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Design Thinking.

Creative Problem-Solving



https://kaychanwanki.com/






Design Thinking
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Problem Space
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Understand
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FE

Observe

Synthesis

Solution Space
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Ideation  Prototyping Testing

Source: Based on Design Council UK (2019) and Stadelmann (2021).



DESIGN THINKING:

A non-linear process- -~~~ "~~~ _
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Research on your target user

MRERBZRAR

Kay Chan Design



Research method

- Field study - Interview - Online research - Case study
- Survey/Poll

- BihE® . - PR - =PI
- BE/REHEE

Kay Chan Design






Survey/Poll FHE/REHRAE



Define the problem and cause

MRERBZRAR
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Define Stage = Analyses To Synthesize > Problem Statement

— — = = S
E FE=PEE = DihEERS [ B PR L
Synthesis: Problem Statement:
Creatively placing the complexity Problem statement defines a current
together to form the whole idea. It is the problem and focuses on the goals
act of combining separate ideas, beliefs, which have to be achieved in the
and thoughts to create something design thinking process. A problem
creative. statement should be human-centered

and a base for the ideation process.

Analysis:

Breaking down complex concepts and
problems into smaller, easy-to-
understand constituents. It is a result of
careful examination.

Kay Chan Design



Mindmapping

e Encouraging atftitude

e Try to add some
drawings to clarify
the meanings

Online
mindmapping tools
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http://www.miro.com
https://www.canva.com/graphs/mind-maps/
https://www.edrawsoft.com/
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Ideate

Brainstorming with creative phases for ideas that

could solve the question respectively problem.

Kay Chan Design



Rules of Brainstorming

1 — Defer Judgment JEEA¥5R
Creative spaces are judgment-free zones—they let ideas
flow so people can build from each other's great ideas.

2 — Encourage Wild Ideas ZZENEITRVIS A
Embrace the most out-of-the-box notions. There’s often
not a whole lot of difference between outrageous and
brilliant.

3 — Build on the Ideas of Others

VM ABRYE
Try to use “and” instead of “but," it encourages
positivity and inclusivity and leads to tons of ideas.

Kay Chan Design

4 — Stay Focused on the Topic

SiXiRERE
Try to keep the discussion on target. Divergence is
good, but you still need to keep your eyes on the prize.

5 — Be Visual fiZzZ:1t
Use colored markers and Post-its. Stick your ideas on
the wall so others can visualize them.

6 — Go for Quantity EXZEHE
Crank your ideas out quickly. For any 60-minute
session, you should try to generate 100 ideas.



Six Creative Ways To Brainstorm Ideas

https://youtu.be/yAidvTKX6xM?feature=shared

Kay Chan Design


https://youtu.be/yAidvTKX6xM?feature=shared

Kay Chan Design

1. Colours

2. Material

3. Texture

4. Character

5. Value

6. Form

7.Space
8. Smell
9. Sound
10. Scenario

1 1. Function



Prototype

Build (a) prototype(s) of selected ideas to test its
technological feasibility. Make sure that the idea(s)

match your objectives.

Kay Chan Design






Let stakeholders test and interact with the prototype

Get structured feedback to improve your prototype.

Kay Chan Design






The insights and learnings gained from the evaluation
stage are fed back into the earlier stages of the design
thinking process, enabling the team to refine and

improve their solutions based on the feedback received.

Kay Chan Design
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iF DESIGN AWARD 2024 | CRITERIA & SCORECARD

100/100

Example of Evaluation

Impact
Idea Form
Task Aesthetics
What was the task? Is it beautiful?
Relevance Emotional appeal
Isitrelevent? Does it engage the user?
Fit for purpose Execution*
Is the idea appropriate? Is it made well?

Idea
50/100

Differentiation

Function

Usability*

Can it be used with ease?
Efficiency®

Does it work well?

User Benefit
Does it serve the user?

Form
25/100

Function
55/100

Differentiation
Innovation

s it new?

Brand Differentiation
Does it support the brand?

Impact

What targets have been reached?
Social Benefit
Doesitserve sodety?

Sustainability
ks it sustainable?



Idea Form Function Differentiation Impact

- Relevance - Aesthetics - Usability - innovation - Social benefit
- Fit for - Emotional appeal - Efficiency - Brand - Sustainability
purpose - Execution - User benefit differentiation
B RoRE JIEE =21k &7
- FHEAIE - X8 - SA% - 2 - fIEME
- BEEE® - BRRLRRS|Z] . WX S - OJHIERRE
- BT - BEPRFI&
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POLYU DISCI SOINNO tools

ing tools website



https://soinnohub.polyujcsoinno.hk/tools/
https://soinnohub.polyujcsoinno.hk/tools/
https://soinnohub.polyujcsoinno.hk/tools/



https://soinnohub.polyujcsoinno.hk/tool/programme-planning-tool/

This tool helps Visualise
your lesson planning.

You can depends on the

duration of each
session to put on the
appropriate size of the
hexagon(A whole or half of
it).

Kay Chan Design

INDEX

. PLAYING

THINKING
MAKIMG

DELIVER

DDl

Presentation
Guideline

Programme Planning Tool

Materials Sizm
Printable Sticker Label A4 (297%210mm)

Website


https://soinnohub.polyujcsoinno.hk/tool/programme-planning-tool/
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Design thinking tools

Website
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https://soinnohub.polyujcsoinno.hk/tool/programme-planning-tool/

_~The QCLQ/ KITS L__/ \‘\

ebsite


https://soinnohub.polyujcsoinno.hk/tool/the-game-kits/

TEACH LAE / STUDENT WORKSHOP

The
Game ) s
Kits i meaon

OO

SoINNe
DESIGN
EDUGA
RAEE
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ax a4x
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Game
Mechanics

Ask the students to either choose or draw r'andomly to think of
different mechanics that suit thein games,

Topic : Group Date

Every turn players wil

So that they can sometimes

which eventually leed to

Materioks : Bapar (A4)

SO

G DESIGN EDUGATION

(Enc/Winning)

Develop a game helps students

interpret the knowledge and
information they acquired. It is an

efficient way to strengthen
the understanding and

transform into a different
context.

Website


https://soinnohub.polyujcsoinno.hk/tool/the-game-kits/

Game
Mechanics

Ask the students to elither choose or draw randomly to think of
different mechanics that suit their games,

Topic : Group: Date :

Every turn players wil

So that they can sometimes

which eventually lead to

Materisk : Paper (Ad)

Kay Chan Design

SOINNG DESIGN EDUGATION

{End/\WINning)

o

Choose several games or a genre of game. Why
choosing this game?

Analyse the mechanism of the game. Look into
details.

Prototyping. Simple to complex

Simple = 2 ppl with 5-10 moves...

-> add more steps to make it complex
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https://soinnohub.polyujcsoinno.hk/tool/forced-combination-1/
https://soinnohub.polyujcsoinno.hk/tool/forced-combination-2/

5 words 5 words

related to the topic Random words from the
\ environment (e.g. magazine,
N street....)
. N 7
Pick Lword ‘\‘ ‘/‘ Pick 1 word

7/

Force combining

E 1+1 — >20ideas

)

{‘(Wf% | i
7+, Scenario building

Comic-strips

Kay Chan Design

Website 1 | Website 2



https://soinnohub.polyujcsoinno.hk/tool/scenario-building/
https://soinnohub.polyujcsoinno.hk/tool/forced-combination-1/
https://soinnohub.polyujcsoinno.hk/tool/forced-combination-1/
https://soinnohub.polyujcsoinno.hk/tool/forced-combination-1/
https://soinnohub.polyujcsoinno.hk/tool/forced-combination-2/

Divergence

a Design Thinking Game Kit

Kay Chan Design
Website


https://www.idk-hkdc.org/toolkit/divergence

DIVERGENCE

Kay Chan Design
Website


https://www.idk-hkdc.org/toolkit/divergence

Developing Solution

Kay Chan Design
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Character Background Characteristic

FEATURE CHARACTER

PROFILE

DEEP DIVE

*Use ‘Yes, and’ sentence to follow previous description to encourage positive comments

Build up a

CHATrACTEr .o abockgrome

Kay Chan Design



CHARACTER PROFILE A& RE

NAME
BF

What's your character's name?
BENITRAR?

Kay Chan Design

CHARACTER PROFILE R& R

AGE
Fip

How old is your character?
ABRNER?

CHARACTER PROFILE 2 RS

ROLE
BE

What's your character's
demographic and / or
occupation?
ABRRNIFERMR?

CHARACTER PROFILE S8 R%

PERSONALITY
@t

Choose from below:
“RR—

Spontaneous %)
Cool-headed B8

FEER

AER



OPPORTUNITY PITCH SCORE TRACKER
STRATEGY =

Kay Chan Design



CPFORTUNITY % OPPORTUNITY m® DFPORTUNITY 8

OPPORTUNITY CPFORTUNITY

4
v

ARCHITECTURAL ARTIFICIAL

ADVERTISING EDUCATION DESIGN GAMES BLOCKCHAIN INTELLIGENCE
H | mEES . mE | mmset s EE | AImE
Explore a hew 1. Spend pom'r.s :ro get the desire
opportunities

® 2. Tryto explore different combinations to
O p p O rT l I n I Ty create new and unexpected ideas

Kay Chan Design



PITCH STRATEGY MMM PITCH STRATEGY MN®®S PITCH STRATEGY MN®® PITCH STRATEGY MM®S

| | |
| | |
PITCH | | I
STRATEGY | [ I
MARKETING MAVEN | ONE MORE THING | LIFESAVER | SUPER-APP
fTHER | BRULRZ 9 | BefA | BEas
| | |
Create names for all the | You are able to answer | You do your 1-minute Final | Youincorporate ALL the
combinations you present | 5 or more questions | Pitch from the perspective | Opportunity cards into the
in your Pre-Pitch | during the Q&A session |  of your Character | Final Pitch solution
DRARBHTBLROISH | EMBSHEPOS 5 AR LCME | DASKNSRECREEE | RMEESSRESHFEHINRDF
| | |
@ I \ \
| | |
> | | . |
+5) | +5) | +5) | +5
| | I

1. Random pick 3 Pitch Strategy Cards
Explore anew 2. If you apply Pitch Strategy, you can get extra

P point!
. But it is more challenging to the
opportunity ===

Kay Chan Design

]l



Present as many ideas as you can with at
least two opportunity cards.

CPFORTUNITY MR OPPORTUNITY @8 PITCH

STRATEGY

ADVERTISING EDUCATION
WEEM oE

*Pitch Strategy’ may help you to get more points.

Develop potential

Give your feedback to provide a different
perspective to the presenter.

PRE-PITCH FEEDBACK GUIDE SRRSNR

PRE-PITCH
FEEDBACK GUIDE

The idea | would Onie thing'| would
love to see you
develop further within
your ideals) is....

most love to see
you focus on s

One thing | really
liked about your
idea(s) was.

BRER.. EMSRPY..,

L

design ideas

Kay Chan Design

RLRABGEHL..



Present your final idea after
adjusting from pre-pitch feedback.

PITCH
STRATEGY

*Pitch Strategy’ may help you to get more points.

Deliver your

solution

Kay Chan Design

Q&A sessions & score the idea.

PITCH CONDITIONS
SCORECARD

WL

.o
® o
o ‘e ©

PITCH CONDITIONS SCORECARD BN B#R2
Name created for solution

RLREIUER

Solution used 3 or more opportunities

HRMAT IBRLORRF

Name of Character referenced
RRABST

Details / attributes of Character referenced
RARESPHRASHRRA

Pitch duration between 50 seconds and 1 minute
ERSERSODE 1 582N

L3
o
=
"
"
2

FINAL PITCH
SCORECARD

FINAL PITCH SCORECARD R REHS

INNOVATION 8%t

1 2 3 4 5 Extay inocn

\ (B Extremely impactful towards
2 spemzarzre

IMPLEMENTATIO!

‘:\'1 ) 2, 3, 5 ( 5 Extrormly fossible fo build / implement

) #mEmans

PERSUASIVENESS RIED

(1 g ) § ) é} ( § Ide presented in an extremely persuszive way

FRARMN

(B Extremely outstanding
v/ ERERSraLesRE

remely outstanding responses in the QBA

YEsRsN

W3 NOUNTOS

8 IONVNNOSII



@
The one who has h Ig h eS'I' score wins.
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Emotional Response
Cards

The Design Thinking Toolbox



https://soinnohub.polyujcsoinno.hk/tools/
https://en.dt-toolbook.com/tools

Project

EMOTIONAL RESPONSE CARDS |

EMOTIONAL RESPONSE CARPS Il |EPS

TooLIX °F

4TP THE DESIGN THINKING TOOLEOX

BASIC TEMPLATE

Emotional Response Cards

Wi, DT-TOOLEOOK . COM/ SHOP

E: uide: Em 3l Res n:!g:ifﬂ; can be us;ni/m Lewrick / Link / Leifer Quick guide: See Emotional Respanse Card | Lewrick / Link / Leifer
results and insights. Print and cut the words from the The Pesign Thinking Tookex The Vesign Thinking Tookax
two template pages with the adjectives, More tips & tricks for this template on book page: 67 878-1-119-62019-1 More tips & tricks for this template on book page: 87 975-1-119-62019-1
old stimulant appealing demanding appealing is fun modern laborious new not relevant
< 3<
thrilling exceptional impressive satisfactorily cheap beneficial personal professional relevant unruffled
unambiguous simple easy to use intimidating anticipated swift difficult to apply difficult sure useful
impressive flexible kind frustrating ordinary solid stressful comprehensive unattractive unwanted
helpful inconsistent innovative intuitive comfortable unconventionally unprofessional vital trustworthy intimate
complex creatively not valuable slow borin~'__ . disheveling predictable valuable time-consuming time-s> "
Premium Design Pi ium Design
Thinking late: Thinking Template:

4TP THE DESIGN THINKING TOOLEOX

e Understand the user emotions while testing different stages of the service / products

e Learn more about other products, brands and experiences
e Collect statements on strategy, information architecture, interaction, aesthetics, and speed

Kay Chan Design

BASIC TEMPLATE

touchpoint

directions

HOW TO PLAY

e Choose the related emotions to each

W, DT-TOOLBOOK . COM/ SHOP

e Review each to discover the potential



~10mins Break~
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Let’s getting started!

Kay Chan Design



Remember to update your

Logbook

throughout the workshop

Kay Chan Design



wachE ’

B °
ﬁfjgﬁt MY LOGBOOK ®EHAB®
EF &R THE STORY OF
REBRMIATURH—TFT
sv I
BERMAAE rroM [
» B
AFIRGER r
E% ) e
R&RIEFIAIRTEE

Kay Chan Design
Website


https://soinnohub.polyujcsoinno.hk/tool/design-log-book/

MY LOGBOOK ® i BH i

frtobe ] r wFER o ] rr REEM o BRERFRE o AfFIsiBiEa !
ALE=T
5 BF o) B
L 2R L) ®E 0w Lt
PROBLEM INSIGHTS DIRECTION IDEAS SOLUTION DIRECTION PROTOTYPE
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Observation

Task 1: AEIOU

Kay Chan Design
Website


https://soinnohub.polyujcsoinno.hk/tool/observaiton/

Activities Environment Interaction Objects Users

A E I O U

Kay Chan Design



Draw
the
Gestures

Activities

A

Kay Chan Design

f
i

Draw
the
Gestures

LIE &l

Draw
the
Gestures

STAND &

—0  —O
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STUDENT WORKSHOP soima

“Interactions” o
Tool -
“Interactions” Tool

|' ; ra
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O o @ sera s smanan | SRolS
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Objects

O

STUDENT WORKEHOP

“Objects”
Tool
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Users

BTUDENT WORKSHOP

“Usenrs”

I

Tool

PEOPLE A#

R — s mie st oy A v

B s @ - st e




SOMINS
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Define and think

Task 2: Mindmapping

Kay Chan Design



Mindmapping

e Encouraging atftitude

e Try to add some
drawings to clarify
the meanings

Online
mindmapping tools
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http://www.miro.com
https://www.canva.com/graphs/mind-maps/
https://www.edrawsoft.com/
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What is/are

the problems

users facing?

Kay Chan Design



Fill in the

Problem Statement

in your logbook!



~See you after lunch~



Review



User Journey
Mapping


https://soinnohub.polyujcsoinno.hk/tool/user-journey-mapping/

USER JOURNEY MAP OF nn
gﬁ-'PerSO'1q BIEA:

Name
1. Introduction - n - n - n -
e Goal of the session and . Journey
steps that students will go [ ] | ] ] T . [ ]
through o ” ” ’ ’ ” ’
Mood map Q """
/ N~
- o

£ L

Kay Chan Design
Website


https://soinnohub.polyujcsoinno.hk/tool/user-journey-mapping/

2. Imagining the persona
e Create the main person
who is using the products
or services
e Write description and
background

Kay Chan Design

USER JOURNEY MAP OF

Name

A 4

More related tools
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https://soinnohub.polyujcsoinno.hk/tool/design-a-character-for-your-friend/

3. Breaking down the user
journey
e 3-4 critical phrases

Kay Chan Design

Journey

Before

During

Recess

Lunch

After lunch

After school

school

lesson

lesson

Bt

LIl
LIl
LIl

LB
LB

LB



4. Graphic feelings
e Imagine the thoughts and
feelings
e Note the
touchpoint(artefacts,
interface, person, etc...)

Mood map Py Q """
P

™ OO
N
}:
\
\.

£ L
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https://soinnohub.polyujcsoinno.hk/tool/scenario-building/

Scenario building

Drawing scenarios

e Imagine and apply their ideas in
real life
e Adopt the perspective of user

Comparing scenarios

. Choose more than one idea to
visualise
o Facilitators lead them to

compare the differences
between two scenarios

Kay Chan Design

TITLE

\{E

Website


https://soinnohub.polyujcsoinno.hk/tool/scenario-building/



https://soinnohub.polyujcsoinno.hk/tool/inspiration-cards/

Storytelling

o Ask the students to choose
different images to complete a
story

« Facilitator can ask more

questions (e.g. real-life
questions, imaginary, details...)to
complete the story

Related tools
SW: Who, What, When, Where, Why

AEIOU: Activities, Environments,
Interactions, Objects and Users
POEMS: People, Objects,

Environments, Messages and Services

Empathy Map: How the user

sense and think.

Kay Chan Design
Website


https://soinnohub.polyujcsoinno.hk/tool/inspiration-cards/

SWH QUESTIONS

Storytelling

FROIECT HAME seTvTy, LocaTioN,

@ When? B Wheret
e Ask the students to choose B e E

different images to complete a

List main groups of people.

story . e —— W :
« Facilitator can ask more
questions (e.g. real-life

COMMENTS ABOUT USER EXPERIENCE: GENERAL THOUOHTS & COMMENTS:

questions, imaginary, details...)to T
complete the story

THE DES1GN THINKING TO0L3OX sAsIC TeMPLATE

AEIOU EMPATHY MAP ERBo

Related tools

SW: who, What, When, Where, why | |- . P
AEIOU: Activities, Environments, o 5

Interactions, Objects and Users g

POEMS: people, Objects, - |

Environments, Messages and Services _ ' o

Empathy Map: How the user s © ! TN O)
sense and think. T @b , \ |

Kay Chan Design
Website


https://en.dt-toolbook.com/tools

SWH QUESTIONS

Quick guide: The SWH questions help to gain deep insights,
Rew insights and information and to understand the situation
and the prablem halistically. The WH-questions give the
oppartunity to learn mare about the wishes and opinions of

the user or & custamer. Mare tips & tricks for this template on book page: 71

Lewriek / Unk / Leifer
The Pesign Thinking Toolbax
878-1-119-62019-1

Quick guide: The Empathy Map is 3 toal for emphatic target
Eroup analysis and helps users to perceive their own feelings
better and to empathize with their own actions. The aim is to
gain a deep insight into potential users by answering as many
open Wh-questians as passible.

EMPATHY MAP

Mare tips & tricks for this template on book page: 93

Lewrick / Link / Leifer
‘The Pesign Thinking Toolhax
978-1-119-62019-1

34 What? T3] Whew? [ Wheret

How?

What?. When?. Where?.

& [

n>. Where?.

How?.

What does the user/customer think and feel?

'9\ Thinking and feeling

What does the user/custamer hear?

Saying and doing

What does the customer/user say?

Seeing @

What does the customer/iuser see?

Geta PDF

BASIC TEMPLATE

Kay Chan Design

Premium Design
Thinking Template:

.DT-TOOLBOOK . COM[ SHOP

Pains

What ore the bigest problems ond chllenges?

)=

Gains
€ opportunities and benefits?

Geta PDF
Premium Design
Thinking Template:

BASIC TEMPLATE

W . DT-TOOLEOOK . COM[ SHOP



Continue our journey...

Kay Chan Design



Kay Chan Design

Task 3 : Idea speed dating



« Swap with other every 2
mins

ideas

e Divide the papers into several
pieces so every group has
one section

« In groups, the students start

to select and analyse
some of the ideas.




wWhat
fun & unique iIdeas

you have got?

Kay Chan Design



SOMINS
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Evaluating

Task 4 : Idea battle card

Kay Chan Design



Idea Battle Card

« Pick 5 ideas from idea
speed dating

Analysing ideas

e Fill in the battle cards for
each idea
e Evaluate each idea
o Which card is the most
effective and efficient
solution?
o Which card is the quickest
to solve the problem?
o More evaluating questions

Kay Chan Design
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R&Y

i

24

RiE

BATTLE CARD

BFE

SOINNO DESIGN EDUCATION

Sire : AS
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Product design
principle

Kay Chan Design



User-Centered Design (UCD): Conduct thorough user
research to understand the target audience's needs,
preferences, and ergonomic requirements. Design
furniture that caters to their specific use cases and
comfort levels.

Simplicity: Keep the furniture design clean, uncluttered,
and focused on the core functionality. Avoid overly
complex or ornate designs that can distract from the
usability.

Consistency: Maintain a consistent design language
across a furniture collection or line, using similar
materials, finishes, and visual cues to create a cohesive
brand identity.

Feedback and Responsiveness: Incorporate features
that provide tactile or auditory feedback to the user, such
as smooth-gliding drawers, sturdy construction, or soft-
close mechanisms.

Hierarchy and Visual Emphasis: Prioritize the key
functional elements of the furniture and use visual cues,
such as size, color, and placement, to draw the user's
attention to them.

MERERPOMRET (UCD) : ETRENERZE
R UTBRERRRNEKR  RENMARISEX -
REMEEEHFERGMFEENRE -

@R RIEXRE

RETEZE ~ R - WEIERZOINEE
° W RIBIAEFHELZERE

HRE - DRI -

— i . EREXB R ERR PR —HRIRE
s EABCRAR - BIEMRERRREIESS
RONmEER -

CEREAREREN : SoRHEEREZH/ENRERIEN
THRE - AIANE A EhRV AR - BRE RIS B ERE R
il -

EBREENMRBER . BLZ2RBXERBEIIBEITR
- WEARERR (HINRYT - ReMUE ) 2KIKs|
ERBRER -



Flexibility and Adaptability: Design furniture that can be
easily reconfigured, adjusted, or repurposed to
accommodate different user needs and preferences,
such as adjustable desks or modular seating.

Error Prevention and Handling: Anticipate potential user
errors or safety concerns and design the furniture
accordingly, using features like rounded edges, stable
construction, and intuitive assembly instructions.

Accessibility: Consider the needs of users with various
physical abilities and ensure the furniture is accessible,
with features like adjustable heights, ample legroom, and
easy-to-reach controls.

Learnability and Discoverability: Intuitively design the
furniture to be self-explanatory, with clear cues and
instructions on how to use its various functions and
features.

Aesthetics and Emotional Appeal: Combine functional
design with visually appealing aesthetics, using
materials, colors, and forms that evoke the desired
emotional response from the user, such as a sense of
comfort, sophistication, or creativity.

SEEMTERY  RETYLIERENRE - HEBNEN
mAENERE - LU ARERENFEXRNRLE - A
N ol U~ Rk R A B AT

REpEEREAEE | WABENEREERALEZ[E -
WHAERE - RENAEBNEBRAKRIBSINEERE
HERETHRE -

mER . ERARSEENNERENTK - WEFRK
BERER - BAd#EEEE - TERBEESZEBMSZR
iR RIEH R EFINAE -

o] 2BRHMORRN - EEMRFASHEBENRE - I
R AR B E S EIN SIS 4RV B IR 7R AN &R AR

SEMBRERK | BINBERFTARBE RS NEZERES
- EFBESIREEE B PR B R BRI - BREBHI
o - HIEFE R ~ TBEURE RIS



Try to think different

sense and experience

from using the chair

[5z)a) Colours
MHE Material
=154 Texture

o RJ|  Vibe
o BE Value

7 Form
o e ERHE? 13 1::K4
o = Space WHAT? WHO?

g7 HRERRMA?
o ®EE  Smell WHERE? WHEN?
2 b g

o =] Sound ik ik
@ == Scenario

Ihie Function
Kay Chan Design




Prototyping

Task 5 : Making

Kay Chan Design
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Open source

Design Thinking Toolkit & Guide

Kay Chan Design

POLYU DISCI SOINNO tools

https://soinnohub.polyujcsoinno.hk/zh-hant/tools/

IDK Design Thinking Toolkit

https://www.idk-hkdc.org/toolkit

The Design Thinking Toolbox

https://en.dt-toolbook.com/tools

Atomic Design

https://spin.atomicobject.com/tag/design-thinking/

IBM Design Thinking Course

https://www.ibm.com/design/thinking/page/toolkit



https://soinnohub.polyujcsoinno.hk/zh-hant/tools/
https://www.idk-hkdc.org/toolkit
https://en.dt-toolbook.com/tools
https://spin.atomicobject.com/tag/design-thinking/
https://spin.atomicobject.com/tag/design-thinking/
https://www.ibm.com/design/thinking/page/toolkit

Debrief

Kay Chan Design



~Thank you-~



