Introduction:
For this assignment we had to form a group maximum of six people, but in our group, we only had a total of four people. The names of people in my group are Simran Naseer, Taranpreet Kaur, Max Rahamani and Kyle Price. As a group we have been given an assignment about design thinking about recycling in our waterfront campus. In this we are using Gibbs framework as a group we must decide what we can do to improve recycling in our waterfront campus. As a group we decided on our group leader, which was me. I had to assign my other three members of the group the work equally. I have decided to do introduction and conclusion, Preet has done empathise and define, Max has done ideate and prototype and Kyle has done a test. Also, we must do 2-minute presentation videos each and then combine them together, explaining what we have done individually for this group assignment. The video should be posted on a social media platform but only the person who is marking the assignment can see it. The Gibbs framework has five stages: empathise, define, ideate, prototype and test. We came up with three points, for example, how can we improve recycling, why we should recycle in general and what happens if recycling doesn’t improve. For these three points Max has written in detail. I am going to tell you about each stage of the Gibbs framework. Empathise: work to fully understand the experience of the user for whom you are designing, do this through observation, interaction and immersing yourself in their experiences. Define: process and synthesise the findings from your empathy work in order to form a user point of view that you will address with your design. Ideate: explore a wide variety of possible solutions through generating a large quantity of diverse possible solutions, allowing you to step beyond the obvious and explore a range of ideas. Prototype: transform your ideas into a physical form so that you can experience and interact with them and in the process, learn and develop more empathy. Test: try out high resolution products and use observations and feedback to refine prototypes, learn more about the user and refine your original point of view. 
Phase 1 – Empathise 
· Getting to know the user and the problems they face. 
· Observe and engage with people using the product to understand them on an emotional and physiological level. 
· Only through research can you know what the user is thinking and feeling. 
· Don’t make assumptions – keep asking questions. 
In this phase we as a group interviewed the students about what they feel about recycling, we also observed and watched the students when they were putting the rubbish in the bins. 
Phase 2 – Define 
· Define the user’s needs and problems. 
· Gather all your insights from the Empathise phase and synthesise to create a problem statement. 
· Useful techniques are – listing, creating roles. 
In this phase we as group listed the problems and the factors, they are: 
1. People don’t care about recycling. 
2. People don’t understand the bins as the signs were not properly posted. 
3. People think that there is no incentive so why they should care about it. 
4. People don’t feel its important 
5. People don’t know where the bins are. 


Phase 3 – Ideate 
· This is the creative phase. 
· Start to generate ideas for innovative solutions. 
· Focus on one problem at a time. 
· Think outside the box. 
In this phase we as group came up with different ideas of how we can improve recycling, for example, 
1. There should be lectures on recycling. 
2. There should be slides running on the television around the campus. 
3. There should be a special week on recycling. 
4. People should be given a reward on recycling.
5. They can put smart bins around the campus. 
6. The signs should be clearer. 
7. They can email to the students every week about recycling. 
Phase 4 – Prototype 
· Turn your ideas into physical form. 
· Experience and interact with them. 
In this phase we as a group chose the ideas and they were:
1. There should be lectures on recycling. 
2. There should be slides running on the television around the campus. 
3. There should be a special week on recycling. 
4. The signs should be clearer. 
5. They can email to the students every week about recycling. 
Phase 5 – Test 
· Test your solution. 
· Invite users to respond and interact with your prototype. 
· Their response will determine whether you move forward with your idea or abandon it. 
· Is the solution useful, usable, desirable, efficient and effective?
· How does the user feel about your idea?
· Listen to the feedback. 
In this phase we as a group tested some of the ideas, for example:
1. We put the signs everywhere in bold around the campus and the result was some people saw the signs and put the rubbish in the right bins. 
2. We emailed some of the students in our class and the result was that they responded to us as we put the quiz about recycling, and we gave a free coffee voucher to the students who passed the quiz. 
Conclusion:
To conclude all this, I would like to say that everyone has done their part brilliantly and the participation was very good as well. although we did have some meetings and discussing our problems as we all work and live apart from each other. They all understood the problem very precisely and came up with the best ideas as a group. If we had to do this again, I would suggest that we need to be more active as a group, we need to come up with more, new and unique ideas. As it was a very hard assignment, the way everyone did their part was very nice. Overall, as a group we enjoyed doing this assignment and if we had to make a group for the future, I think I would choose these members again. The disadvantages were that we all couldn't get one time to discuss the assignment, if someone missed the discussion, we had to put the discussion points on the chat group which we created at the start. Also, one person was added to the group after the assignment was assigned and we started working on the assignment. 

