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INT R O D U C T IO N

D IS C U S S IO N
Methods in teaching design thinking processes to a diverse 
and interdisciplinary student demographic
Assisting students to develop creative thinking skills 
necessary for professional career within a global technology 
market.

Subject Focus: 
• Design thinking
• Design theory
• Product design
• User experience design
• Human computer interaction

Review: Student processes, experiences, challenges and 
outcomes

R ES EA R C H M ET H O D S
Literary Review / Resources: XULA library database, Google 
Scholar, JSTOR, Academia EDU, Google News

Artifacts: Student Analysis & Evaluations, Project Reports, 
Presentations, Photography, Video



D ES IGN @  XU L A

XAVIER UNIVERSITY OF LOUISIANA
STEM-focused institution
Mission to contribute to the promotion of a more just and 
humane society

Historically Black Catholic University (HBCU)
Serves under-represented minority. 
Majority of students first generation college graduates.
Increasing number of first generation American: Vietnamese, 
Palestinian

DESIGN & TECHNOLOGY COURSES @ XULA
Hybrid courses in which students engage in active learning 
through interdisciplinary collaboration for project based 
assignments.
Learning Outcomes / Skills: Creative thinking, problem 
solving, visualizing, strategizing, digital technology.

CHALLENGES
Program size
Budget and resource limitations
Up-to-date products and software
Unpredictable internet connections



D ES IGN T H INKING

Current: Faculty refocusing teaching methods from standard 
classroom pedagogy to an interactive learning environment in which 
students develop skills in design thinking processes.

D ES IGN  T H IN K IN G
Creative process utilized in formulating a product through 
problem-solving and strategizing.
Incorporates interdisciplinary collaboration.
Primary focus: User/market experience. 
According to theorists, Rim Razzouk and Valerie Shute, “a 
person requires design thinking skills to be successful in most 
professions in competitive global environment.”

C H A R A C T ER IS T IC S  O F  A  D ES IGN  T H IN K ER
Ability to conceptualize and visualize. 
Capability to multitask and work systematically. 
Proficiency in communication: visual, verbal and written.
Interest and ability to participate in teamwork.
Competency in innovative thinking

PERCENT TECH. PER DAY

DEFINITION OF TERMS:
[VISUAL COMMUNICATION] 
Communicating message through visual 
context
 [BRAND IDENTITY] 
Defines the product or service (the brand).  
Character/personality of the company.
[PRODUCT DESIGN] 
Research/brainstorming process 
[USER EXPERIENCE DESIGN] 
The interaction between user and user's 
wants to satisfy the user experience.
 [TYPOGRAPHY] 
Study of alphabetic letter forms
 [HIERARCHY] 
Layout and organization of the page & 
typography 
[DESIGN PROCESS]
Research, brainstorming session, sketching, 
brand identity, prototyping, production, 
market, evaluation/evolution
[GRID] 
Organizational system when working with 
design

PROJECT_1 POSTER DESIGN:

MOST FAVORED _____? 

[DEVICE]:
-S1. iPhone
-S2. Laptop
-S3. Smartphone
-S4. Desktop
-S5. iPhone
-S6. Smartphone
[PRODUCT]:
-S1. Bed
-S2. Television
-S3. Jackets
-S4. Car
-S5. Netflix
-S6. Laptop
[BRAND]:
-S1. Google
-S2. Toshiba
-S3. Bic
-S4. Dell
-S5. Apple
-S6. Soulection Radio

[APPLICATION]:
-S1. Movie Box
-S2. Spotify
-S3. Youtube
-S4. Youtube
-S5. Twitter
-S6. Soundcloud
[SOCIAL MEDIA]:
-S1. Twitter
-S2. Twitter
-S3. Youtube
-S4. Youtube
-S5. Twitter
-S6. Twitter
[NEWS OUTLET]
-S1. Twitter
-S2. Twitter
-S3. Local News
-S4. None
-S5. Twitter
-S6. Google

S.1 14/24 = 58% 
S.2 10/24 = 43%
S.3 16/24 = 66%
S.4 20/24 = 83%
S.5 13/24 = 54%
S.6 11/24 = 45%

42%

58%

Average student spends 58% using 
technology per day

Kyrah Felder, Natalie Jones, Mya Bolds, Makhi 
Austin, Kaitlyn Nguyen, & Joshua Reimonenq 

Professor Shayna Blum 
Graphic Arts 2020 
Spring Semester



D ES IGN PR O C ES S

Student engage in design process from ideation to production.

D ES IGN  PR O CES S
1. Research
2. Brainstorm/mind-map
3. Visualize/sketch
4. Digital prototype
5. Feedback/critique
6. Finalize
7. Test, survey, evaluate
8. Launch

F IN A L  S U B M IS S IO N  
Formal presentation outlining full design process including 
challenges and problem solving solutions.
Students submit final report detailing processes via text and 
image.
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U X/ HC I

U S ER  EX PER IEN C E D ES IGN  ( U X )  
Focus on relationship and interactivity between product and 
user.
Goal in UX: to stimulate a positive emotional response from 
user to form a positive perspective on and memory of the 
product

PR O J ECT:  W EB  D ES IGN  &  D EV ELO PM EN T
Students analyzed existing company’s website to formulate 
ideas for better design and user experience.
Observe and video record teammate’s interaction with the 
website 
Site analysis: student response, video
Brainstorm of ideas to improve the usability and design 
Site-map, Wire-framing
Digitalize



Student: Tyra Johnson

U X/ U I / HC I



Student: Yen Nguyen

U X/ U I / HC I



PR O D U C T  D ES IGN

N EW  O R L EA N S  
Built on swamp land.
Prone to tropical storms and hurricanes. (Katrina)
Flooding leads to infrastructure and economic damage.

GR A PH IC  A N D  A D V ER T IS IN G D ES IGN  
PR O J ECT

Students worked collaboratively to find innovative solution 
for flood problem.
Examined elements of environmental design, urban design, 
product design, branding, and experiential marketing.

D ES IGN  PR O C ES S
Research location and environment of New Orleans and 
explore established methods currently being used to help 
the flooding problem
Research products and methods used by other countries with 
similar environmental challenges.
Organize data
Brainstorm
Create graphs, charts, diagrams, and outlines 
Visualization of  product

S T R E A M L I N E
Company that builds extensive pipeline pumping excess 
water from New Orleans to other cities 
Hydroelectric dams in levees create electricity





PR O D U C T  D ES IGN

A D VA N C ED  GR A PH IC  &  A D V ER T IS IN G D ES IGN
Collaborative work.

Freedom to choose project.

Independent study.

D ES IGN  PR O C ES S
Defining the product: Bubble Tea Shop

Research current market and competitors.
Brainstorm for logo, mobile application, website, food truck 

Discuss branding and marketing
Prototypes

Feedback on prototypes

Improvement of prototypes
Final products

C H A LLEN GES
Team cooperation and participation from some of the students
Use of new programs such as Adobe XD

K O A LA  T EA :  Bubble Tea Shop.
Health focused with fresh, fruity teas.
Target market: 16-30 years
Mobile app for rewards and online ordering
Consistent branding.

Sketches by Lauren Nguyen and Brianna Pace







Diverse and interdisciplinary learning environment allows 
opportunities for student collaboration in design processes to 
develop creative thinking skills.

EVA L U AT IO N
Team: Students graded on organization, performance, 
research, writing, problem-solving, conceptualizing, visual 
presentation, and communication.
Individually: Students graded on participation and 
engagement.

C H A LLEN GES
Students concerned with teammates’ attendance and 
participation.

F U T U R E
Two new design and technology seminar courses added to the 
university core curriculum: 

XCOR 3010 Design and Technology in Global Culture
XCOR 1012 New Orleans Innovation Bootcamp

Continue developing design and technology program, 
proposing courses in User Centered Design
Continue research in design pedagogy and the examination of 
student development in creative skills
Faculty currently reviewing new ways to track student progress 
and performance.

C O NC L U S IO N


