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A full-cycle design project to 
kick off the fellowship.
DPs (design projects) are a tradition of the d.school. These challenges are typically framed by the 
teaching team and given to students (and usually address topics outside the students’ normal 
work). By contrast, our concept in this DP1 is for you to scope a challenge that is a subset of your 
own fellows project. And then, with a particular focus, complete a ‘full cycle’ of design (engaging 
users, synthesizing, ideating, creating prototypes, and returning back to users to test) to address 
it. Our objectives are to significantly advance your (overall) project, allow you to practice design 
given a clear but adaptable scaffold, and to compel you to close the loop (move from engaging to 
creating and back) in a short cycle.

Attached are three things:
DP1 challenge framings for each fellow,
A Scoping Guide, and
A Design Project Guide

The challenge framings are our suggestions of how to focus your DP1 work. Take this suggestion, 
adapt or change it, and scope your design challenge with specifics for the 2-1/2 week cycle. Then 
use the Project Guide as a handbook as you work.

Deliverables and Dates

Sept 4 (noon): Design Project Scoping Draft due (conceptual approach if not specifics)

Sept 18 (noon): Final DP Scoping due (specifics of Five Elements); first Fellows Journey Post due.

[Sept 19: Official DP1 start date.]

Sept 20: Come to Studio with notes from at least one in-depth (end-user) interview

Sept 22: Complete and synthesize at least three (end-user) interviews. Bring unpacked interviews, 
insights, and point-of-view statement(s). (Complete at least six empathy engagements of end users 
and two of other key stakeholders by the end of the project. Unpack the fruitful ones.)

Sept 27: Bring How-Might-We brainstorming questions you used, and at least three Idea 
Dashboards (one-pager describing a concept), and thoughts on how to prototype those concepts.

Sept 29: Bring prototypes (or pictures of prototyping) to show. Have at least two tests/experiments 
in play.

Oct 4: Final presentation: six minutes to show your work. Share your research and insights, 
concepts, and learnings from experimentation. Also, how does the work inform your overall project?

Design Project One  



DP1 challenge framings
The framings written here are suggested approaches for focusing your efforts over the 2-1/2 week 
project. We ask you to scope your design challenge specifically, by writing a succinct challenge 
statement, as described in the Scoping Guide. The suggestions we have made are proposals that we 
think will be fruitful for a short project and productive as a piece of your overall projects. You can take 
our suggestion or alter it. In either case, use the Scoping Guide to aid your thinking in how to scope 
your design challenge.

Angie

Mario

Mark

Mick

Sydney

Work toward creating solution(s) that exist outside of 
the school/cafeteria space that positively affect healthy 
eating in school (for low-income and/or racial minority 
students). Focus on a specific grade level (or two) at one 
or two schools for whom feel you can make impact. It 
may be useful to start with one gender as well.

Pick a specific company/organization (with socially-
conscious employees), who are perhaps not engaged in 
giving as much as they imagined they would be (5 years 
ago). Design solutions and interventions to engage these 
employees in giving. Work to increase their giving and/or 
make them more intentional about their giving. Create at 
least one non-tech prototype for this DP1.

Pick one agency/organization that serves the homeless 
in the Bay Area, and focus on the people who use that 
service (at that location). Design a way to capture useful 
information/data (useful to the person or the serving 
agency) of the homeless. Do this at (some level of) scale, 
but create at least one non-tech approach.

Find a specific organization or association of older 
people and focus on its membership. Understand 
their beliefs and attitudes toward climate change (and 
willingness to take action). Design an intervention that 
spurs true action by members of this organization (plant 
trees, campaign, lobbying day, etc.). 

Find a local government team with a challenge that 
could benefit from Human-Centered Design. Take that 
project and do it — designing for the end users (U.S. 
residents/citizens). Communicate your findings and 
solutions back to the original team with the goal of 
having them implement (or build on) the results.

Step back from the 
cafeteria setting, and 
gain deep empathy for 
a specific student group. 
Take the opportunity to 
think outside the cafeteria 
(a space you know well).

Understand the existing 
needs and beliefs of this 
group, and see how you 
can respond to those with 
solutions that make them 
more giving or thoughtful 
about giving.

Test the assumption that 
people will be willing to 
share the data that you find 
would be useful.

Focus on designing and 
creating interventions to 
change behavior. Your goal 
is to see the people for 
whom you design actually 
take an action during DP1.

Take the opportunity to be 
fully in a designer role, not 
a coaching role. Go deep 
into a specific project and 
experience what happens 
when you reintegrate with 
the implementation team.
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