SOLVE AND SERVE: USING HUMAN-
CENTERED DESIGN

#CHANGEMAKERS

Juliana Good | Lead Changemaker Coach

UNH Changemaker Collaborative
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Social innovation is a methodology fo
social change with elements of
systems thinking

solution orientation
Innovation

scale

financial sustainability
Impact measurement
assessment

collective impact

Kim,Krampetz8 Ansari (2018) Changemaker Campuses: How Higher Education Can Use Social
Innovation to Better Prepare Students, Transform Campus Culture, and Lead Society toward a '
Better Future
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STUDENTS FACULTY
A Engage with faculty
Interested in incorporating
changemaking into their
teaching & research
A Provide them with the
necessary tools, content,
connections & resources
A Creating an expanded
cohort of faculty
ambassadors engaged In
social innovation

A Engage with students
hungry to make a positive
Impact

A Provide them with the
tools, skills & habits, &
opportunities to apply/hone
those skills in real-world
settings

A Creating effective and
empowered change agents

BUSINESSES AND NGOS

A Engage with those
committed to positive impact

A Provide them with well
trained & supported students
to help them advance
strategic social innovation
projects

A Creating a future pipeline of
talent and advancing triple
bottom line performance

To inspire, train and support th

Our M ISSIC)nnext generation of changemake




Embracing this problem solving technique
means:

WHAT DOES

Abelieving that ALL problems , even the

GINORMOUS ONES, like poverty, gender IT MEH

equality, and clean water, are solvable
Abelieving that the people who face those To BE ﬂ

problems every day (the community) are the

ones who hold the key to their answer HUMEN-
Abelieving that it is only by working  with these

community members that innovative new CENTERED

l ut i actia need .
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How to drive useful innovation
with Design Thinking?

USEFUL
INNOVATION

DESIRABILITY

WILL PEOPLE LIKE IT?

FEASIBILITY VIABILITY

CAN WE MAKE IT? CAN IT BE VIABLE?

Design Thinking powered by BayBridgeDigital

CREATE
REAL
IMPACT

By starting with humans,

their hopes, fears, and

needs, we quickly uncover
what 0s most desi

Once weobove deter
range of solutions that could
appeal to the community
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then start to home in on what

Is technically feasible to

actually implement and how

to make the solution

financially viable.

't SR S o e by el WA |
to designing solutions that
are successful and

sustainable. @

Adapted from | d e o . Feld@obide to Human Centered Design & Design Thinking Playbook



ORALB Case Study

AEver wondered why toothbrushes for Kids -
are really fat?

ABefore 1996, all the toothbrushes sold for
kids were as thin as the ones for adults but
only shorter in length

AOralB approached the design firm IDEO '[Q
design new toothbrushes for kids

AIDEO team watched kids brush their tee
AWhat do you think they noticed?



Results of ORA
Kids Toothbrush
Redesign

AKids hold toothbrush totally
different from adults

AAdults have greater dexterity in
their hands and tend to use fingers
to manipulate the toothbrush with
fine movements

AKids grab the toothbrush simply in
their fist



=, FROM: THE D.SCHOOL

Stanford dSchool Virtual Crash Course

LICENSE: CREATIVE COMMONS
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Design On

vrmiio: R@design the gift-giving experience...for your partner.
Start by gaining empathy.



https://dschool.stanford.edu/resources-collections/a-virtual-crash-course-in-design-thinking

EMPATHIZE

Conduct research

to develop an
understanding of

YOur users.
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1 Interview
8min (2 sessions x 4 minutes each)

fy " 13 .
Notes from your first intervie w

GAIN EMPHATHY

Interview
your partner
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EMPATHIZE

Conduct research
to develop an
understanding of
your users.
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2 Dig deeper
8min (2 sessions x 4 minut
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MNotes from your second interview

DIG DEEPER

Ask OWhyo
Often.

TR e R
really
Important.
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