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Adventure design thinking
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In response to the Fourth Industrial Revolution, students learn design

thinking-based problem solving methodologies for business innovation.
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adventure design, design thinking, 4th Industrial Revolution, Business

Innovation

a7 2 Fued

. O ' &
Taa,

. E ujojct,

. | vele,

R e =
u st ASRE ohA] ue
AAE 7125} oA 43R Ciatel 87,

CJ&FQl AbRL, ABE 2 A 2010
= Au|A oA 9l A7),

KPCB ‘Designln Tech ¥ 114} 2015-2016’
71204 DARER] Rtelol g stet |

IDEOX & “dgstet, AGAE 2010
e Time Brown, Design Thinking, Harvard Business Review, June 2008

IDEOX ™

shglojciof, 2017
stal) 2016

ZYsta

= 2o zA] 7o Ug o
cAFel Aol St}
1| Oxke 7ol Hol £4 9 Tixtel 7917}
Okl 7o) SAe Bo10lv}e
5 CARRl 7] gt 2E HArRl A7 U e
Atel rtel W7 28 AR
AElA AR Al
3 ol g7 A FA9 AL
SAlS oJet BIYH
4R ARl o
4 4z} AtdElg ol T AxF Atd SR g
47} Ariegel 57
O 'B3H7]4 o]ZK]= A}EOIEUl =glo t dlIr E:
5 47_<]' }‘\l_%ls_%ugg 8_11@]7]% B 1:17]E' ]o ]o ]'E'x_ 1}\, EEI'T— = ﬂol 1
2ot 7%
AMAxEe] AULES
47 AP w]my A o) Sares
6 o Mzo] AulAst
T M| A0 1 s}




Ot A7 m2AA

ARl A7 T2 A TOA

7 ARl A7) m2A|A0] EX]
Maoh 1o gArel A g f12.9] ®
I9A: 343517] - Empathize
o t]xfol W7 T2 A A 297 A st~ Define
2,357 3Al: ofoltjo] 7]~ Ideate
9 gArQl A7 m2AA 4971 A|AIAF - Prototype
4,507 S5TA: Al ASY5E7] - Test
0 A Re) ol it A g B ol
10 B2y Alzher 27 7R o A
A2E Fe] Az = EE
11 A2r el =t QIChetE, ohelt §3, 2AIER]
12 ofoltjof 7]=] A7 ofojtjo] 7]=] Az, ofo|tjo] 7|g] Tt
Hl=yA wHlof] Aoj gl 14 @4
U 2UA ool R A
13 | wAgA 29 gakl |7 2 A

HAUA 28 A

MmU2 B9 A A




