the end of the causal chain?  
What would make these designs something that you'd love and find 
meaningful, that move you, and perhaps even make you pause in wonder?
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