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INNOVATION AND DESIGN THINKING:
TRANSFORMING CHALLENGES INTO OPPORTUNITIES



• Design Thinking and Innovation Overview
• How Design Thinking is Used in Practice
• Case Study Assignment
• Debrief
• Lesson Recap
• Reflection & Closing

Agenda

• Disc uss  the  s te p s  of the  d e s ign thinking 
p roc e ss  and  it s  re le vanc e  to highe r 
e d uc at ion.

• Id e nt ify share d  ins t itut ional c halle nge s  to 
unc ove r op p ortunit ie s  for c re at ive  solut ions .

• Mod e l innovat ive  s t rate gie s  us ing 
b rains torming te c hniq ue s  to ad d re ss  
c halle nge s

Learning Objectives

WELCOME & 
SESSION 
GOALS



Hi, I’m Shannon
Strategic facilitator and consultant, specializing in 
helping organizations clarify their vision and create 
actionable plans. 

Founder of Elise Enablement Services, she brings 
experience from Google Cloud, EdTech, and higher 
education DEI and community engagement 
programming.

 A certified PMP with an M.Ed. and Business background, 
plus a certification in Design Thinking from MIT Sloan, 
Shannon will guide you through today’s workshop.



Share one word you 
associate with innovation 
and why?

What do you think makes a 
solution truly innovative?



3 Keys of Innovation

Desirability -  Do people want 
it? (People)

• Solves a real problem people care 
about

• Audience recognizes a need and 
are willing to engage to address it

Feasibility -  Will the solution 
work? (Technical)

• Solution must work in the real 
world

• It has to function within existing 
resources and environment

Viability -  Is it sustainable? 
(Business)

• Solution is sustainable over time
• It fits the organization's budget, goals, 

and mission.

When all 3 dimensions align, the foundation is 
laid for true innovation.

Innovation is the application of new ideas to create 
value.



Design Thinking 101

Understand 
your audience

Empathize

Pinp oint  the  
c ore  p rob lem

Define

Gene rate  
c reat ive  id eas

Ideate

Build  s imp le  
te s tab le  
solut ions

Prototype

Get  feed b ac k 
and  imp rove

Test

Design Thinking  is  a  human- cente red , c reat ive  p rob lem- solving ap p roach. It  he lp s  gene rate  solut ions  b y 
d e ep ly und e rs tand ing p eop le ’s  need s .
Origins:  Rooted  in enginee ring/d e s ign fie ld s , exp and ed  b y IDEO and  Stanford  d .school.
Used by: Ap p le , Google , Whirlp ool, IBM, Airb nb , and  now Colleges  and  Unive rs it ie s  like  yourse lve s .



Focusing on People 

Stage 2: Define

Example Example

Stage 1: Empathize
Synthesizing your empathy findings into a 
clear problem statement or insight.:

• Compile feedback
• Identify Common Themes
• PinPoint Key Areas of Problem

Deeply understand the people you're designing 
for through:

•  Observation
• Interviews
• Reviews & Feedback

Listening without assumptions to explore the 
audience’s experience

From interviews, we learn students want more 
clarity and personalization, and advisors want tools 
to reduce repetitive conversations and prep time.
Problem Statement:

•  How might we improve the student advising 
experience to make it more personalized, 
efficient, and supportive for both students and 
advisors?

This gives a focused challenge that reflects both 
student and advisor needs.

Students and advisors are feeling frustrated 
with the current advising process —
appointments feel rushed, guidance is 
inconsistent, and both parties feel unprepared.
We conduct 1:1 interviews, observe sessions, 
and review feedback. Asking:

• What makes advising helpful or frustrating
• What resources would help students and 

advisors?



Creating Solutions 

Narrow down to a few test ideas. Create simple versions of your 
ideas to explore and communicate possible solutions.

Prototyping Methods: 
Sketching , Storyboarding , Paper Prototypes.
Role- Playing (Bodystorming), 3D Models, Mock - ups
User Testing, Service Blueprints (Flow Mapping), Journey Mapping

Ex.:
We create low - fidelity mockups of an advising intake form, checklist, 
and dashboard.
Materials:

• Google Form prototype for intake
• Printable checklist on advising prep
• Figma or Canva mock - up of an online scheduling/dashboard page

Goal: Visualize ideas quickly to share with stakeholders.

Stage 4: PrototypeStage 3: Ideate

Ge ne rate  a  wid e  range  of c re at ive  solut ions  without  jud gme nt . 
Go for q uant ity b e fore  q uality. 

Id eat ing Me thod s : 
Mind  Map p ing, "How Might  We" Ques t ions
Round - Rob in Brains torming, Brainwrit ing
Wors t  Id ea Poss ib le , Analogie s  & Metap hors  , Role  Storming
Silent  Brains torming

Ex:
With the  p rob lem in mind , we  b rains torm id eas  like :

• A d igital intake  form s tud ents  c omp le te  b e fore  mee t ings
• Pee r ad vis ing hours  led  b y t rained  up p e rc lassmen
• A “How to Prep are  for Ad vis ing” c hec klis t
• A d ashb oard  to se lf- sc hed ule  and  view FAQs
• Short  vid eos  to answer c ommon ad vis ing q ues t ions

Enc ourage  wild  id eas—q uant ity firs t , re finement  late r.



Implementing Ideas 

Elise 
Enablement 

Services

Stage 5: Test
Share prototypes with audience, 
gather feedback, and refine ideas 
based on real reactions.
Ex:
We pilot the advising prep form and shared agendas in 
one department.
Feedback Received:
 “Advisors found the form useful but mentioned students 
often forgot to fill it out in advance.”
Adjust the idea by adding automated email reminders 
with a direct form link 24 hours before meetings. Test 
again and repeat.



Are You 
Already Using 

Design 
Thinking?Discussion Dialogue Prompts:

• Which stage of Design Thinking 
aligns best with your institution's 
current approach, and which is 
least present?



CASE STUDY: Boosting Staff Morale & Reducing 
Burnout

Your college’s administrative and operations staff have 
reported increasing levels of stress, disengagement, and 
burnout over the past two years. Exit interviews cite 
unclear communication, lack of recognition, and rigid 
work processes. Leadership wants to explore innovative, 
human - centered strategies to address these concerns 
and boost morale without relying solely on budget 
increases.

Design Challenge
How might we improve the day - to - day work experience of 
our staff to reduce burnout and increase morale in a 
sustainable, inclusive way?



CASE STUDY: Boosting Staff Morale & Reducing 
Burnout - Instructions

In groups, follow the 5 Stages to Generate a Solution:
1.Empathize  – Who’s impacted? What are their pain points?
2.Define – What’s the clearest problem to solve?
3.Ideate  – Generate lots of creative possibilities.
4.Prototype – Sketch or describe a simple version of one  

idea.
5.Test – How might this idea be piloted on campus?

Approx. 5 minutes per stage

Consider:
• What does the staff actually  need?
• Where might we be missing opportunities to empathize?
• What small experiments could lead to big change?



Stretch & 
Gallery Walk 
(5 minutes)Take a quick break if you need one.

Then walk the room and look at the 
other teams' solutions before we 
share out and vote.

Posters are posted at each table station.



CASE STUDY: Boosting Staff Morale & Reducing 
Burnout - Group Reflections & Dot Voting

Instructions: Minimum 3 groups share voluntarily.
1.Choose 1 person to briefly share your group’s solution
2.Focus on:

⚬ The  use r need  (your aud ienc e )
⚬ Your b ig id ea
⚬ How you would  te s t  it

Dot Voting: Elevate Strong Solutions
Ins t ruc t ions :
Afte r the  share - out , e ac h p art ic ip ant  ge ts  a  se t  of d ot  s t ic ke rs . 
Vote  for the  id eas  you b e lieve  are :

⚬ Most Desirable (highlighter sticker):  the  id ea p eop le  
mos t  want , that  solves  a  real p rob lem they c are  ab out .

⚬ Most Feasible (neutral sticker):  the  id ea that  c an 
realis t ic ally b e  b uilt  with exis t ing re sourc es .

⚬ Most Innovative (star sticker):  the  id ea that  hit s  
             the  swee t  sp ot  whe re  d es irab ility, feas ib ility, 
                                and  viab ility all a lign.



LET’S RECAP

What did you notice across 
solutions?
Were there any common threads or 
services presented? Differences?

What surprised you?
What were your biggest revelations as 
you thought through problem solving? 

Which idea could you try at 
your institution?
As you look ahead, what is 1 actionable 
item that you can take away from 
today’s session?

What’s your first next step?
What is 1 thing from today’s session 
that you can implement within the 
next 30 days into your problem 
solving?



Design Thinking 101

Understand 
your audience

Empathize

Pinp oint  the  
c ore  p rob lem

Define

Gene rate  
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Design Thinking  is  a  human- cente red , c reat ive  p rob lem- solving ap p roach. It  he lp s  gene rate  solut ions  b y 
d e ep ly und e rs tand ing p eop le ’s  need s .
Origins:  Rooted  in enginee ring/d e s ign fie ld s , exp and ed  b y IDEO and  Stanford  d .school.
Used by: Ap p le , Google , Whirlp ool, IBM, Airb nb , e tc . and  now Colleges  and  Unive rs it ie s  like  yourse lve s .



Thank You for Joining! 
Sc an to share  your feed b ac k.

shannon@eliseenablementservices.com

Contact
Shannon Walker
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