
Design Thinking: 
Build something people want



Today’s agenda

Activity Duration
GLAM Introduction 5 mins

Speaker Intro 5 mins

What is Design Thinking in a Nutshell? 15 mins 

Part 1: Know Your User 10 mins 

Part 2: Brainstorming 30 mins 

Part 3: Prototyping and Testing 10 mins 

Q&A and Wrap Up 5 mins 



GLAM Intro



GLAM Intro



Who am I? 

UX Workshop

Witnessed that creativity 
is a stressful process 

Press Start

Learned how games 
could drive outcomes

Final Year Project

Prototyping and testing 
Mutagen with users



Design Thinking in a Nutshell

Design thinking is a problem-solving 
methodology that places a strong 
emphasis on the user experience 
rather than immediately trying to 
solve a problem. 

People tend to assume they know 
what the problem is and jump to 
ideation right away. Design thinking 
forces us to dig into root problem, 
ultimately allowing us to create a 
better solution. 

User Research and Definition 
Move beyond a superficial understanding of your 
user’s pain points and uncover the root problems. 

Brainstorming
Quantity is quality! Produce tons of ideas and 
broaden your horizons 

Prototyping and Testing 
Bring your ideas to life and test it out with users 
before committing too much time and resources. 



Example Design Thinking Activities

User Research 
and Definition Brainstorming

Prototyping and 
Testing

• User interviews 

• Surveys & questionnaires

• Personas 

• User journeys 

• Mutagen! 

• Crazy-8s 

• SCAMPER

• Mind maps  

• Physical prototypes 

• Digital wireframes 

• Wizard of Oz prototypes 

• Roleplaying 

Understand Create Test



Design Thinking is Cyclical

Once you understand the 
problem, start brainstorming

Prototype the most 
promising idea and test it out

Collect feedback from testing 
and reevaluate pain points



Part 1: Know Your User

Tsingtao architecture and economy 

post-German occupation

Local secondary school 
students

How did the German occupation 

change how Tsingtao developed 

compared to other Chinese cities

Teach students how colonization 

alters the trajectory of a city

Deeper understanding of HK & 

appreciation of HK culture



Part 1: Know Your User

How might we spark a deeper understanding of Hong Kong’s British history in local secondary students 
by utilizing Tsingtao’s history with Germany? 

How might we teach people about Hong Kong’s history?

How might we create a roleplaying game that sets players in Tsingtao during the German occupation in 
order to help them learn more about Hong Kong? 

Too Broad

Perfect

Too Specific



Part 2: Brainstorming

How might we spark a deeper understanding of Hong Kong’s British history in local secondary 
students by utilizing Tsingtao’s history with Germany? 

Roleplaying game set in Tsingtao 
during Germany where the players 
are time travelers

Allow people to subscribe to the 
game and receive new stories and 
situations to play through



Part 2: Brainstorming

1

Move to another group

2

Get problem context

3

Play Mutagen!

How to play Mutagen:
1. Players draw the top card of the deck
2. Whoever creates an idea first wins the card
3. Group representative writes down the idea 



Part 3: Prototyping and Testing

The first version of Mutagen 
had people stealing other 

ideas and building on them 
every round. 

First Prototype

However, the game was too 
long for my target user 
(corporates) and didn’t  
produce enough ideas. 

Feedback

Focused on making the game 
quicker and deprioritized 

other aspects of the game 
such as collaboration. 

Improved Version



Part 3: Prototyping and TestingQuestions?



GLAM Intro
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