“I can't enjoy the park in winter because there isn't enough lighting” is a really good example for teaching human-centred design because it demonstrates an important principle:
The problem presented to us is not necessarily the problem we need to solve.
Human-centred design can progressively move from the stated problem to the underlying human need.
A simple journey with your park example
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Starting statement:
“I can't enjoy the park in winter because there isn't enough lighting.”
We could immediately jump to:
Solution → Install more lights.
But that's solution-first thinking. Instead, we work backwards through the human experience.

1. Empathise — What is actually happening?
Rather than asking:
“Why doesn't the park have enough lighting?”
we ask the person:
· What do you normally do in the park? 
· When do you use it? 
· What changes for you in winter? 
· How does darkness affect your experience? 
· What would you like to be able to do? 
· Who do you usually go with? 
· What makes you feel uncomfortable? 
· What would make you stay longer? 
You might discover:
“I used to walk through the park after work, but in winter it's dark by the time I finish. I don't feel comfortable walking there alone.”
Already, the problem is changing.

2. Observe — Don't just believe the stated problem
Students could actually investigate the park.
They might observe:
Physical environment
· Where does it become dark? 
· Are pathways illuminated? 
· Are there areas people avoid? 
· Are there alternative routes? 
People
· Who uses the park after dark? 
· Who doesn't? 
· Do people walk through or stop? 
· Do people walk alone or in groups? 
Behaviour
· Do people use phone torches? 
· Do they change route? 
· Do they leave earlier? 
· Do they avoid the park altogether? 
This could reveal something interesting:
The absence of lighting isn't necessarily preventing enjoyment. It may be creating a perception of vulnerability that changes behaviour.

3. Empathy Map — Get underneath the statement
You could then put the user onto an empathy map.
	THINKS & FEELS
	SAYS

	“It's too dark.”
	“I can't enjoy the park in winter.”

	“I'm not sure who's around.”
	“There aren't enough lights.”

	“I don't want to walk here alone.”
	“I don't feel safe.”



	DOES
	EXPERIENCES

	Leaves before sunset
	Darkness

	Takes a longer route
	Reduced visibility

	Uses phone torch
	Isolation

	Goes elsewhere
	Loss of connection with park


Now we're beginning to see that lighting may be an indicator rather than the root challenge.
4. “Five Whys” — Push further
Problem:
“I can't enjoy the park in winter because there isn't enough lighting.”
Why?
→ Because it gets dark early.
Why does that matter?
→ Because I don't feel comfortable being there after dark.
Why?
→ Because I can't see what's around me and there aren't many other people there.
Why does that matter?
→ Because I feel vulnerable when I'm alone.
Why does that matter?
→ Because I want to be able to exercise and spend time outdoors without feeling anxious about my surroundings.
And suddenly:
The original problem
“There isn't enough lighting.”
has potentially become:
The human challenge
“How might we enable people to feel comfortable and connected enough to use the park during winter evenings?”
That's a much richer design challenge.
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