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National Study supported by OLT	



•  Mixed method case study involving four 
examples in different discipline areas at JCU and 
cases from other Australian universities 



a) Higher Education: Office of Teaching 
and Learning supported project	



      Three core research areas 
•  How is design thinking defined or conceptualised by 

stakeholders? 
•  What do stakeholders think about the potential of 

design thinking to assist lecturers across disciplines to 
meet the new wave of graduate attributes that 
emphasise innovation, creativity and problem solving. 

•  What examples are there of design thinking use in 
higher education that have led to success in meeting 
these attributes.  



Results of pilot study and DT events	



https://sites.google.com/site/jcudesignthinkingframework/outcomes/outcomes 
 



Pilot study to full study	





Creative Australia Policy	



The Creative Australia Policy (p.3) states that we 
need to “recognise that creative talent and design 
thinking need to be at the heart of our innovation, 
technological development and national economic 
growth ”. “Australia’s creative industries to embed 
design thinking and contribute to the economy as 
leaders in innovation and drivers of productivity and 
competitiveness across all industry sectors” (p.22).  
One of the two main aims of the policy was to enable 
“strong recognition of design as a ubiquitous 
capability for innovation by embedding design 
thinking within Australia’s innovation system “ (p.90). 
 



Innovation in higher education: Bradley 
Review of Australian Higher Education	



“Research and innovation play a pivotal role in Australia’s 
international competitiveness and ongoing prosperity.” 
 
“Australia is losing ground against a number of its 
competitor countries on a range of  indicators. To go 
further, to build new economic and social arrangements 
which might allow us to exploit both our natural resources 
and the potential for innovation by Australia’s people and 
institutions” 
 



AQF Standards	



“Cognitive and creative skills to exercise 
critical thinking and judgement in identifying 
and solving problems with intellectual 
independence” AQF, 2nd edition, 2013, p.48) 
 



Review of the National Innovation 
System plus Rupert	



•  “We have known for several generations that 
innovation pre-eminently determines our 
prosperity.” 

•  "We speak of Australia's natural resources, but 
energy and creativity are the greatest of our 
natural resources” 

Rupert Murdoch Lowy Institute  
lecture 



b) National Curriculum for Australian 
Schools	



“10.5 Apply design thinking, creativity, innovation and 
enterprise skills to develop, modify and communicate 
design ideas of increasing sophistication” 
 
“Critical and creative thinking are integral to activities that 
require students to think broadly and deeply using skills, 
behaviours and dispositions such as reason, logic, 
resourcefulness, imagination and innovation in all learning 
areas at school and in their lives beyond school.” 
 
 
 
 

Two new subjects for early years to end of 
year eight with design thinking at the core 



Design thinking: Innovation, creativity 
and problem solving	



•  Definitions 
•  Linear or Non-

Linear? 
•  Steps or 

strategies? 
•  Design 

thinking in ICT 

Image from http://dthsg.com 



Design Thinking Definitions	



•  Dunn and Martin (2006) claim that “Design 
thinking is the way designers think: the 
mental processes they use to design 
objects, services or systems, as distinct 
from the end results of elegant and useful 
products” (p. 517).   

•  A designer mentality results from the 
nature of design work: a project based 
work flow around problems.  

 



Design thinking approach – 
linear approach (steps) by 
Bell – also similar for 
Carroll et al	


From the core 
concept of design 
thinking – various 
models have 
emerged to scaffold 
the process in 
different discipline 
areas and business 



DT in School- Based Graphic Design 	





David Kelley: non-linear approach	



“Design thinking is really a 
methodology or mindset 
that designers have always 
used in trying to come up 
with new to the world ideas” 
 
It makes available a suite of 
strategies that allow people 
to ‘routinely innovate’. 
 



Stanford D-School, School of Design Thinking at 
Potsdam University, Design Thinking Academy, KL	





Impact of design thinking on ICT 
business	





Design thinking in ICT Examples	



WORLD BANK 



Design thinking in ICT Examples	



Government  Services in 
ICT4D 



Design thinking in ICT Examples	



Software Design 



Design thinking in ICT Examples	



National Curriculum 

At UTS 



Design thinking in ICT Examples	



23 Years ago – Artificial 
Intelligence 



Limitations / Critiques	



•  The label’s emphasis on ‘thinking’ doesn’t 
capture the most important aspect – 
‘doing’ 

•  Definitions vary too much 
•  Oversimplifies design practice and design 

education 
•  Cannot completely capture the process 

since tacit knowledge cannot be made 
explicit 



Multidisciplinary research in 
Design Thinking	





Helpful Literature and Links	
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Helpful Literature	



Carroll, M., Goldman, S., Britos, L., Koh, J., Royalty, A., & Hornstein, M. (2010). 
Destination, imagination and the fires within: Design thinking in a middle school 
classroom. International Journal of Art & Design Education, 29(1), 37-53. doi: 
10.1111/j.1476-8070.2010.01632.x 
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For our complete reference list for the study see: 
 
https://docs.google.com/document/d/1Alcvm_PwywbGCbHQ75uFc8aiJEWH1zkkxS93DoUMQs4/edit?usp=sharing 
Tim Brown video on design thinking: http://www.youtube.com/watch?v=UAinLaT42xY 

James Dyson on DT: http://designthinking.ideo.com/?tag=james-dyson 

 
 
Design Thinking Toolkit for Teachers: 
http://designthinkingforeducators.com/ 

 
 


