DES 200: Design Thinking
Winter Term 1, 2024
Lectures: Fridays 11:00-12:30, BUCH A104
Sections: Various times and locations (see end of syllabus)
Professor: Leslie Van Duzer
Graduate Teaching Assistants: Hamza Khwaja, Ida Nilsen, Tara Porter, Dustin Wardrop, Eli Young 
UBC Blog: https://blogs.ubc.ca/endsthinkingbydesign


WEEK-BY-WEEK OVERVIEW
Please find all reading/viewing links on the course blog.

I	Lecture 9.6		introduction: design thinking
We begin with the premise that each of us solves wicked problems (problems with no right or wrong answers) countless times a day. In doing so, however unaware, we are already practicing design thinking. Design thinking is characterized by specific modes of thought: lateral, abstract, comparative, divergent, visual, optimistic, among others. These thinking skills, like any other skill, can be cultivated to help us solve evermore complex problems.

PROJECT ONE: INTRODUCTION 


2	Labs 9.10 - 9.11		PROJECT ONE: PIN-UP ONE 

Lecture 9.13		history of design thinking: expanding influence
Since the 1960s, the focus of design thinking has shifted from attempts to articulate a prescriptive design process and create a design science, to an understanding of design as a playful, ill-defined and highly collaborative activity. The protagonists in the history of design thinking have included engineers, social scientists, architects, urban planners, and business executives. The Silicon Valley company IDEO has been a major force in promoting design as a field that is human-centered and participatory.

• Tim Brown, “Designers — Think Big,” TED Global 2009 (16:50)
This excellent presentation draws the distinction between design and 	design thinking, arguing for the latter as a more productive and 	“expansive view” of the field.

• Richard Buchanan, “Wicked Problems,” Information Design 2014 	(1:07)
A very, very brief definition of a wicked problem by Richard Buchanan.

• Sunni Brown, “Doodlers, Unite!” TED Talk 2011 (5:50)
This is an argument for doodling as a way of concentrating and 	processing complex information. (Note: We hope you will fill your 	journal with doodles during the lectures and the development of your 	projects.)

PROJECT ONE: BLACKBOARD REVIEW




3	Labs 9.17 - 9.18		PROJECT ONE: PIN-UP TWO

Lecture 9.20		empathic thinking: understanding schemas
Each of us identify with countless groups defined by race, age, economic status, sexual orientation, academic major, profession, hobbies, food preferences, body type, hair color, etc. Taken together with our accumulated experiences, we develop an identity and a unique set of schemas through which we view the world. Empathy requires us to understand the schemas of others. In this lecture, students will be introduced to leading figures who have productively channeled their empathy for those less fortunate into pro bono design work.

• D.W. Meinig, “The Beholding Eye: Ten Versions of the Same Scene,” in The Interpretation of Ordinary Landscapes: Geographical Essays, edited by D. W. Meinig and John Brinckerhoff Jackson. New York: Oxford University Press, 1979.
This essay describes how ten people with different backgrounds view the same scene in ten different ways.

• Jeremy Rifkin, “The Empathic Civilization,” RSA ANIMATE 2010 (10:39)
Rifkin explores the science behind empathy and its evolution. He speculates about the increased importance of expanding our ability to empathize, from familiar contacts to distant strangers.

• David Kelley, “Human-centered Design” TED Talk 2002 (17:00)
IDEO’s founder, David Kelley, describes the importance of designing for the user’s experience by presenting several of his company’s projects.


4	Labs 9.24 - 9.25		PROJECT ONE: FINAL REVIEW

Lecture 9.27		lateral thinking: escaping the confines of linear thinking
			Creative thinking, thinking outside the box, lateral thinking . . . these 					are all different expressions for the ability to avoid the linear 						thinking that blocks innovation. Tricksters of all stripes—artists, 					magicians, comedians, and yes, designers—are masters of lateral 					thinking. In this lecture, we will introduce the fruits of mental yoga, the 				skill you will cultivate in Project Two.

It was once thought that we mentally sorted models into categories based on their objective characteristics (classical theory). But it is now widely accepted that we categorize more creatively, based on our embodied experiences of the world (prototype theory). We have come to understand that the formation of a category is a creative, potentially generative act. We will focus on the advantages of fuzzy sets and basic-level categories, categories with soft boundaries that preserve a productive ambiguity that allows designers to think laterally.

• “Prototype Theory,” Casey Frazier 2015 (1:29)
A very concise and accessible explanation of the Prototype Theory.

• “Edward de Bono on creative thinking,” albin05 2006 (4:18)
			The author of the book Six Thinking Hats describes what he coined as 					“lateral thinking.” 

			• “Think Smart: Lateral Thinking – Edward de Bono Book Review” 					Bookjuice 2015 (3:50)
			This short video demonstrates the difference between vertical thinking 				and lateral thinking by solving a series of problems creatively.	

				PROJECT TWO: INTRODUCTION


5	Labs 10.1 - 10.2		PROJECT TWO: PIN-UP ONE

Lecture 10.4		abstract thinking: generalizing the specific
Designers do not invent things out of thin air. Like doctors and lawyers, designers depend on a deep knowledge of historical precedents. Design builds on precedents at every scale, from a doorknob to a building, from a city plan to a social policy. This lecture will introduce students to the distinction between specific precedents and general categories or types, and the significance of learning to see the general in the specific. 

PROJECT ONE: BEST OF SHOW
PROJECT TWO: BLACKBOARD REVIEW


6	Labs 10.8 - 10.9		PROJECT TWO: PIN-UP TWO

Lecture 10.11		guest lecture: Blair Satterfield, SALA Director
			thinking by making: design, material, hand, and technology
The designer's use of tools reflects the evolution of human creativity. Tools, originally extensions of the hand, have advanced from analog and mechanical to digital, computational, and virtual modes. This shift has not been carefully planned; instead, technologies overlap and influence one another, with old methods persisting alongside new ones. Today's design process has moved from the sketchpad to the screen and back into physical spaces. The pencil may seem outdated, just as the keyboard and mouse might one day be, yet they all extend our creative capacities. Hands that once held hammers now create machines that build robots (often to hold hammers), but these robots are not replacements—they are extensions of the hand. They are also reflections of materials, the “stuff” designers manipulate, aggregate, and transform to realise ideas. Designing with technology is simply a continuation of the philosophy of design through making, where each tool, whether old or new, high or low, serves as an extension of the mind and body in the creative process. (BS)

• Pallasmaa, Juhani. The Thinking Hand: Existential and Embodied Wisdom in Architecture. Chichester, West Sussex: Wiley, 2009.

• Find time to watch Rivers and Tides.
Documentary Central: https://www.youtube.com/watch?v=AT7VBmd4J6w

A documentary about artist Andy Goldsworthy’s working process. “Thomas Riedelsheimer shadows renowned sculptor Andy Goldsworthy as he creates works of art with ice, driftwood, leaves, stone, dirt and snow in open fields, beaches, rivers, creeks and forests.” 

Note: Rivers and Tides is a film about Andy Goldsworthy, focusing on his artistic process and the deliberate pace of his work. The movie unfolds slowly, almost meditatively, offering deep insights into how Goldsworthy creates through careful observation, experimentation, and a willingness to fail and learn from those failures. Germane to this talk, Goldsworthy understands process, place, material, and form through making. 

• Vanity Fair | Notes on a Scene – Edgar Wright
https://www.youtube.com/watch?v=nJ0aFq1ve0M

“In this episode of "Notes on a Scene," 'Last Night in Soho' director Edgar Wright breaks down scenes he's directed from his film and television career, including 'Spaced,' 'Shaun of the Dead,' 'Hot Fuzz,' 'Scott Pilgrim vs. The World,' 'The World's End,' 'Baby Driver' and 'Last Night in Soho.'” 

Note: Edgar Wright is an exceptionally talented director. This video focuses on scenes from his films that he particularly enjoys. Wright offers technical explanations, discussing the strategy, context, and production behind each scene. He is also known for having strong relationships with his teams. Pay close attention to how Wright speaks about his collaborators and the significant influence they have on the final product.


7	Labs 10.15 - 10.16	PROJECT TWO: FINAL REVIEW

Lecture 10.18		comparative thinking: drawing on analogies + metaphors
Designers regularly employ both analogies and metaphors. The difference between the two can seem subtle and sometimes confusing, as both involve drawing comparisons. Analogies are often used to make something unfamiliar or complex more comprehensible (i.e. the building is like a body). Metaphors help us grasp abstract concepts by relating them to our embodied experiences (i.e. good is up or good is light.)

• Michael Pawlyn, “Using Nature's Genius in Architecture,” TED Salon London 2010 (16:55)
This talk describes using nature analogously (biomimicry) to generate innovative, sustainable architectural solutions.
• “The Art of the Metaphor,” Jane Hirshfield TED Ed 2012 (5:38) An animated explanation of the creative nature of metaphorical thinking.
PROJECT THREE: INTRODUCTION





8 	Labs 10.22 - 10.23	PROJECT THREE: PIN-UP ONE

Lecture 10.25		inductive + deductive thinking: speculating on the future 					and making it happen
			Design by definition involves planning things for the future. This 					requires	strong inductive thinking skills that allow you to speculate 					about the future based on currently available information. The 					speculative nature of design can be both exciting and scary, as failure 					can come with a high price. 
			Deductive thinking allows us to refine the solutions we come to 					through inductive thinking.

			• “The Sherlock Holmes Conundrum, or The Difference between 					Deductive and Inductive Reasoning,” Danielle K. Kincaid, Medium 2015 				(article)	
			The author uses Sherlock Holmes’ modus operandi to explain inductive 				and deductive reasoning.

		PROJECT TWO: BEST OF SHOW 
PROJECT THREE: BLACKBOARD REVIEW


9	Labs 10.29 - 10.30	PROJECT THREE: PIN-UP TWO

Lecture 11.1	 	systems thinking: synthesizing complexity
As our world is faced with increasingly complex challenges—systemic poverty, the sustainability of the planet, affordable housing—the ability to break a problem down into parts (to analyze) must be complemented by the ability to understand how one part impacts another (to synthesize and think systemically). Both analyzing and synthesizing require the ability to discern patterns and to move back and forth with ease between scales.

• “Systems Theory 1: Analysis and Synthesis,” Complexity Labs (5:40)
• “Systems Theory 2: Analysis and Synthesis Distinction,” Complexity Labs (4:12)
These two short videos belong to a longer course on Systems Thinking. 


10	Labs 11.5 - 11.6		 PROJECT THREE: FINAL REVIEW

Lecture 11.8	 	collaborative thinking: embracing diverse thoughts
Design requires teamwork. To implement a design at any scale, whether an improved hearing aid or the design of a new neighborhood, designers must learn to collaborate with others from different disciplines. Learning to speak the language of design, often the only language common to everyone around the table, is a critical skill. 

• Ted Koppel, ABC News “The Deep Dive” 1999 (22:01)
Ted Koppel visits IDEO and witnesses the teamwork involved in developing a new and improved shopping cart.

PROJECT FOUR: INTRODUCTION


11	Labs 11.12 - 11.13	NO LABS. WINTER BREAK.

Lecture 11.15	     	PROJECT THREE: BEST OF SHOW
PROJECT FOUR: BLACKBOARD REVIEW
There will be no lecture on this day. Instead, we will have a long Blackboard Review of student’s proposals for Project Four. This group review will replace crits you would have received in your labs if there was no winter break.
			

12	Labs 11.19 - 11.20	PROJECT FOUR: PIN-UP TWO

Lecture 11.22		solitary thinking: treasuring silence
			While much is written about the need for collaboration in 						design—	collaboration with the users, with other experts, with 					manufacturers—this does 	not preclude the necessity for solitude and 					time for daydreaming, soul searching, brainstorming internally.

In preparation for our group discussion, students must have read the “textbook”, Letters to a Young Poet by Rainer Maria Rilke, and completed a short writing assignment before class. This book of letters from the German poet Rilke to an aspiring young poet offers important advice for those engaged in creative work. 


13	Labs 11.26 - 11.27 	PROJECT FOUR: FINAL REVIEW

	Lecture 11.29		thinking about thinking
		 		In this final lecture, we will look ahead to the opportunities you will 					have to help create a more just and beautiful world. 

• Steve Jobs, “How to Live Before You Die,” TED Stanford University 2005 (15:04)
				Steve Jobs imparts words of wisdom to graduating Stanford students.

				• Emily Esfahani Smith, “You’ll Never be Famous — And That’s O.K.” 					(NY Times article)

FINALE: INTRODUCTION


14	Online 12.2		FINALE DUE AT 12:30PM 
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