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Introductions 
Introduce yourself in the chat:  

➢ Who are you? 

➢ Where are you from? 

 



Overview of the workshop series 
Workshop 1:  5 May 
Design thinking approach to 

learning design 

Design process & wicked problems 

Activity 1: Problem-finding  

Workshop 2: 12 May 
Concepts as analogies 

Activity 2:  Conceptualise / Ideate 

Workshop 3:  15 May 
Guiding principles 

Discussion: Precedent analysis 

4 May:  

Start of series in 

the  e/merge 

Africa Forum 

19  May:  

Closing in the 

e/merge Africa 

Forum 



Workshop objectives 

 

● Why we need learning design 

● How design thinking approach to learning 

design differs from other approaches 

● Introduction to a learning design process 

with emphasis on the early stages 

 

 



How to ruin a course 

In the chat… 

 

1. List some of the ways one can ruin a course  

i.e. how to ensure your module/short course will 
fail! 

 

2. Review: What are the key themes? 

 



Feedback from workshop survey: 
meanings of learning design 
- Process for thinking about online learning 
- Unpacking a course for effective learning 
- Planning teaching-learning processes 
 
- Curriculum design, alignment, using appropriate 

technologies for student engagement 
- Creating engaging & meaningful learning 

modules using current technologies  
 
- Templates for creating effective learning 

activities 







Design process 



Design process 

  



A design thinking approach to 
learning design 

 
A MINDSET, not a method 

Iterative not linear  

Innovative not 

procedural 

Focus on the LEARNING 

EXPERIENCE, not the 

TECHNOLOGY 





What is design? 

  You cannot hold a design in your hand. It's not a thing. 

It's a process. A system. A way of thinking. (Bob Gill) 

 

Design Thinking is a creative process of thinking 

backwards from people, that leads to design a service, 

a product or else, based on the conclusions of the 

knowledge gathered in the process. (Pilar Saura) 

 

Do we really need a simple definition of design or 

should we accept that design is too complex a matter 

to be summarized in less than a book? 

(Bryan Lawson) 



What is design thinking? 



“Right back at the beginning of this book we 
explored the idea of the design process as a 
sequence of activities. Logically it seemed 
getting a brief and analysing the problem 
came before the synthesis of solutions. In 
Chapter 3 however we saw that such a 
simplistic model is neither accurate nor 
helpful. However there can be no argument 
that designers must be skilled in finding and 
stating problems and in understanding and 
exploring them. This group of activities is 
perhaps best called ‘formulating’”.  
 
(Lawson 2005: 292) 







Some of our  
wicked problems... 

• Active / engaged / meaningful student learning 
• Collaborative learning 
• Increasing access to my course 
• Classroom management (rowdy students) 
• Massification (engaged learning for large classes) 
• Flexible learning spaces (learning interventions 

beyond ‘traditional’ classroom spaces) 
 



Problem/solutionDesign  

Lawson, 2005 

Negotiating between the problem and solution view 

Maher and Poon (1996) talk of how designers ‘play around 

withi deas to get more understanding about the problem 

rather than focus on just finding a solution’. 

 



Problem finding 





Problem-finding (Lawson, 2005)  

In the problem-solving view of design these skills include the ability to 
reformulate and give structure to ill-structured or wicked problems. 
Whether we think of it as the reformulation of problems or the 
identification of elements, making them explicit and developing their 
characteristics, it is clearly an important and central design 
skill....Problems can appear different when looked at from different 
points of view. 
 
‘Framing’ (Schon). This activity involves selectively viewing the 
design situation in a particular way for a period or phase of activity. 
This selective focus enables the design to handle the massive 
complexity and the inevitable contradictions in design by giving 
structure and direction to thinking while simultaneously temporarily 
suspending some issues. The skill to create and manipulate frames 
is a central one in determining how the process will unfold. 



Live brief: Corporate HIV/Aids 
training 

A large corporate client approaches your learning 
design team to design a learning experience 
intervention to educate staff on HIV/ Aids. 3000 
employees spread across 2 cities and 5 sites need to 
be trained. The objective of the  training is to train 
staff to be aware of health issues related to HIV/ 
Aids, to address the stigma and to change their 
mindset about the epidemic.  



Live brief: Corporate HIV/Aids 
training (cont) 

The target audience consists of knowledge workers, 
mostly graduates. They have limited exposure to 
eLearning. Previous eLearning exposure was for 
compulsory compliance training. Employees are 
based in different departments and represent a 
range of age groups, from early 20s to mid 50s. The 
time commitment should be no more than 1 hour. 
 



Activity 1: Problem-finding 

• In addition to the brief, what else do you need to 
know in order to discover the problem and 
properly define the brief?  

•What other information do you need? 

•What questions will you ask the client? 

•What wicked problems can you identify? 

•What wicked problems can you identify? 

•What sense can you make of this information? 

 

  



 

http://emergeafrica.net/live/emergeforums/

topic/activity-1-problem-finding 



Next Workshop: 12 May 

• Design concepts 
• Come up with a range of possible concept 

analogies and apply them to the learning design 
challenge 

• Formulate a concept to a wicked problem defined 
in activity 1 

 
Activity 2: Conceptualise / ideate 

 


