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DESIGN THINKING – BASIC PRINCIPLES OF 
THE APPROACH 



WHY DESIGN 
THINKING???



PREPARATION –
SPONTANEOUS BUT 
ORGANIZED 



FORM BALANCED GROUPS
FORM SEVERAL GROUPS OF STUDENTS –
BETWEEN 4 AND 6 PARTICIPANTS

ASSIGN A MENTOR TO EACH GROUP

GIVE THEM THE SAME SPECIFIC TASK: TO 
CREATE TRANSLITERACY AND DIGITAL 
FLUENCY SYLLABUS

ТHE RESULTS WILL BE BETTER IF THE 
MEMBERS OF EACH GROUP ARE FROM 
DIFFERENT FIELDS OF EDUCATION;

EXPLAIN TO THEM THE BASIC PRINCIPLES 
OF DT AND THE BASIC GOAL OF THE TASK.

GIVE THEM FREEDOM TO WORK



BREAK THE ICE



WORKING 
PROCESS

BREAK THE ICE – 30 MINUTES

LECTURE 1 – TOPIC OF THE EVENT – 20 
MINUTES

LECTURE 2 – PRINCIPLES OF DESIGN 
THINKING – 20 MINUTES

STEP 1: FEEL THE PROBLEM/ EMPATHIZE – 60 
MINUTES

STEP 2: DEFINE THE PROBLEM – 60 MINUTES

STEP 3: IDEATE THE CHALLENGE – 60 
MINUTES

STEP 4: PROTOTYPE OF THE SOLUTION

STEP 5: TEST



INTERACTION

GROUP

-DISCUSS 

-SUMMARIZE 



ULSIT RESULTS 
OF THE EVENT



FINAL RESULTS OF THE DT WORKSHOP

(GROUP 1):

GOALS OF THE COURSE:

STUDENTS WANT A COURSE THAT WILL MAKE THEM MORE 
CONFIDENT IN WRITING TERM PAPERS AND THESES, TO DEVELOP 
SKILLS ON HOW TO SEARCH, FIND AND EVALUATE INFORMATION, TO 
COMBAT FAKE NEWS.



GROUP 1 SYLLABUS:

1. BASIC PRINCIPLES OF ACADEMIC WRITING 

2. RESEARCH COMPETENCIES 

3. WRITING AND STRUCTURING A TEXT

4. WRITING AND STRUCTURING AN ACADEMIC ESSAY

5. READING COMPREHENSION 

6. CITATION STANDARDS AND TYPES

7. UNIVERSITY SOFTWARE APPLICATION WORKSHOP

8. WORD

9. EXCELL

10. POWER POINT

11. SELF-EDUCATION VIA SERIOUS GAMES

12. DISCUSSION AND SURVEY 

PEER ASSESSMENT: 
THE TOPICS IN THE 

SYLLABUS ARE QUITE 
MIXED, MANY OF THEM 

OVERLAP AND NEED TO BE 
REFORMULATED. IF THE 
PROGRAM IS AIMED AT 

STUDENTS, IT IS GOOD FOR 
THEM TO HAVE BASIC 

COMPUTER SKILLS EARLIER 
AT SCHOOL.



FINAL RESULTS OF THE DT WORKSHOP

(GROUP 2):

GOALS OF THE COURSE :

THE ACQUISITION OF KNOWLEDGE RELATED TO CORRECT PROCESSING 
OF INFORMATION. WORK WITH WIDESPREAD AND COMMONLY USED 
PROGRAMS.



GROUP 2 SYLLABUS:
• GROUP 3 DIVIDED THE SYLLABUS INTO 3 MODULES

• MODULE 1:

1. INTRODUCTION OF DIGITAL FLUENCY COURSE. 
2. ABILITY TO USE DIGITAL TECHNOLOGIES (ROUND TABLE DISCUSSION).
3. HOW TO USE ONLINE DATA (WORKSHOP).

• MODULE 2:

1. SOLUTION FOR INTERACTIVE ACQUISITION OF KNOWLEGE.
2. VERIFICATION OF INFORMATION.
3. PRACTICAL WORK WITH TEXT AND GRAPHIC SOFTWARE. 
4. WORK WITH A SHARED DOCUMENT. FOLLOWING INSTRUCTIONS IN THE ONLINE 

ENVIRONMENT.

• MODULE 3:

1. MEDIA LITERACY. PRACTICAL WORK IN THE OCEAN OF INFORMATION.
2. READY-MADE SOLUTIONS ANALYSIS.
3. PERSONAL PROJECT IN DIGITAL FLUENCY AND TRANSLITERACY.

• FINAL PROPOSAL: ASK THE LIBRARIAN GAME

PEER ASSESSMENT: 
A VERY WELL-ORGANIZED 

COURSE. ASK THE 
LIBRARIAN IS A GREAT IDEA 

FOR ACQUIRING NEW 
KNOWLEDGE



FINAL RESULTS OF THE DT WORKSHOP

(GROUP 3):

GOALS OF THE COURSE :

THE STUDENTS WILL ACQUIRE SKILLS FOR PROFESSIONAL 
DEVELOPMENT, WEB-SITE REGISTRATION, PERSONAL DATA 
PROTECTION, AWARENESS OF FAKE SITES AND ADS, AND HOW TO 
IDENTIFY THEM (DETECT AND UNRAVEL). THE COURSE WILL INTEGRATE 
GAMES TO DISTINGUISH FAKE CONTENT THROUGH VISUAL EXAMPLES.



GROUP 3 SYLLABUS:
1. INTRODUCTIONS – WHAT YOU WILL LEARN AND WHAT YOU WOULD 

LIKE TO LEARN (SURVEY).

2. BASICS OF PRESENCE IN A DIGITAL ENVIRONMENT - BROWSERS, 
SEARCH ENGINES, SITES, PLATFORMS AND HOW TO WORK WITH THEM 
SAFELY.

3. REGISTRATION IN AN ONLINE ENVIRONMENT, INDIVIDUALLY CHOSEN BY 
EACH STUDENT, ACCORDING TO HIS/HER NEEDS.

4. PERSONAL INFORMATION PROTECTION. BACKING UP FILES AND 
PASSWORDS. SAFE WEB BROWSING.

5. ONLINE PURCHASES, PAYMENTS AND WORKING WITH BANKING 
PRODUCTS.

6. DISTINGUISHING FALSE INFORMATION FROM RELIABLE INFORMATION. 
GENERAL CONDITIONS AND TRANSPARENCY OF THE PAGE.

7. PRESENCE IN A DIGITAL ENVIRONMENT FOR THE PURPOSE OF 
PROFESSIONAL DEVELOPMENT. FILLING OUT DOCUMENTS AND USING 
E-SIGNATURE.

8. INDIVIDUAL PROJECT.

PEER ASSESSMENT: 

NO COMMENTS



Благодаря Ви за вниманието!

Kiitos huomiostasi!

Grazie per l'attenzione!

Thank you for your attention!

v.zagorov@unibit.bg
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