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I, Preliminaries

1. Theoritical Background

1.1 Design Thinking Process
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g. 1. Design Thinking Process of D School

1.2 HENH
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1.3 ChatGPT
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Table 1. Revised Lesson Plan

Session Contents
‘Introduction to Design Thinking and Empathy

Session 1 Phasg .
‘Overview of ChatGPT and how to use it
Practical Activity: Experience with ChatGPT
-Creating a plan for empathy activities

. -Practical activity: Developing personas using

Session 2 ChatGPT  and conducting in—depth
interviews for personas
‘Review of Design Thinking and Empathy
Stage

Session 3 | -Creating empathy maps using in—depth
interviews for personas
‘Discussion and feedback

IV. Conclusions
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