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Integrated Design Thinking for Instructional Inovation Development.
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Design thinking is a process of systematic innovation, based on “people” as the center for
designing solutions to problems. There are 3 critical processes to 1) Understanding phase, means
understanding the problem properly with the issues and needs. 2) Creating phase, is to develop an
initiative that will cause innovation. Ideas or newideas are developed, itis the starting point for creative
solutions. and 3) Delivering phase, is transforming ideas into innovative before the trial. The results of
the experiment were used to integrate teaching and learning in the field of educational technology
and computer education (ETC). Design thinking helps students learn and develop process of think-
ing and solving creative problems through action. It is meaningful learning, innovate to help solve

learner and social problems. It enhances the value and development of the effectiveness learner.
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Understand Create Deliver

Understanding ends in Insight. Creation ends in ideas. Delivery ends in reality.

Empathy Define Ideate Prototype Test
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