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Course Code and Number: MEDA 469 ‘ Number of Credits: 3 Course credit policy (105)

Course Full Title: Design Thinking for Creative Leadership
Course Short Title (if title exceeds 30 characters): Design Thinking

Faculty: Faculty of Humanities ‘ Department (or program if no department): Bachelor of Media Arts

Calendar Description:

Design thinking is a collaborative, human-centred interactive process used for problem solving. Students work together on real-world

projects to empathize, define, ideate, prototype, and test solutions while discovering their leadership abilities and creative potential to
innovate.

Prerequisites (or NONE): 45 university-level credits.

Corequisites (if applicable, or NONE):

Pre/corequisites (if applicable, or NONE):

Equivalent Courses (cannot be taken for additional credit) Transfer Credit

Former course code/number: Transfer credit already exists: [ ] Yes X No
Cross-listed with:
Equivalent course(s):

Note: Equivalent course(s) should be included in the calendar description by

way of a note that students with credit for the equivalent course(s) cannot take . . . . Lo
this course for further credit. Resubmit revised outline for articulation: [] Yes [X] No

Transfer credit requested (OReg to submit to BCCAT):
[ Yes X No (if yes, fill in transfer credit form)

To find out how this course transfers, see bctransferguide.ca.

Total Hours: 60 Special Topics
Typical structure of instructional hours: Will the course be offered with different topics?
Lecture hours 15 O Yes XINo
fetr)mna:rs/tu;orlals/workshops 15 If yes, different lettered courses may be taken for credit:
aboratory hours n o
- y No [ Yes, repeat(s) [] Yes, no limit
Field experience hours 20 peat(s)
Experiential (practicum, internship, etc.) Note: The specific topic will be recorded when offered.
Online learning activities 10

Maximum enrolment (for information only): 24
Other contact hours:

Total 60 Expected frequency of course offerings (every semester,
annually, every other year, etc.): Annually
Department / Program Head or Director: Karin Jager Date approved: November 24, 2016
Faculty Council approval Date approved: December 2016
Campus-Wide Consultation (CWC) Date of posting: January 27, 2017
Dean/Associate VP: Dr. Jacqueline Nolte Date approved: December 2016
Undergraduate Education Committee (UEC) approval Date of meeting: February 24, 2017



http://www.ufv.ca/media/assets/secretariat/policies/Assignment-of-Course-Credit-(105).pdf
http://www.bctransferguide.ca/

MEDA 469 University of the Fraser Valley Official Undergraduate Course Outline Page 2 of 2

Learning Outcomes
Upon successful completion of this course, students will be able to:

Demonstrate creative leadership

Apply design thinking methodology in various contexts

Initiate a collaborative process for problem solving

Develop a design framework to provide structure to a process

Implement a human-centred empathetic approach in creative practice

Engage in a process of inquiry

Develop transmedia solutions using a common voice

e Propose a solution based on rethinking, critical reflection, and multiple iterations

Prior Learning Assessment and Recognition (PLAR)

] Yes Xl No, PLAR cannot be awarded for this course because learning outcomes such as creative leadership and collaborative
processes are best assessed within the scope of the course, not through portfolio or examination.

Typical Instructional Methods (guest lecturers, presentations, online instruction, field trips, etc.; may vary at department’s discretion)
Lecture, guest speaker, field trip, storytelling, textbook, project/independent study.

Grading system: Letter Grades: [X] Credit/No Credit: [] Labs to be scheduled independent of lecture hours: Yes [] No [X]

NOTE: The following sections may vary by instructor. Please see course syllabus available from the instructor.

Typical Text(s) and Resource Materials (if more space is required, download Supplemental Texts and Resource Materials form)

Author (surname, Title (article, book, journal, etc.) Current ed. Publisher Year
initials)
1 IDEO.org Design kit: The Field Guide to Human-Centered Design X hitp:/www.designkit.org 2016
/resources/1
. Design Thinking for Strategic Innovation: What They Can't .
2 Mootee, Idris Teach You at Business or Design School = Wiley 2013
Kelley, Tom; Kelley  Creative Confidence: Unleashing the Creative Potential .
David Within Us Al X Crown Business Books 2013

Required Additional Supplies and Materials (software, hardware, tools, specialized clothing, etc.)
On a project basis. Flash hard drive, and access to Adobe CC and Mac. Some projects may require access to other tools and supplies.

Typical Evaluation Methods and Weighting

Final exam: % Assignments: 60% Midterm exam: Practicum: %
Quizzes/tests: % Lab work: % Field experience: 40% Shop work: %
Other: % Other: % Other: % Total: 100%

Details (if necessary): Students will be actively applying design thinking to a project in the field.

Typical Course Content and Topics

Week 1: Introduction to design thinking models applied to problem solving. Looking at different contexts, same process. How
empathy, innovation, curiosity, and ambiguity inform design solutions. Looking at corporate, social, and educational
models.

Week 2: Identifying opportunities. Collaborating on change. The process of inquiry. Developing a proposal.

Week 3: The design thinking process begins. “Framing Your Design Challenge” — identifying the problem that we’re trying to
solve. What is the design question and the ultimate impact we're trying to achieve? (p. 31. IDEO Design Kit)

Week 4: Secondary Research: Identifying constraints, conditions, and physical requirements. How are we going to change the
existing situation?

Week 5: Understanding the context. Integrating a participatory, people-centred approach (Napier and Benson). “People are not

passive consumers of design, they are active designers of their own world — and always have been.” Jane Fulton Suri,
IDEO. Defining the audience and their values through user personas. Consider extreme and mainstreams users. (p.44,
49. IDEO Design Kit). Looking at existing precedents: similar projects and how these were developed and their

solutions.

Week 6: Collaborative problem solving. Research, brainstorming and framing ideas. Initiating an iterative process — synthesizing
to 5 top ideas. Identifying themes and insight statements.(p. 79-89, 94-98. IDEO Design Kit).

Week 7: Designing transmedia solutions. Consistency of voice in media and contexts. Developing systems thinking in creating
solutions.

Week 8 to 11: Field work. Rapid prototyping. Valuing iteration and analysis.

Week 12: Findings presentation. Reflection and critique.

Week 13: Final presentation.
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