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Project Lead and Chief Designer
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To disrupt the current modes of delivery style and create a
learning methodology that incorporates more modern

practices to gain a evolvement in understanding.
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'@‘ Understand

m Research

' Sketch

Interviewed Director of Studies and Chief Executives of Colleges.
Main key points were lack of engaging resources for Business
based qualifications that could stimulate the students. All
resource suppliers created similar learning materials so lack of
choice. This subsequently led to a “chalk and talk” delivery from
trainers.

Researched Training package suppliers. The common thread
amongst all were:

« Power Points for Trainers

« Trainer Workbook

« Student Workbook

« Assessment Resource for Trainer
 Student Assessment Resource

Mapped the current student journey for a single Unit

of Competency. Applied Design Thinking principles, Agile
Learning to develop class activities and Lean application to
stimulate the students involvement

This was the core theory for the design I
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The initial design involved taking the stages of Design Thinking
and aligning them to the Elements in the Unit of Competency
(UoC), Then developing activities within the UoC using an Agile
approach for students to practice and apply and Adjusting
Assessments so that students could use Lean application
principles to gain competency.

""ﬁementatinn had to be conducted in a live
it using a full unit of competency from a Business

@ Evaluate The students gave feedback and the design.me

and tweaked. The final result wasipacked into a learn
. methodology called:
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Understand

students and international
suppliers seem t9 cater mere for domestic students
however the learner workBooks and assessments were
very one dimensional. Th@sole purpose seemed to be
for the trainer to deliver imaccordance to the guides
and for the student to demenstrete knowledge and

performance ew.dence ) | é;

The packages from

mphesm was on :
- ~_- a means to end te

What was clear w
learning the Unit
achieve the qualificati
it wasn’t enough to kee
throughout the't-:eurse.

To achieve engagement the epp 5ach to each unit
had to change hewe\rerthl WES(lot to imply a
reinvention but more innovation of thé

current materials regardless of which ] lg-f.
supplier they came from. C tent WISE =y M
for a specific Unit of Comp ‘aﬁ: P
suppliers more or less prevlde i 5
questions. case students an I'D_]E ate-a.]
approach it would mean taitake the b.lrrent ma erials
and revamp them so they five a more purposefukand
relevant learning experience that stirt wlated b ,_:E_:L
leaner and trainer as @ whole. ¥ 1 i -
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Sketch

Before jumping into design a set of

—_—
criteria had to be developed so that the L | =
elements of Design Thinking, Agile e | 2%
Learning and Lean Application had an = 1.
alignment to the Student environment. e -
While this would not be an exact match - |
it would give stimulus to innovate so R

—
the elements of Design Thinking, Agile &=

=
and Lean could be applied without i {22
having to re-write the theory of any = =
specific unit. = L=
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A Unit of Competency 1s chosen - BSEINNS02 Build
and sustain an innovative work environment

The desigh process
was broken down

INto steps. —wn 2. Break down the Elements and Performance Criteria

3. Take each Element and create a sequence of WHAT,
WHY, HOW, WHERE and RELEVANCE to the learner
type questions to gain an Discovery/Understanding
and Definition of the principles.

Then the design
thinking stepswere
addedin context to

the content.

— 4 Follow thiswith a Trainer assisted activity that asks
the students to Ideate how the principle could be
used in the real world in a classroom discussion and
debate

Design Thinking
* Discovery
+  Definition
* |deate % 5 TheStudents are then given a simulated problem to

+  Prototype apply the principle they have learnt, as a group

s Test activity, but not trainer assisted. They then present
es the class with their Prototype solution and Test it

through class discussion supporting their rationale.

The purpose is for them to be challenged and open

to Improvement.

6. Reflection sessions are conducted to consalidate
the learning. this is a ongoing process.
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MNext each student is given a3 REAL WORLD problem
that relates to the principles they are free to work
individually but encouraged towork In groups. They
need to develop a solution with clear rationale,
documentation and visuals.

The next stage is
called "The
Challenge.”

This is when Agile
learning principles
are used.

. They begin by developing a PLAN and then through
thelr own group discussions DESIGN a solution.

. Mext they DEVELOP a Minimum Viable Solution MVS
Agile steps or Minimum Viakle Product whichever is required.
+ Plan

+ Design

+ Develop

+ Test inclass
* Release

* Feedback

. This is then put to the TEST in class and they will be
challenged as to how their solution is recewved.

. When they have made all adjustments it is RELEASED
to the Trainer

. Trainer then provides FEEDBACK
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The final stage is
called "Relate”

This is when Lean
learning principles
are used.

Lean steps

Value

Value Stream
Flow

Pull
Perfection

e —

——= 1. Thefinal stage Is called Relate, in this stage the

ﬁ.#

Student is given the Assessment for the Unit of
Competency and talked through how to approach
the solution.

They first nead to establish how the principles they
have learnt will actually give VALUE to the problem
presented In the assessment.

Next they need to look at the VALUE STREAM of their
salution, that is, what steps they will need to take to
bring their solution to light given the problems the
assessment has presented. How they will overcome
the barriers etc.

. They then need to establish a clear FLOW of that

solution can be maintained and cost effective

They are then given some simulated customer
response which they then haveto use asa PULL
strategy to show how they will change their offering
based onwhat the customer has asked,

They are finally asked to do a forward strategy on how
they will seek PERFECTION in the development of
their solution.



The result fmm the students enjoyed the Unit so

much so thaﬁhay requested to tweak their

classruom acﬁmtles even when it wasn’'t required.
and collaborated much more as
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Evaluate

The best form of evaluation was the student
response and 100% pass rate of their Assessments.
Further to this was that the EKE method met the
Knowledge and Performance criteria and the
content created could be mapped back to the
marking criteria.

The colleges adopted this method for their Business
based units. The EKE established itself is an alternate
way to deliver using Design Thinking, Agile and Lean.
Although it was not an exact correlation the
adjusted method demonstrated that the students
were more engaged and could gain competency in
the units of study with motivation.

The final axiom is that needs to be
established first before can be imparted,
and most importantly it has to be practical and
relevant for the learner to
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