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The course is a part of creativity exploration courses for freshman and aims to take students to start from
local social issues and finish exploration activities design thinking requires and proposal training. We will
choose items from Sustainable Development Goals (SDGs), Child Welfare and Rural Education, and lead
students with different expertise to apply design thinking and practice finding evidence in academic research,
field observation and personal experiences. Also, this course will train students to find needs and make a

proposal with creativity while cultivating student groups with leadership and innovation.
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By the end of this course, the students will be able to :
1. Understand the historical origin and main concepts of design thinking
2. Apply design thinking to explore and empathize with the interested target objects

3. Learn to track the origins of different evidence and distinguish between them



4. Use triangulation and speculation based on evidence with different origins
5. Conduct design thinking and problem solution based on existing evidence
6. Collect evidence and come up creatively with solutions based on it

k4= F (Course keywords)

& 3+ L ¥ (design thinking) ~ # ¥ 5 A #_ (Evidence-Based) ~ £] & (innovation) ~ R* 4 f%;4- (problem
solving) ~ i & &4k (good health and wellbeing) ~ & 5 %% (quality education)

PP H 2k ATERARAR F ATEREE & 2 F5u A 4 (Core capability to be cultivated by this

course)

£l Fre24p 5 4 (To innovate and lead )
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1L L P %5y 4 (To think critically )
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1. Attendance, participation, and reflation ~ 30%

2. Group discussion and participation 15%

3. Oral Report and Final paper 50%

\\\Xr

TR
Pl 3 (2021) ° &3 A ¥ A% (Design thinking toolkit) » J1 5488 @ 2 4571
MEXEREF -
2. REA (2016)c FarAAFE R Y R T A 0 A EE 2R A
ERR Pnﬁﬁ% S R4 2
3. REAL (2020) c F A A4 FE 2 B Hchp A AT S <k Beu 2 X6 fEARE
ta1E s FHEAE gﬁﬁﬁgﬁ&{,ﬁﬁw»@wﬁ%ﬁ’;»z%%@ﬂo

2

=



4. Boydell, K. M., Honey, A., Glover, H., Gill, K., Tooth, B., Coniglio, F., ... & Scanlan, J. N. (2021).
Making lived-experience research accessible: A design thinking approach to co-creating knowledge
translation resources based on evidence. International Journal of Environmental Research and Public
Health, 18(17), 9250. https://doi.org/10.3390/ijerph 18179250

5. Howard, Z., & Davis, K. (2011). From solving puzzles to designing solutions: integrating design

thinking into evidence based practice. Evidence Based Library and Information Practice, 6 (4), 15-21.

A2~ % (Syllabus)

¥ =& Az AL ZFEop T¥

220 | *ARRFLTY
Introduction to design thinking (heterogeneous
grouping)
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Exploring the needs of field and confirming the (2021)
interested directions
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Construction of correct problems: Empathy map
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Defining the problem
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Interview and problem design
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Human in the phenomenon: iceberg theory and
empathy training
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Take nothing for granted: Participant observation Davis (2011)
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Midterm presentation: present the definition of needs
and come up with a primary solution
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People oriented design, service and business
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Thick data and triangulation
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Brainstorm: creative thinking and prototype design
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Human in the research: evidence search and critical
thinking
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Stakeholder analysis
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Presentation of in-process projects
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Presentation of in-process projects
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Reports making and discussion
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Final presentation
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