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	Course name
	Design Thinking: 
From Gifts to First Real Offer
A hands-on introduction to design thinking for turning passions into products, services, or experiences.

	Course description
	This course introduces students to design thinking as a practical, human-centered way of learning from the real world. Building on the inner clarity developed in Higher Visioning, students will learn how to observe people and situations, make sense of what they see, generate ideas, and rapidly prototype offerings to learn what works.
Rather than focusing on perfection or long-term business plans, this course emphasizes experimentation, curiosity, and action. Students will enter the course with three early ideas and exit with one clear, testable product, service, or experience that can be further developed through branding, website creation, and basic financial planning.

	Audience

	This course is designed for college-aged youth (approximately 17–29) and single mothers/women, including aspiring entrepreneurs, creatives, farmers, makers, and community-oriented individuals who want to explore how their passions and gifts can meet real needs in the world.
The course is especially well suited for learners who value hands-on learning, collaboration, creativity, and place-based approaches, and who may be new to design thinking, entrepreneurship, or market research.

	Course objective

	The primary objective of this course is to give students a clear, repeatable process for translating their passions and gifts into something real they can test in the world.
By the end of the course, students will be able to use basic design thinking tools—such as observation, synthesis, ideation, and prototyping—to evaluate ideas, learn from feedback, and develop one viable first offer (product, service, or experience) grounded in both personal alignment and real-world needs.

	Learning outcomes

	By completing this course you will be able to:
· Understand design thinking as a learning process rather than a linear plan
· Conduct simple design research through observation and conversation
· Identify patterns and insights from real-world interactions
· Form clear “How Might We” questions to guide idea development
· Generate and evaluate ideas across products, services, and experiences
· Create low-fidelity prototypes (“sacrificial concepts”) to learn quickly
· Use desirability, viability, feasibility, and adaptability as market lenses
· Select one idea to develop further and articulate it as a clear first offer

	Modules

	1. [bookmark: _heading=h.ejev5q9rm90c]Introduction to Design Thinking: Learning by Doing
This module introduces design thinking as a human-centered, experimental approach to problem-solving and opportunity discovery. Students learn that design thinking is not about having the right answer, but about asking better questions and learning through action.
Students are introduced to core frameworks such as the Double Diamond and the Innovator’s Compass, and begin practicing observation, listening, and reflection through a low-stakes design exercise.
2. [bookmark: _heading=h.f02roamrrg8u]Design Research and Observation
This module focuses on learning from people and situations as they are, rather than as we imagine them to be. Students practice basic ethnographic techniques such as open-ended interviewing, noticing behaviors, and paying attention to frustrations, workarounds, and moments of delight.
The emphasis is on curiosity and listening, not selling or convincing.
3. [bookmark: _heading=h.yaji1xqmxr0j]Synthesis, Framing, and Ideation
In this module, students learn how to make sense of what they observe by identifying patterns, tensions, and insights. They practice turning insights into clear “How Might We” questions and generating a wide range of possible ideas through structured brainstorming.
Students explore how the same core gift or passion can be expressed through different containers: products, services, or experiences.
4. [bookmark: _heading=h.7wqdhfplhozl]Prototyping and First Offer Development
This module centers on rapid prototyping as a way to think and learn. Students create simple, low-fidelity prototypes—such as sketches, mock-ups, role-plays, or sample offerings—to test their ideas with real people.
Using feedback and reflection, students evaluate their ideas through the lenses of desirability, viability, feasibility, and adaptability, and select one idea to develop into a clear first offer that can be carried forward into branding, website, and financial planning.


	Course structure and schedule
	Duration: 2 weeks
Format: 4 sessions, 1 hour each (4 total hours)

· Session 1: Introduction to Design Thinking + Empathy Practice
· Session 2: Research, Synthesis, and Idea Generation
· Session 3: Prototyping and Learning from the World
· Session 4: Choosing a Direction and Defining a First Offer
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