WSB University

Field of study: Management

Course: Design Thinking

Educational profile: general

Education level: Il -cycle studies

Number of hours 1 2
per semester | I MM v
Full-time studies 18
(L/Cliablprle)
Part-time studies
(L/Cllablprle)
CLASS LANGUAGE | English
LECTURER Matgorzata Matecka - Tomala, MSc.
FORM Classes (C)
COURSE The aim of the course is to introduce students to the principles and practical application of the Design
OBJECTIVES Thinking methodology in creating innovative, user-centered solutions. Through experiential teamwork,
students learn how to identify user needs, collaborate in diverse teams, apply communication strategies,
and use digital tools to co-develop and test prototypes of products and services.
Reference to

learning outcomes

Field-related

Description of learning outcomes

Verification
learning outcome Description of learning outcomes Teaching and learning methods of learning
EFMD outcomes

Knowledge
Intercultural Students identify and explain the key stages of the Design | Teaching methods:
Communication Thinking process and their logical sequence. They recognize | - Interactive multimedia
and Interpersonal and define the main principles and assumptions of the Design | classes and case-based
Ski Thinking methodology, including its human-centered and | explanations supported
ills A : . .
iterative nature. They describe the role and structure of a well- | by visual presentation.
LO7 formulated design challenge and distinguish correct challenge | - Teacher's-led sessions
framing based on user context. They list and characterize tools | combined with practical
and techniques used at various stages of the Design Thinking | excercises, short
process. Finally, they explain the purpose and key techniques | activities, and class
of user research in the empathize phase, including interviewing | discussions. Grading the

methods and insight generation.

test based on

Learning methods:
-Individual learning
supported by digital tools
- e-learning additional
course on Moodle
platform

- Written test conducted
via the Inspera online
examination platform.

a predefined
scoring scale

Skills & Attitudes

Intercultural
Communication
and Interpersonal
Skills

Students identify and adapt communication strategies to
collaborate effectively in diverse project teams using the Design
Thinking process. Students demonstrate the ability to give and
receive feedback constructively while working through all
stages of the Design Thinking methodology. Students conduct

Learning methods:

— Design Thinking Jam
Session supported by
collaborative group work

Observation
during the
whole Design
Thinking
Process and




LO7 and document user interviews by applying active listening and | - Prototype of the final team
intercultural sensitivity in verbal and non-verbal communication. | solution based on the presentation,
LO8 Students co-create innovative solutions by effectively | design challenge oral feedback
negotiating roles, sharing ideas, and reaching consensus within | - Team-based classroom | provided in
LO9 interdisciplinary and multicultural teams. They reflect on the | presentation, enhancing | real time, and
dynamics of team collaboration and identify strategies that | public speaking, summative
improve mutual understanding, empathy, and goal alignment in | intercultural evaluation
project work. communication, and peer using a
learning. structured
assessment
rubric
Digital Skills and Students apply collaborative digital tools (e.g. Miro, Google Observation
the Use of Docs, Canva, PowerPoint) to co-create prototype of the Leamning methods: during the
Information and solution, visual materials and organize project team work in a Ing methods: whole Design
N e . . ... | — Design Thinking Jam "
Communication distributed environment. They develop and deliver digital Session sunported b Thinking
Technologies presentations that effectively communicate design challenges, oupp y Process and
e . o .| collaborative group work \
user insights, and proposed solutions using visual storytelling | - Prototvoe of the final team
LO17 techniques. oup presentation,
solution based on the
LO18 . oral feedback
design challenge rovided in
- Team-based classroom | 'O
. X real time, and
presentation, enhancing summative
public speaking, evaluation
intercultural using a
communication, and peer g
learni structured
earning.
assessment
rubric
Full- time Part-time

Participation in lectures =

Participation in classes = 18

Preparation to classes = 20
Preparation to lectures =

Participation in lectures =
Participation in classes =
Preparation to classes =

Preparation to lectures =

Preparation to an examination =

Preparation to an examination =

Project tasks = Project tasks =
e-learning = e-learning =
Credit/examination = 1 Credit/examination =
others (indicate which) - consultation = 11 others (indicate which) =
TOTAL: 50 TOTAL:

ECTS points: 2 ECTS points:

Including practical classes: 18

Including practical classes:

PREREQUISITES Basic understanding of teamwork principles and interest in innovation or user-centered design.
COURSE CONTENT | Contact hours:

(Division into The curriculum will be based on a substantive and practical guide through the various stages of work in
contact hours and | accordance with the design thinking methodology.

e-learning)

1. Introduction to creativity training:

- Definition of creativity

- Innovation and creativity as competences of the future
- Creative and creativity development exercises
- Practical application

2. What is design thinking

- Definition

- History

- Assumptions

- Stages

- Application examples

- User and Customer Experience




- Al'in Design Thinking

3. Empathization

- The concept of persona

- Map of empathy

- Principles of interviewing personas
- Insight and it's analysis

3. Defining the problem

- Formulation of the design challenge
4. Generating ideas

- Brainstorming

5. Prototyping

- Types of prototypes

6. Testing

- Presentation of prototypes
- Feedback analysis
7. Summary of the process

E-learning:
Not applicable

LITERATURE
(compulsory
reading)

1.

2.

3.

The design thinking toolbox : a guide to mastering the most popular and valuable innovation
methods / Michael Lewrick, Patrick Link, Larry Leifer. 2020.

Change by design, revised and updated : how design thinking transforms organizations and
inspires innovation / Tim Brown. - New York : Harper Collins Publishers, cop. 2019.

Kelly D., Kelly T., 2013, Creative Confidence: Unleashing the Creative Potential Within Us All,
Currency Publisher.

Brown T., 2009, Change by Design: How Design Thinking Transforms Organizations and
Inspires Innovation, Harper Business.

Cross N., 2011, Design Thinking: Understanding How Designers Think and Work, Berg
Publishers.

Martin R. 2009, The Design of Business: Why Design Thinking is the Next Competitive
Advantage, Harvard Business Review Press.

Design Thinking in Cultural and Heritage Management: Creating Solutions in the Field of Culture
/ Lubomira Trojan, tukasz Wréblewski. - New York : Routledge, 2025.

OPTIONAL
LITERATURE

OECD, 2014: Measuring Innovation in Education. A New Perspective, Educational Research
and Innovation, OECD Publishing, http://iwww.oecd.org/education/measuring-innovation-in-
education.htm

Morgan T. Jaspersen L.J., 2022: Design Thinking for Student Projects, SAGE Publications Ltd.
Lewrick M., Link P., Leifer L., 2008, The Design Thinking Playbook: Mindful Digital
Transformation of Teams, Products, Services, Businesses and Ecosystems, Wiley John+ Sons.
Lewrick M., Link P., Leifer L., 2020, The Design Thinking Playbook: Mindful Digital
Transformation of Teams, Products, Services, Businesses and Ecosystems, Wiley John+Sons

SCHOLARLY
PUBLICATIONS BY
PERSONS WHO
CONDUCT
CLASSES, WHICH
ARE RELATED TO
THE MODULE
SUBJECT

Matecka-Tomala, M., Trun, D. (2025). Design Thinking and LEGO® Serious Play® in Higher
Education - Innovative Methods for Developing Transferable Skills in Students. In: Z. Dacko-
Pikiewicz, K. Szczepanska-Woszczyna, M. Lis, P. GoSciniewicz, N. Zmarzty, M. Skorek, K.
Sygulska (Eds.), Young Scientists Innovate, Vol. I, WSB University Scientific Publishing House,
Dabrowa Gérnicza, pp. 91-105.

Matecka-Tomala, M. (2025). Practical Application of the Design Thinking Method and Artificial
Intelligence Tools in Developing Creativity in Primary School Children. In: M. Kinal (Ed.), The
Algorithm of the Future. New Media in Education, Exante Scientific Publishing, Wroctaw, pp. 56—
76.

Matecka — Tomala, M., Challenges in developing students’ transferable competencies in Poland
in the age of Al. The use of innovative teaching methods - Design Thinking and LEGO Serious
Play at WSB University, Society in Change. Historical, Educational and Social Perspective Book
of Abstract, wyd. Jarostaw Kinal, Rzeszéw — Corinth 2025, s.48, ISBN: 978-83-966168-1-4.
Matecka - Tomala M., 2022: Design Thinking in education - experiences and good practices in
developing students' creativity. [in:] Interdisciplinary research work of students and doctoral
students of the WSB University, Scientific Publishing House of the WSB University, Dabrowa
Gornicza, ISBN: 978-83-66794-53.



http://www.oecd.org/education/measuring-innovation-in-education.htm
http://www.oecd.org/education/measuring-innovation-in-education.htm

5. Malecka -Tomala M., 2017: Competences of the employee of the future. Developing innovation
and creativity as a chance for professional success. [in:] Labor Market Forum of the Slaskie
Voivodeship. Post-conference materials, Katowice 2017, pp. 60-69.

6. 3. Matecka - Tomala M., Innovations in education - the use of creative thinking techniques in
teaching ecology and environmental protection. [in:] Ecological education in contemporary
schools, edited by Zdzistawa Dacko - Pikiewicz, Matgorzata Matecka - Tomala, Scientific
Publishers of the WyZsza Szkota Biznesu in Dgbrowa Gérnicza, Dabrowa Gérnicza 2017, pp.
89-103.

TEACHING AIDS Multimedia projector, Internet access, laptop, flipcharts, integration and communication games and cards,
materials used for prototyping: office supplies, post it’s, cards, flipchart, colored materials, adhesives,
scissors, blotting paper, etc.

PROJECT Not applicable

(if implemented in

the framework of a

classes module)

FORM AND Evaluation criteria:

CONDITIONS OF

ASSESSMENT 1. Attendance in on-site classes

. One written assignment on Moodle Platform

CRITERIAFOR 1. Design Thinking Jam Session supported by collaborative group work, prototype of the solution

ASSESSING based on the design challenge and team-based classroom presentation,

ACHIEVED 2. Written test conducted via the Inspera online examination platform

LEARNING

OUTCOMES

Grading scale:
Grading criteria and percentages, outlining the requirements for achieving grades ranging from 5.0 to 2.0.

5.0 - Attendance of at least 80% of class hours, completion of all the assignments, solving a knowledge test
with 88%-100% correct answers

4.5 - Attendance of at least 60% of class hours, completion of most of the assignments, solving a knowledge
test with 83%-87% correct answers

4.0 - Attendance of at least 50% of class hours, completion of most of the assignments, solving a knowledge
test with 66%-82% correct answers

3.5 - Attendance of at least 50% of class hours, completion of part of the assignments, solving a knowledge
test with 61%-65% correct answers

3.0 - Attendance of at least 40% of class hours, completion of part of the assignments, solving a knowledge
test with 50%-60% correct answers

2.0- Students attending less than 40% of exercise hours will not be eligible for credit.

* L-lecture, C- classes lab- laboratory, pro- project, e- e-learning




