LEARNING PLAN
                                       
INTRODUCTION

As a result of the relentless march of globalisation and increasing customer expectations, innovation has become a key driver of growth, performance and valuation (Brash, et al., 2008; Mickahail, 2015). Innovation is not just about product and service performance, it also involves business models, company configuration, distribution and customer experience (Brash, et al., 2008; de Coutere & Horth, 2016).

 In the face of challenging and unpredictable circumstances, leaders cannot rely on rational decision-making based on previous patterns, as ambiguity cannot be managed away (Horth & Buchner, 2014; Mitchell, 2017). Instead, they must try to make sense of the unfamiliar, which requires innovation leadership. This means bringing new thinking and different actions to how leaders lead (approach to leadership) and how they create a climate for innovative thinking (ibid). A number of studies have been conducted in the attempt to establish the impact of leadership approach on the innovation capability of organisations (see Kesting, et al., 2015 for a review and synthesis of the literature). Though no definitive style has been identified, it is agreed the leadership antithesis to developing an innovation culture is that of command and control, especially within the ideation stage (Dodge, et al., 2017; Kesting, et al., 2015). 

Design Thinking (DT) has emerged as a mechanism through which ideation can be encouraged (Liedtka, 2015; van Reine, 2017) and as a best practice through which organisations can influence corporate culture (Mickahail, 2015).

DT can be defined as “an iterative process in which we seek to understand the user, challenge assumptions we might have, and redefine problems in an attempt to identify alternative strategies and solutions that might not be instantly apparent with our initial level of understanding” (Hasso Plattner Institute of Design Stanford, 2017). The process consists of a number of defined steps as outlined in figure 5.
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Figure 5: Stages of Design Thinking Process
[image: Image result for design thinking process steps]
(Source: Hasso Plattner Institute of Design Stanford, 2017)

The aim of this session is to introduce the learner to the concept of ideation within the design thinking process and assumes the learner is already familiar with the overall process and previous stages. 



	TOPIC:  Innovation Using Design Thinking
	Intended learners: Leaders at all levels


	DATE: TBC
	LENGTH OF LESSON: 30 minutes
	NO IN CLASS: 12

	AIM OF LESSON

The aim of this training is to provide an introduction to the ideate phase of the design thinking process. 



	LEARNING OBJECTIVES

At the end of this session learners should be able to:

· Define the ideate stage of the design thinking process
· Identify the resources and appropriate environment for ideation
· Practice the vote first, then discuss approach to ideation


	ROOM LAYOUT:

[bookmark: _GoBack]The session will be held in …

Cabaret style  
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Cabaret style is best for this session because …… (insert citation) 


	PREVIOUS KNOWLEDGE:

The session assumes some previous knowledge of the design thinking process.  Specifically, the learners should already be familiar with the first two stages, Empathise and Define.  


	HEALTH & SAFETY:

There are no identified risks to the learners from carrying out any of the tasks associated with the learning plan. 








SESSION OVERVIEW:

	Timing
	Intentionality
	Content & Activity
	Resources

	2 minutes
	Welcome and introducing the topic.
	Lecture - Introduction to the ideation stage of the UXDesign version of the design thinking model. Define ideation and what is involved in this stage of the process. 
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	Overhead projector, Smart Board and 
PowerPoint, slides 1,2,3

	4 minutes
	Access learner experience
	Group discussion – In groups of 4 discuss what experience you have had of ideation. What was good/bad about the sessions you have experienced? How successful were the outcomes.

Ask each group to share an example.

	

	2 minutes
	Resources and environment for effective ideation
	Open question session – Ask the whole group what they think they need for an effective ideation session and what type of environment should be created. 

After discussion show previously prepared materials on the slides.

	Overhead projector, Smart Board and 
PowerPoint, slides 4,5

	5 minutes
	Describe the vote first, then discuss method
	Lecture – Introduce the concept of Wisdom of Crowds using the Francis Galton anecdote.  https://www.bbc.com/future/article/20140708-when-crowd-wisdom-goes-wrong

Ask each member to guess how many sweets are in the tub.  Work out the average of the guesses and see how close they get. 

Discuss the tendency that people have to conform to the first answer given if the discussion happens before the vote.  

	Overhead projector, Smart Board and 
PowerPoint, slide 6.
Tin of sweets containing 20 chocolates.

	10 minutes
	Practice ideation session
	Group activity – The group will be provided with a pre-prepared problem definition and asked to come up with as many solutions as possible to using the vote first, then discuss technique.  

5 minutes for individual capture of ideas and 5 minutes for discussion and choosing the best option to tale forward. 

The teams should record their best idea on a flip chart. 
	Postits, blank wall or white boards. Flip chart paper and marker pens.

	3 minutes 
	Sharing ideas
	Feedback - Each group should share their best idea from the ideate session. 
	

	3 minutes
	Recap learning
	Recap on the learning objectives and test learning via a Kahoot quiz, which contains 4 questions to test all 3 learning objectives.  
	Overhead projector, Smart Board and 
PowerPoint, slide 7.

Kahoot log-in.

Students will need access to Smart Phones or iPads can be requested. 


	1 minute
	Conclude session
	Draw the session to a close by answering any questions and thank the learners for their attention. 
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