
1 
 

 

 

TECHNOLOGY AND INFORMATION 

SYSTEM 

SEMESTER I 2020/2021 

SECP1513-06 

DESIGN THINKING REPORT GROUP iX 

 

 

LECTURER: DR. MUHAMAD RAZIB BIN OTHMAN 

SUBMISSION DATE: 15th NOVEMBER 2020 

 

 

 

 

 

 

NAME OF STUDENTS MATRIC NO. 

LAI CHEE YEE A20EC0199 

CHEAH YAU KHIN A20EC0185 

MOHAMAD HAZIQ ZIKRY BIN MOHAMMAD RAZAK A20EC0079 

WONG HUI SHI A20EC0169 

OMAR MOHAMED ABDELFATTAH IBRAHIM A20EC4047 



2 
 

Table of Contents 

 

Introduction              3 

Detailed Steps and Descriptions           4 

Detailed Descriptions            5 

Design Thinking Evidence           6 

• Empathy             6 

• Define             9 

• Ideate              9 

• Prototype           11 

• Test            11 

Reflections            12 

Task for Each Member          16 

Reference            16 

 

List of Figures 

Figure 1:  ......................................................................................................................... 5 

Figure 2:  ........................................................................Error! Bookmark not defined. 

Figure 3 : ......................................................................................................................... 7 

Figure 4 : ......................................................................................................................... 8 

Figure 5 :  ...................................................................................................................... 10 

Figure 6 :  .......................................................................Error! Bookmark not defined. 

Figure 7 : ....................................................................................................................... 11 

 

List of Tables 

Table 1:  ........................................................................................................................... 4 

Table 2:  ........................................................................................................................... 8 

Table 3 : ........................................................................................................................... 9 

Table 4 : ......................................................................................................................... 12 

Table 5 :  ........................................................................................................................ 16 



3 
 

INTRODUCTION 

Design thinking is a process that we seek to understand the user, challenge assumptions, 

and find the right find solutions or strategies that are tailored-made for the complex problem. 

It focuses on human-centered problems and the people solving them need to come up with 

innovative ideas or human-centered designs to meet those needs. Other than that, design 

thinking is very helpful for people nowadays because it can be used in any fields such as 

business, education, technology, and many others. Design thinking not only gives us a way for 

us to solve problems efficiently, but also a unifying language for us people to give out a better, 

more creative solution. 

There are five phases of the design thinking which are empathize, define, ideate, 

prototype and test. In our opinion, we feel that one of the most important parts of this project 

is the prototyping stage and it is the stage where we get to validate our ideas and to see if it is 

the right fit for the given problem. Design thinking is more than just a process, it sheds a new 

light for people to think outside the box and make innovative solutions with the right things in 

mind. 
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DETAILED STEPS AND DESCRIPTIONS 

 

Table 1 
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DETAILED DESCRIPTIONS 

Problem 

 The problem that we faced throughout every interview is that the students are difficult 

to know their size accurately when shopping online. Due to the Covid-19, everyone needs to 

stay at home, so many people started using online shopping apps to buy their daily supplies 

especially clothing. But the problem is sometimes the size stated in the apps is not precise and 

cause the buyer bought things that cannot fit on them. A few buyers also do not exactly know 

whether that cloth suitable for them or not. Most of the people afraid that they will regret buying 

those things. 

Solution 

 After all the problems are identified, our group has a brainstorming session. We gave 

out our ideas and solutions to solve the problems. Finally, we came out with a conclusion. We 

decide to create an augmented reality (AR) online shopping app. This app can help the buyer 

to have a look on themselves wearing or dressing the specific products before they purchase it. 

With this AR online shopping app, the buyer can have a look on the products in 3D and try on 

it by using their mobile phones. When the clothes are not exactly fit on them, the apps will 

notify and recommend the best choices for the buyer. Through all this, the buyer can buy their 

favourite clothes with more accurate size and with no regret.     

 

 

 

 

 

 

 

 

 

 

Figure 1: Four out of five of us brainstorming questions for the interviews 
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Team Working 

 Teamwork is very important for us to succeed in doing this assignment. We had some 

arguments of ideas and opinions during the meetings, but in the end, we accepted each other’s 

opinion and finally come out with a conclusion that agreed by all the members. We also have 

a brainstorming session on how to solve the problems. During the discussion, each of us 

contributes our ideas and we discuss among each other. Besides, all members also have great 

discipline to attend the meeting to have the discussion. Furthermore, the tasks given are also 

distributed to each of us and everyone were also responded in the group whenever any of us 

need help regarding the task. We also discuss about how the prototype can be designed. As a 

conclusion, every member took responsibility in participating every meeting and help each 

other in doing their tasks. Responsibility, punctuality and cooperation can be shown while 

conducting every meetings and tasks.    

 

DESIGN THINKING EVIDENCE 

Based on our findings, we found out that people are having a hard time to shop 

especially for clothes during this pandemic. Instead, they spend a lot of time on their 

smartphones and tablets to shop online but have difficulty to know specific sizes and 

suggestions for clothes. Therefore, we decided to make a mobile application to allow people to 

shop for clothing and accessories with features such as a virtual fitting room, similar clothing 

suggestions and more. 

Empathy 

Empathy is vital to an arrangement of human-focused improvement, for example, plan 

thinking, as it encourages you to put aside your own reality discernment's and increase genuine 

understanding into clients and their needs. Empathy helps us gain a deeper appreciation and 

understanding of people's emotional needs, and the way they see, understand, and interact with 

the world around them. To empathize, we should observe, engage, and immerse.  

In the observing step, we interact with other users to find out the problems that they 

face. The information gathered during this step is interpreted to find out the core problems. 

Therefore, our main target audience are consumers who have difficulty to do clothes shopping 

during this pandemic. Moreover, consumers are opted to shop online which can cause difficulty 

to most people.  
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Next is to engage. To find out more on our problem, we have carried out the research 

by interviewing two people to have a better view and perception regarding to this problem. The 

first person we interviewed was Associate Professor Mohd. Murtadha Bin Mohamad 

through the Webex Meeting Client. He is an Associate Professor in Faculty of Engineering, 

School of Computing in Universiti Teknologi Malaysia (UTM). There were more than 150 

computer science students who attended this interview to ask him questions regarding their 

assignment.  

 

 

 

 

 

 

 

Figure 2: Interview session with Associate Professor Mohd. Murtadha Bin Mohamad 

 

 

 

 

 

 

 

 

Figure 3: More than 150 students attended this interview. 

Unfortunately, there were too many students who were trying to ask the professor questions. 

Thus, we were only able to ask him only one question which is, what are some of the problems 

from shopping online through applications. 
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The next person we interviewed as our respondent was a student from UTM. We interviewed 

him online through the online Discord application. 

Figure 4: Interviewing a student from UTM 

Here are the questions that we asked him and the answers that he gave: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Table 2 
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The last step in empathy is to immerse. From the interviews that had been carried out, 

we were able to see the pattern of the respondents’ thought and their problems in dealing with 

shopping online for clothes. From there, we started to brainstorm for creative ideas and solution 

to overcome these problems. 

Define 

The define stage is where we gather information from the previous stage to define what 

is the main problem that faced by others. This is where we analyse all the information that we 

gathered from the empathy stage. After that we were able to identify the core problems to be 

able to define the problem in a human-centered manner. Therefore, based on our analysis, here 

are the main problems that we can derive from the empathy stage. 

Table 3 

Thus, we can see that the current pandemic gives out a hard impact to users on how they 

would like to shop. We have decided to help to overcome these problems by understanding 

them so that we can have the best solution that will be result the as our prototype. 

Ideate 

Ideate is the phase where the goal is to brainstorm and generate ideas which can be 

possible solutions to a problem. This is where we apply our critical and thinking skills to 

discover answers for the problem as there is no single right method of tackling the problems. 

We gathered in a video meeting and started throwing ideas around from multiple views and 

perspectives and noted them down on Google Jamboard. During this phase, we listed all the 

ideas followed by the filtration process. Then, we chose the idea which is most likely to be our 
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solution and prototype. After some discussion and deliberation, we decided on which 

prototypes to make. 

Figure 5: Brainstorming ideas and solutions with group members using Google Jamboard 

 

 

 

 

 

 

 

 

 

Figure 6: All the ideas and solutions given by each group member 

Prototype 

The prototype stage is where the ideas generated from the ideate stage is brought to life 

into the physical world. We had many rough prototypes with different versions and features 

implemented into it. In the end, we decided to make a prototype mobile application which 

primarily focuses on shopping for clothes and accessories. The features include an Augmented 

Reality (AR) based virtual fitting room, a price comparison feature between products, provides 

similar suggestions to the clothes you may want to buy, parcel delivery tracking and links to 

the brands online stores for easy purchase.  
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Figure 7: Our final prototype. 

Test 

Testing phase is where we let users test out our prototype and see if it solves their 

problems and get their feedback while at it. Due to COVID-19, we were not able to show the 

users our prototype physically but instead we demonstrated it by video to the target users. 
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Table 4 
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 TASK FOR EACH MEMBER 

 

Table 5 
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