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Slide 1
Throughout this task we used the design thinking approach to combat the main challenges faced within the health, nutrition and lifestyle industries, we first had to identify our target audience based on our desired outcome. 
Slide 3
“According to Minet et al. (2024) Design Thinking is an innovative approach used to create services or products that are cantered around personal and interactive experiences. 
The article published by Minet et al. In 2024 also states that the design thinking process has proven to be a particularly successful tool in addressing many complex challenges.
Our combined goal was to use each step of the design thinking process to create a product that would combat the many pressing health concerns that were highlighted during our research process. The five steps include, Empathise, Define, Ideate, Prototype and Test (Dam and Teo, 2025).  
Slide 4 - the research 
Our research highlighted the growing global concerns regarding the rates of obesity among both adults and children with recent reports showing that 2.5 billion adults and over 390 million children are overweight (WHO, 2024). 
In addition to this, a 2020 report stated that approximately 462 million adults were reported to be malnourished, with a further 149 million children also being reported globally (Allen and Saunders, 2023). Although it is a common assumption that malnutrition occurs in underdeveloped countries, the cases of malnutrition are growing within the UK in correlation with the rising cost of living crisis and poor dietary choices (Allen and Saunders, 2023, Barrett, Spires and Vogel, 2024).
To improve the nation's health literacy, the UK government introduced the Eatwell Guide to advise individuals on how to create healthy, nutritional meals (Public Health England. 2016). However, the research conducted by Scheelbeek et al., (2020) showed that less than 0.1% of citizens in the UK followed these guidelines, which highlighted the need to improve individuals understanding of the Eatwell Guide (Culliford, Bradbury and Medici, 2023). Furthermore, research by Simpson, Knowles and O’Cathain (2020) showed that there were lower rates of health literacy among those living in deprived areas, who often received a limited education. This showcased the need for an educational product that would help to benefit individuals from this background. 
Additionally, during my research process I came across an example where the design thinking process was used to create a product that educated health care professionals on how to treat patients with eating disorders (Heafala, et al., 2024)
By following each step of the design thinking process, we were able to identify the need to improve the public's health and nutritional literacy, especially among children. This allowed us to create a personalised, interactive and innovative product that will help to achieve this goal.
Slide 6 – empathise 
The empathy stage of the design thinking approach encouraged us to envision other people's thoughts, feelings, emotions, motives, and experiences (Rösch, Tiberius and Kraus, 2023).
This was achieved using various tools and strategies that enabled us to build a persona that represented the types of individuals our product would help. 
Firstly, we each created a persona out of materials found in the garden. We then gave our persona’s a name and personality which according to So and Joo’s 2017 report enabled us to increase both our creativity and sympathy towards the individual and their challenges by imagining a real person with real experiences.
[bookmark: _Int_1Bmkz1Ue]Secondly, we used an empathy map to help identify what our persona thinks, feels, says and does. Sinansari, et al. explains in their 2023 report that empathy mapping can help product designers to understand their persona’s characteristics, which helped us to better understand how our targeted audience may interactive with the product.
This enabled us to envision and empathise with our persona's thoughts, feelings, needs and desires, which then allowed us to create a product that was personalised to our audience (So and Joo, 2017, Sinansari, et al., 2023).
Slide 8 – Define
Dam explains that the define stage of the design thinking process requires the re-evaluation of our collective research to clearly identify the problem based on the user's needs (Dam, 2025).
Our research combined with our new understanding of each of our persona’s enabled us to establish the goals that our product aims to achieve which includes; to improving health and nutritional literacy, reduce the rates of obesity, reduce the rates of malnutrition and to encourage healthy eating and exercise. Additionally, this stage allowed us to identify our target market for our product.
Dam (2025) explains that using various tools such as creating “how might we?” questions can help to gain a better understanding of the user's needs and enabled us to develop clear goals for our product.
Collectively our team decided that the target audience for our product would be children aged 8 and above, as according to Gripshover and Markman (2013), young children benefitted from being taught about the theory of nutrition. Results from their experiment showed that the children not only improved their knowledge of food but also improved their eating behaviours by willingly consuming more vegetables. 
Further research by Follong, et al. in 2022 showed that educating children on nutrition has a positive impact on their eating habits, and BMI. This shows that teaching children about nutrition can help to improve their relationship with food and encourage healthy behaviours. 
Slide 10 – Ideate 
Once the problem has been clearly defined the next stage of the design thinking process is the ideate stage, which required us to brainstorm creative ideas for a product that can help to solve the identified problems (Ní Shé et al., 2022).
During this stage, we gathered as a team to firstly create a mind map that allowed us to collectively share ideas. The braining storming process led us to the idea of creating an educational game that would teach children about the health and nutrition.  
According to Vita-Barrull et al.’s 2024 report, children’s learning experiences are enhanced by using educational games, this led us to the idea of creating an immersive, educational game which can be used at home or in educational settings to teach children about health and wellbeing. 
Slide 13- prototype
The prototype stage involves the construction of a simplified representation of the designed product (Dam and Siang, 2025).
The purpose of the prototype is to gain an insight into how users might interact with the product and to identify any areas of improvement (Stevens, 2021). 
We each individually created different elements for the game and came together as a team to assess its practicality. This allowed us to test our ideas and address any problems that were not apparent during the ideate stage, before testing the product out on the public (Dam and Siang, 2020).
My contribution to the prototype was to add the graphics to the mat and food token, the Eatwell guide and to design the electronic quiz out of the questions that we each created based on our own fields of practice. 
Slide 14 – test
Once the prototype stage was completed the next step of the design thinking process was the test phase (Ní Shé et al., 2022). The purpose of the test phase is to gain valuable customer feedback on the product which offers a new insight into how we could improve the game based on the user's experience (Bender-Salazar, 2023). 
The participants who tested the product included two induvial involved in Stroke Aid and a mother and daughter who had a keen interest in health and wellbeing.
My role during this stage was to explain the game to the participants and provide a background understanding of the goals our product aimed to achieve. I assisted the participants throughout their interaction with the game and discussed feedback upon their completion of the game. 
General feedback from those who used the game were that the game was very fun and informative, and both groups of participants could see the game working well in an educational setting such as schools. One group mentioned that adding a music element to the game could make the game more entertaining to children. 
Overall, the participants felts that the product addressed the main problems that were identified during the define stage by helping to improve children's health and nutritional literacy, which can help to reduce rates of obesity and malnutrition whilst also promoting healthy eating and exercise habits. 
Slide15- Similar Games
My market research led me to this game which has key similarities as well as key differences. Similarly to ours, this game incorporates a floor mat that teaches children about nutrition and the different food groups. However, the main differences between the two games are that our game incorporates an element of exercise and although both games teach children about the Eatwell guide, our game is more interactive and includes quiz questions to really educate children about health and nutrition. 
Slide 16- Improvements 
Upon reflection of the entire design thinking process I identified some potential changes that could have been introduced to improve the product. For example, the game may have benefitted from incorporating different levels of difficulty for questions to make the game more inclusive for different age groups. Additionally, Du, et al. Explains in their 2021 report that children's benefit their social skills by participating in online social games therefore, the game may be improved by incorporating the ability to compete with other children online.
Slide 17- collaborative working
Collaborative learning is an essential skill that helps to enhance both educational and social outcomes according to Le, Janssen and Wubbels in 2018. Our team achieved this by sharing our individual knowledge and by each provided vital elements to the product from the perspective of our fields of practice. Additionally, our team collaborated well by respectfully expressing our ideas or concerns regarding the product and collectively creating solutions to the challenges we faced. When delegating tasks to contribute to the construction of the game we each shared the responsibilities by playing to our strengths and weaknesses, which ultimately allowed us to succeed in meeting the goals our product set out to achieve.
Slide 18- To Finish 
Collectively as a team, we believe that by following the design thinking process we were able to create a product that can help to;
· Reduce rates of obesity
· Reduce rates of malnutrition
· Improve healthy eating and lifestyle habits
· Improve health and nutritional literacy  
We also find that this product could be introduced both within the home and in educational settings such as schools. However, we would love to hear your feedback on our product and will be happy to answer any questions. 
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