Mastering Innovation and Design-Thinking
_______________________________________

Course Summary
Highly successful companies, such as Apple, Virgin, Toyota, Nest, and others, innovate
continuously because of their culture of design-thinking. When done right, this thinking links
inspiration and passion to execution and delivery—positively affecting every facet of multiple
products and services.
For students to be successful at work, they need to know how designers think when approaching
an engineering task alone, but they especially need design-thinking skills when working within a
team or leading a team. In this course, students undertake a design-centered approach to
conceive radical innovative solutions, while creating visions that gets buy-in from instructors and
peers. Students learn to create solutions via project based learning that people love both
emotionally and intellectually.
Students learn to experience the design process first hand in this interactive class that will
expand their thinking skills, and help them create more powerful solutions. They will learn how to
create materials that align technical and non-technical audiences, while understanding the vital
importance of the psychology behind how people interact with technology, how to manage
creativity, and how to assess the effectiveness of their solutions.

Who Should Attend

This course is targeted to all of our future architects, design engineers, research engineers,
business managers, entrepreneurs, industrial designers, applied scientists, auto-technicians,
chefs, construction professionals, and interior designers.

Learning Objectives
The participants of this course will be able to:
1. Understand and apply design thinking processes.
2. Distinguish between incremental innovation and radical innovation when creating new
solutions.
3. Research and understand the complex network of stakeholders or users involved in any
project.
4. Rapidly create and refine a vision for any product or service using a 5-phase approach to
align technical and non-technical audiences. These phases are:
•
•
•
•
•

Empathizing
Defining the problem
Ideation
Prototyping
Testing

5. Understand and use the psychology behind human-machine interface.
6. Effectively understand if your end-users will be delighted by their product or service.

Program Outline
Individual and group project based learning will be the center of this course. Small Group
Design projects center around topics such as, social persuasion, packaging, 3D marketing,
Web design, fashion advertising/marketing campaign, retro advertising, guerilla marketing,
winter sports marketing. Throughout the development of each project, students will move
through the following disciplines.

•
•
•
•
•
•
•
•
•
•
•
•
•
•

The 5-step design process: an overview of the design process and group exercises
Innovation and design principles: Understanding the origin of innovation, evaluating
design principles
Research: Quantitative and qualitative analysis through consumer insight.
Understanding how to develop innovative ideas through ethnographic (human centered)
research.
Business proposals.
Brainstorming and Mind Mapping for writing, ideation, prototyping, 3D modeling, movie
making, marketing, and advertising.
Creativity through analysis and divergent and convergent thinking methods.
Decision-evaluation and critique: Evaluation exercise, critique techniques.
Psychology and branding: Understanding the social-psychological aspect of interface
design and learning to interpret the brand.
Storytelling and storyboarding.
Doodling.
Topics of persuasion.
The fundamentals of design.
Usability Testing & Wrap-up: Formal methods for usability testing and methods for rapid
notation and analysis.

