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Introduction 

This annex accompanies the European Social Innovation and Leadership curriculum that is the result 

of Intellectual Output 1 in the project INSPIRE: SOCIAL INNOVATION AND LEADERSHIP SKILLS FOR 

THIRD SECTOR CAPACITY BUILDING (2019-1-NL01-KA202-060484).  

The main purpose of this annex is to provide educators and trainers better support when applying 

Design Based Education. This is mainly relevant if their teaching /training / facilitating has until now 

focused on programmes that are not directly associated with design thinking. They might benefit 

from summaries of insights, guidelines, and references that make them familiar with the field of 

design based education. 

Design-based education (Geitz & de Geus, 2019) is an enhancement of problem-based learning and 

competence-based education, as it is based on a learning environment in which learners are 

motivated to develop their learning with fellow learners by engaging in design activities that consist 

of real-world authentic assignments. They solve these assignments by applying six phases inspired by 

the principles of design thinking.   

 

Six phases of Design-based education 

The six phases of the Design-based Education process are: 

(1) research the question 

(2) define the core problem 

(3) generate ideas 

(4) design prototypes 

(5) test prototypes 

(6) research and improve 
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Phase 1 is about exploring the problem and determining whether the problem real is and what the 

real problem is. First, they have to distinguish between perceived and real problems. Next, they have 

to distinguish between problems that cannot be solved (e.g., in case of impossible goals or 

inadequate assumptions) and problems that can be solved by redesigning the solution approach, 

redesigning the use and co-operation between various resources, et cetera.  Phase 1 requires a multi-

stakeholder approach, as it requires learners to explore the problem from various different 

perspectives.  

Phase 2 (define the core problem) is an essential step towards solving the problem. The core problem 

should be formulated as a functional problem of a system, i.e., it should define what function of the 

system needs to be improved. Many design problems seem to define the core problem as a lack of a 

tool/method/instrument, but such a formulation of the core problem is misleading, as is does not 

explain how the system will have to improve in performance after the tool/method/instrument has 

been implemented. Hence, an instrumental formulation of the problem lacks a clear identification of 

the main performance indicators of the system that need to be improved, possibly by designing and 

implementing a tool/method/instrument or other artefact.  

Phase 3 is the creative phase of a design-based learning process. Based on the core problem 

formulation, learners design preferably several ideas or design alternatives that might be able to 

solve the problem. Some of these ideas might seem unrealistic, but the creative phase should 

welcome both realistic and unrealistic ideas and stimulate the creativity of all actors involved in order 

to develop an open mind towards the problem.  

Phase 4 focuses on developing one or a few different prototypes of the design. A prototype is to be 

seen as a proof of concept, helpful in exploring the co-operation between several elements of the 

solution, and also helpful in demonstrating the main advantages and disadvantages of the solution 

approach. A prototype can be used in a later stage to further develop the solution in a more mature 

approach that can be applied in an effective and efficient way to address the problem.  

Phase 5 is about testing the prototypes. This validation stage will involve various stakeholders and 

potential users and will result in insights and results that help to select and implement a solution 

approach, or restart the design process if no good solution has been found. 
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Finally, phase 6 (research and improve) engage learners in researching the effects of their solution in 

real life and adjust their prototypes accordingly.  

Design-based education is an approach that empowers the learning process of learners as well as 

their facilitators, trainers, problem owners, and other stakeholders. All stakeholders in will be 

engaged in the iterative process of bridging the gap between the current IST situation and an 

intended SOLL situation. The iterative Design-based education process requires professional 

competences such as empathizing, defining, ideating, applying, testing, evaluating, and improving to 

bridge this gap between IST and SOLL.  

Module characteristics 

Each module represents a workload of 1 EC (according to the ECTS system). One credit corresponds to 

25 to 30 hours of work. According to the European Commission1, it should be recognized that this 

represents the typical workload and that for individual learners the actual time to achieve the learning 

outcomes will vary. 

 

Each module consists of several learning activities, probably organized in one or more lessons. Every 

lesson and activity has intended learning outcomes. We used the Revised Bloom’s taxonomy (see Figure 

1) to describe the intended learning outcomes with appropriate verbs in order to help the learners to 

determine what value the learning activity will have in their learning path.  

 

Learning activities describe what a learner should do to achieve the intended learning outcomes. This 

can involve individual study, reflecting on a video, or joint design or analysis activities (also denoted as 

assignments). In a lesson, we offer several options for the learners to test whether they have succeeded 

in their learning, for example by offering self-tests, quizzes, peer interactions, asking for contributions 

to discussion fora, et cetera. These tests often offer learners possibilities to receive feedback, either 

from the learning management system, or from peers. In a physical learning environment, facilitators 

may also be involved in providing feedback. The modules have also been designed in order to provide 

 
1 https://ec.europa.eu/education/ects/users-guide/key-features_en.htm 
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advice to learners on how to proceed with their learning path after completing a learning activity. We 

identify ways to deepen their knowledge, broaden their knowledge, or continue with other topics. 

Finally, a learning activity may include supporting materials or references to sources where additional 

materials can be found. We used open source materials for the activities. 
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o  

Figure 1 Revised Bloom's taxonomy for intended learning outcomes 

The number and length of learning activities may differ among the modules. However, we offer learners 

choices within modules based on their own learning ambitions, so we facilitate alternative paths 

through the module, as learners differ in their initial knowledge, preferences, learning styles, 
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preferences to engage within groups or individually, and their learning ambitions. Hence, the total 

workload of the set of learning activities might exceed the estimated workload for the whole module.  

A facilitator should help learners to select the most approporiate learning activities. For example, the 

learning path of two students within the same module might be different, as depicted in Figure 2. Still, 

the design of the lessons is similar: every lesson offers various options for a learner to engage with the 

topic: prepare, individual study, joint work, design activities, training options, and testing options.  

 

 

Figure 2 Different learning paths within one module 

 

Lesson template 

We have used a lesson plan template that consists of a description of the various learning activities and 

who has what role in these activities: learners, instructors, or both. 

Template lesson plan 

Module title:…………………………   Lesson title/ topic:………………. 

Module objectives:    Lesson objectives: 

Length Content Lecturer activity Learner activity Materials  Module objective(s) Other 
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Tools for facilitators to support design-based education 

In this curriculum, facilitators may benefit from using several design-based education tools. We 

discuss two tools that the developers of the curriculum have applied, which has resulted in specific 

learning activities and learning paths for professionals that would like to engage in learning on social 

innovation and leadership. 

Personas 

The first tool that has been used in developing the curriculum is a description of various personas. A 

personas description might consist of the following elements: 

Name  Photo  

Personality characteristics 
● Gender 

● Age  

● Marital status 

● Children  

● Archetype 

● Attitude towards technology 

Personal characteristics 
● Ambitions in life  

● Frustrations  

● Personality trait 

 
Description of learning style 
preferences (e.g., when to learn, how to 
learn, with whom to learn) 

By developing several personas, the design of learning activities and learning paths becomes a process 

in which these personas seem to be involved as virtual stakeholders. When facilitating the learning 

activities, a facilitator may also benefit from these personas, as they help to have an open eye for 

various diversity aspects among the group of learners that require a different type of support, feedback, 

or acts of motivation.  
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Figure 3 Personas example 

See Figure 3 for an example of a personas description that might help to inspire you to develop your 

role as facilitator towards this potential learner in the curriculum.  

 

Inclusive Design Canvas 

The other tool that we have implemented in order to design a curriculum based on principles of design-

based education is the inclusive design canvas (Figure 4).  

 

Figure 4 Inclusive Design Canvas 
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The canvas depicts the intended target audience and aims for the module (left side), the main activities 

to achieve these aims (middle part of the canvas), and the way we allow for measuring the outcomes 

for learners, facilitators, and efforts of the organization. 

 

For facilitators, the canvas provides an overview of the main choices made for this module. This helps 

to guide learners more effectively along their learning paths. 

Conclusion 

The curriculum intends to engage students in learning activities that are relevant for the practice of 

managing and leading innovations in social organizations. We do so by offering learning activities that 

are framed within a design-based education approach.  Learners that engage in these learning activities 

need support of a learning management system in which the materials are made available to them, but 

also from peers (fellow learners) and facilitators.  


