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DESIGN THINKING FOR BUSINESS INNOVATION
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n133nuazUsiiiunanisiseus (Learning Evaluation)

Naﬁwﬁmiﬁﬁlui (Learning Output & Outcome)

Competency

Behavior
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aurulaveiaiunsatluldlaase

Furulameluniswaunlasenisiidsalaniudinung
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Critical Learning Indicators

Reaction

n153d9us2u (Class Engagement)

Asldusin (Class
Engagement)
Au% (Knowledge)

Pre-Test
Post-Test

Ninwe (Skill)
Empathy & Define
Skill

Ideate & Prototype
Skill

WeAn3su (Behavior)

Growth Mindset
Outward Mindset

Innovator

Personalities

Fnueislunislanoulu

Fuiseu (> 5 A39)

Learning Output (Kirk Patrick)

Learning

% AZLUUGADU Pre Test
(> 50%)

% PLUUFDY Post Test
(> 70%)

% ATUUUNNTIATIEN
naudmng wazns
fmundmunglasannsii
AOUAUDIAIIUABINITVUBS
anén / dsuuinsle
(>.70%)
Funulowelunsiaun
TasamslidnSalamu

wWhmne (> 3 lewde)

Skill / Behavior

Fnulefefianunsa
dluldldase & 1)

% ArhuUUsTEUNgRnTsY
A Checklist (> 70%)
% ArhuUUsTEUNgRnTSY
A Checklist (> 70%)
% ArhuuUsTEUNgRnTsY
A Checklist (> 70%)

Business Result

% audusavest vy

1533 (> 70%)
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NITUIUNTSIBUT WazWaIuT (Learning Ecosystem :

71%

(1,010 un)

Experimental

Seudiunsiinugidlunis

Y91U39

wAllAN13L38u3 (Learning Intervention)

Module

Pre - Work

What’s Innovation

Empathy & Speed

Design

Persona Canvas

Ideate Techniques

Design Thinking
Tuauads

Empathy & Define

Ideate & Prototype

Duration

Learning Ecosystem

10-20-70)

16% (225 uA)

Interactive
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13% 184 uA)

Knowledge

Buudunisg - Heedy wazilaussens

‘ Knowledge

E-Learning

Teaching

- Teaching

- Case
Study

Teaching

- Teaching

- Case
Study

Case Study

184 w1l

Interactive

Before Action
Review

Brainstorming

Role Play

Group

Discussion

Group

Discussion

During Action

Review

225 Wil

1,419 u#i

Experimental

Project Based

Learning

Project Based

Learning

Project Based

Learning

Project Based
Learning
- Assignment

- Mentoring

- Group Discussion

- Project AMUAUNTN / ANUdISIveq
Implementation TAssnsiisnfiunsese

- After Action
Review
1,010 w#i
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Model
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w1 landnnns9i Speed Design
Thinking
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Learning Stage

AauuaUsy

IUBUSY

E-Learning (29 u#)

Before Action Review (20 141%)
Pre Test (15 u#)

Teaching & Case Study (125 w17)
Brain Storming (20 w17)

Role Play (20 w1#)

Group Discussion (120 w1#)
Project Based Learning (35 W17)
During Action Review (10 u1#)

Post Test (15 w1#)

Follow Up Stage

Assignment (120 w9 / 20 41)
Mentoring (180 w1#)
Group Discussion (180 117)

Project Implementation (480 W / 20 1)

After Action Review (20 11%)

Interview: Checklist Evaluation (30 141#)
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d2ud 1: 1wlanszuaunis Design Thinking
® ANUAIAYVBINTTUIUNTT Design Thinking Tun1swaunuinnssulunisinau
® n15@314 Creative Confidence

® Fasy Innovation Model

daudt 2: Empathy & Define : Empathy Canvas
® Speed Design Thinking
® Understand by Heart

® Persona Canvas

daudl 3: Ideate & Prototype : 4 Technique Ideate
® Brain Writing Mixed
® ECRS Technique
® Brain Drums

® Dialogue

daufl 4: Test by Hand
® 1 Page Summary
® msUssendld Design Thinking TuauvasmuLes

® Train Station Technique
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2. HUSMITNUNENU Aslassaumntautuly (Supervisor Up)
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AUNITOUTY
1 318AZIDYANINTTUVDMANGAT
E-Learning: \Wasuninausssunnduuinnsasiatils
E-Learning: Design Thinking nsguiun1suinnssuasals

Before Action Review

SAUS8LLIAN (U9)

DU
1 318AZIBYANAINTTUVDMEANGAT
8.45 u. Pre-Test
9.00u.  d7udl 1: Whlanszuaunis Design Thinking

®  ANUdIAYURINTZUIUNTT Design Thinking
Tunswaudnnssulunisyinanu
® 153519 Creative Confidence
Activity 1: What’s Innovation

® Fasy Innovation Model
daufi 2: Empathy & Define : Empathy Canvas
® Speed Design Thinking
® Understand by Heart
Activity 2: Empathy & Speed Design
10.30 u. Wnkusn 15 W19
10.45 . ® Persona Canvas
Workshop 1: Persona Canvas
12.00 w. WNSUUTENINOIMITNANITY
13.00 4. d9ufi 3: Ideate & Prototype : 4 Technique Ideate
® Brain Writing Mixed
® [ECRS Technique
®  Brain Drums
® Dialogue
Workshop 2: Ideate Techniques
14.30 . Wmusn 15 W
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30

20
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14454,  daufi 4: Test by Hand

® 1 Page Summary

TIYAZLDYANINTTUVDIVANGAT

e nsUszendld Design Thinking lusurasmules

Workshop 3: Design Thinking Tusuass

During Action Review
Post-Test
16.00 u.

N92U2UN15 Follow Up & Evaluation

S18aZLBEANAINT TN

Assignment: Customer Persona Analysis

Mentoring: Presentation & Sharing Ideate

Tools

Project Implementation: PONLUULATINTG
wagnageulowie (Project Model Canvas)
After Action Review

Checklist Evaluation: iaNavinwzn15An

UU Design Thinking
® Empathy & Define
® [deate

® Prototype
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sAuszezIan (W)

FINTLHLLINVINANGAT (W)

TYILIAN

30

35
10
15

409

TYILIAN

120
(20 Y1)

480
(20 1)

20
30

1,010
1,419
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