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Design Thinking: A § Stage Process

*

Design Playlist

Note to the Teacher

Hello Teacher! In this 3-week activity, we will prepare our students for one of the
most important tasks teachers do: curating resources. This project aims to enhance
the student’s skill and knowledge in choosing media and technology resources in
various content areas. This project aims to answer the question: How might we
curate substantial and well-designed resources?

This project will ask students to create a site of resources (a playlist) to teach another
person a particular skill or topic. At the end of the project, our students will reflect on
the experience of researching and curating resources, and building and designing
their Playlist Gifts. This can be done through an in-class presentation or an engaging
discussion.
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Learning Outcomes
By the end of this project, learners will:

TTL1-2

Integrate media and technology in various content areas.

Product Description

Google Site

A GCoogle Site containing a substantial (at least 7) amount of resources that are
meaningfully arranged to create a learning experience

The resources should have short descriptions to help their target learner choose

Product Rubric

Credible

The resources should all have credible sources.

Meaningfully
arranged

The playlist should be aligned to a learning outcome. The
playlist should also have a logical flow (e.g. chronological,
expository, general to specific).

Substantial amount

The playlist should have at least 7 resources.

User-friendly

The playlist should have clear navigation, headers, and page
structures.

Fit for the learners’
context

The playlist should use appropriate
modalities, and formats for the target learners.

technologies,

Demonstrates good
multimedia
learning and
EdTech
fundamentals

The playlist resources should practice concepts such as
Cognitive Multimedia Learning, SAMR, and User Experience
Design.

Sound pedagogy

The playlist should apply basic learning theories in the
arrangement and content choices.
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Sample work
Here are sample exemplary works. These playlists were all curated in Google Sites.

DT Playlist

Hello! Welcome to this playlist

Here's an initial list of resources that you can watch/browse/click around in, that would hopefully help you understand Design Thinking / Human
Centered Design a bit more. As we discussed in class, because our course is a project-based, design-heavy course, DT/HCD will be the heart and soul of
our methodology. We will be designers: curating educational media and making some resources for our learners. If you want to suggest anything, send

me a message: gmabesamis1@up.edu.ph. Enjoy!

Intro to Design Thinking from the Design Thinking: A 5 Stage Process
Interaction Design Foundation b .

ONLINE ARTICLE

A comprehensive and accessible reading showing the 5-steps of design
thinking. In our class, we'll use the 4-step HABI process. Can you try to Prototype Test
see how this framework and our Filipino process can integrate together?

INTERAGTION-DESIGN.ORS

5 Stages in the Design Thinking Process

Design Thinking is a human-centered, iterative process that designers
use to tackle problems. It has 5 steps—Empathize, Define, Ideate,

Prototype and Test.

EdTech Playlist

Home SAMR TPACK  Multi

What is the SAMR Model? Ahat Is the SAMR Model =

VIDEO / 4 MINS

An engaging and informative video that explains the SAMR model very
well. While watching, think about examples of how you saw the SAMR 2[3"‘
model in your fieldwork. O

SAMR Model: a Critical Review and
Suggestions for its use CRGRALPAFER

JOURNAL ARTICLE _

AECT[= @ H

The Substituti . - -
(SAMR) Model: a Critical Review and Suggestions for its Use

This is an accessible analysis for the SAMR model, to look at it with a T —
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https://sites.google.com/up.edu.ph/dtplaylist
https://sites.google.com/up.edu.ph/edtechplaylist

MYTHconception 10 Journeys
8:00 EXAMINE. ¥ 1s The 10,000 Hour Rule Myth or Reality? ngm S;

| Commentary | 6 min 21 sec

In his 2008 book Outlers, Malcolm Gladiwel argues that success s tightly married to opportunity and time on task. Examine
with this commentary and see whether there is any truth to this argument.

\
The 10,00._’ HAour Rule
Myth or Reality?

http/www.whattheduck net/
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https://sites.google.com/view/mythconception10journeys/home

Overall Learning Journey

| PRE L DURING

Week 1 2 ] 4
Project Launch Recap of Learning Lectures Exhibition
Class Theories Class Class OR Homework
Class - .
Tech upskilling Reflection
Knowing the Learner Class OR Homework Class OR Homework
Homework
Deep work

Class OR Homework

Detailed Learning Journey

Project Launch

The Project Launch is done to introduce a real-world problem or situation that
students can explore and try to solve. When done purposefully, the project launch
motivates the students to investigate authentic real-world problems and come up
with a product or solution. This is also the time to introduce and discuss what the
project or product might look like through the rubrics.

Scavenger Hunt (Inquire) | 30 minutes

e Students are challenged to gather as many resources as they can
on the same topic. This can be presented as a game or
competition. Some topic examples can be:

Philippine regional languages;

o The water cycle;

o Basic fractions;

o EDSA People Power revolution.

o

Problem (Inquire) | 30 minutes
e Students reflect on their experience in the Scavenger Hunt. These prompts
can be used to frame their thinking:

o How was the experience of gathering resources? Was it easy or
difficult?

o Share your thinking process when evaluating resources.

o Did you include all resources that you found, or did you filter? How did
you filter?

o  What platforms did you use when searching for resources?

o Didyou have a particular learner in mind?
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Entry Event (Acquire) | 15 minutes
e From the problem discussion, students are presented with the overall project
design: the specifications of the Playlist Gifts, the goal of integrating media
and technology in various content areas, and the rubric.
e Students select a topic and a learner which they will use for the project. The
learner will be the recipient of their Playlist Gift, while the topic will be the
main content.

During

The next set of recommended activities are done to develop the necessary
knowledge and skills to address the project’s real-world problem. These activities are
a mix of lectures, individual work, group activities, reflection, and feedback sessions.
Feel free to add or remove activities to suit your students’ context and needs.
Remember to include checkpoints and feedback sessions to monitor and support
student progress.

Recap of Learning Theories (Acquire) | 60 minutes
e Students listen to a talk about the fundamental learning theories such as
Behaviorism, Constructivism, Cognitivism, and others. These talks can also be
complemented with resources such as readings, videos, audio materials, and
others.
e Students also connect these learning theories to how technologies

Knowing the Learner (Inquire) | 60-90 minutes
e Students engage in fieldwork: interviewing their target learners,
understanding their context, unpacking how they learn. They can use
worksheets (see appendix).

Lecture on Learning Theories and Learning Experience Design

(Acquire) | 60 minutes
e Lecture on Learning Theories | 30 minutes
e Learning Experience Design | 30 minutes

Gathering resource materials (Inquire) | 30 minutes
e Students individually create their list of learning resources about the chosen
real-world problem of their field.
e The created repository shall be the starting point for their Playlist Gifts.

Tech Upskilling (Practice) | 20 minutes in class, or homework
e Students explore and practice using Google Sites as the main tech tool in
curating their Playlist Gifts.

Deep Work (Collaborate) | 30 to 45 minutes in class, or homework
e Students build their Playlist Gifts in Google Sites using their list of references
and resources for their chosen real-world problem that their specialization
may address.
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Post

The last set of activities serve as the project's culmination. These activities allow
students to share their processes and product. This is also the opportunity to
facilitate a summative assessment of the intended learning outcomes and
encourage student reflection as they look back on their experience in solving
real-world problems.

Exhibition (Inquiry)| 15 minutes in class or homework
e Students compile all their outputs in a class folder or board
e Students take the time to browse each other’s outputs

Reflection (Inquiry) | 15 minutes in class or homework
e Students reflect on their experience from problem finding and framing, to
researching and curating resources, to building and designing their Playlist
Gifts.
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Digital Tayo Modules

The Digital Tayo modules are a great supplement to this project. Here are some
lessons that we recommend, but feel free to look through the Digital Tayo website to
select particular lessons that you want to use.

Digital Engagement Module

Topic Lesson Description
Media Lesson 3: Students will learn what information verification is
verification What is and why it is important for news consumers to

Verification?  verify the stories they read or view.

Lesson 4: The Students will learn about a five-step checklist they

Verification can use to verify the origin, source, date, location,
Steps and objective of a news image or video.

Digital Empowerment Module

Topic Lesson Description
Mediaand Lessonl: Students will learn about the concept of advocacy
Tech Advocacy and by identifying an issue that affects their community
Integration Making and brainstorming two changes that they want to
Change see in the future concerning that problem.
Lesson 3: Students will learn about and identify ways in which
Raising various types of media can be used to promote
Awareness awareness around an issue.
Through
Media

Suggested Resources
The following are suggested resources we curated that can be used as support
material for the different topics and units in the curriculum, or for the conduct of the

project.

Topic Resources
Learning 15 Learning Theories in Education (A Complete Summary)
Theories

Overview of Learning Theories
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https://wethinkdigital.fb.com/learning/ph/module/digital-engagement/
https://wethinkdigital.fb.com/learning/ph/lesson/what-is-verification/#anchor-4.3
https://wethinkdigital.fb.com/learning/ph/lesson/what-is-verification/#anchor-4.3
https://wethinkdigital.fb.com/learning/ph/lesson/what-is-verification/#anchor-4.3
https://wethinkdigital.fb.com/learning/ph/lesson/the-verification-steps/#anchor-4.4
https://wethinkdigital.fb.com/learning/ph/lesson/the-verification-steps/#anchor-4.4
https://wethinkdigital.fb.com/learning/ph/lesson/the-verification-steps/#anchor-4.4
https://wethinkdigital.fb.com/learning/ph/module/digital-empowerment/
https://wethinkdigital.fb.com/learning/ph/lesson/advocacy-and-making-change/#anchor-5.1
https://wethinkdigital.fb.com/learning/ph/lesson/advocacy-and-making-change/#anchor-5.1
https://wethinkdigital.fb.com/learning/ph/lesson/advocacy-and-making-change/#anchor-5.1
https://wethinkdigital.fb.com/learning/ph/lesson/advocacy-and-making-change/#anchor-5.1
https://wethinkdigital.fb.com/learning/ph/lesson/raising-awareness-through-media/#anchor-5.3
https://wethinkdigital.fb.com/learning/ph/lesson/raising-awareness-through-media/#anchor-5.3
https://wethinkdigital.fb.com/learning/ph/lesson/raising-awareness-through-media/#anchor-5.3
https://wethinkdigital.fb.com/learning/ph/lesson/raising-awareness-through-media/#anchor-5.3
https://wethinkdigital.fb.com/learning/ph/lesson/raising-awareness-through-media/#anchor-5.3
https://teacherofsci.com/learning-theories-in-education/
https://gsi.berkeley.edu/gsi-guide-contents/learning-theory-research/learning-overview/

Learning with Understanding: Seven Principles

Understanding Standards
Learning Theories

Learning Laurillard conversational framework - EduTech WikKi
Experience
Design ICT in Primary E ion: Transformin hildren's learnin

across the curriculum

The Conversational Framework - an approach to Evaluating
e-Assessment Patterns in Terms of Learning Theory

The Pedagogical Challenges to Collaborative Technologies
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https://www.nap.edu/read/10129/chapter/8
https://www.edglossary.org/understanding-standards/
https://www.learning-theories.com/
http://edutechwiki.unige.ch/en/Laurillard_conversational_framework
https://www.coursera.org/learn/ict-primary-education
https://www.coursera.org/learn/ict-primary-education
https://www.slideshare.net/yish/cf4feasst
https://www.slideshare.net/yish/cf4feasst
https://www.researchgate.net/figure/The-Conversational-Framework-instructionism-social-learning-constructionism-and_fig2_226894212#:~:text=The%20Conversational%20Framework%3A%20instructionism%2C%20social%20learning%2C%20constructionism%2C%20and,learner%2C%20teacher%2C%20and%20peers.

