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USN

First/Second Semester B.E./B.Tech./B.D*sIHn Degree Examination,
June/July 2GI24 *

lnnovation and Dd&$h Thinking
"$l$lw

e *diru 
- 

d-\
Time: t hr.l *:-h6* ffiax. Marks: 50

*iru .lW ffid$
INSTRUCTIONWO THE CANDIDA}OS

r#

1.

2.

3.

-{X*p' "':'
Use only Black balt noint#W&flwriting / darkeningffirebircles.

For each question, affip#cting your answef,oJle?ken the appropriate circle

corresponding to tk{utne question numbe&qr.the OMR sheet.

Darkening trvo cirg[dffior the same question g-raTes the answer invalid.4.

t.

Darkening two cirg[6#Tor the same question

Damaging/ovffiffiing, using whiteffiss

Darkening two cirg[6#Tor the same question gnakes the answer invalid.

Damaging/ovffiffiing, using whi,tfffi on the OMR sheets are strictly
rC- ,"+ - ue' $

Answer all the fifty questions,lqffirestion carries one*gl,gk.

.i9

Ueslgn$ruUffimg fS :.i..r), l*r:
a) A@eis that allows enginffihnd designers to crffiffiew and innovative solutions
to business challenges. *.:*'u mr* &

b) An iterative, norliior*nqrdess which focuses'ffioilaboration b6tween designers
and users *@ ,M - **"7
c)aandb fudeY r&Tr* *, 

\P

d) None of these * '' 
ffiL W *^:,, 

-
o,l None o"nttt ," - ffirufufl --*fu2. Select the corre@orilder of the differeqt smgeb of design thi@e.
i) Empathize ffi$",Define iii) Idffigre/iv) Prototype . v) Test
a)ii-iii-ivrv{i %"} b)i-ii*iiiliv-v

.@...ac)ttt*lv&:v-I-ll 'Se-*[" cl)w..Vr-I'-ll-lll
4:tm)?b m, \lW ildd$*e Y

c)lll*lv&*v-r-ll
r.u(t.aia&

3. Whicfu;Mthe following
a) Embrace experiment

c,rrr*,Tm#-I-, ,*W$* q,wfu&';I-,-,r
Whiffithe following priniiifi,tx are not consideied for design thinking?
a) Embrace experiment@W ' b) Human centric design

g}r1font centric ";1J gffiattern identification for problem solvingo,pflont centric 6@uttern identification for problem s

r$$#.@ ,*W*SW ffiY
au, l."rS empathize oneffip-" 

a; Observe %ffi*U Engage ,*"" * c) Listen d) All of these

5. Which of thefuhdwing are not ffiil]#r$visualization?
a) Maps qqm " b) Images*'l c) Stories d) Videos

6. Journey mapping is also

a) Path $)-ffirience c) Conduct d) Feedback

7. Which of the following afle not tools of design thinking?
a) Co creation **U 

-b) 
Proto typing c) Mind maa) Co creation 

,*fu,= 
-b) 

Proto typing c) Mind mapping d) Online mapping

B. Which designfuffiing phase is closely related to the creation of an minimum viable
product (MVS)?"
a) Empathizd b) Prototlpe c) Ideate d) Test

ffi 
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9. Which one is the minimum viable product?

a)

c) Both a and b

How can the theory and practice of design

a) Theory provides a set of rules to fo
effectively.
b) Theory and practice are two
c) Theory provides a fr

cesses that do not o;erldP.
ive problem solvqSlifurhile practice develops
ttrnrL af:Fentit 

"fo#*\Y

b)

of these

10.

the skills and knowledge to

11. What is real-time desi capture and

a) A process of
b) A method of

feedback after the process is complete.

c) A technique
d) A way to

c) Limiting
d) Only

16. Why is empathy imPort design process?

a) It ensures all desi ns are final
b) It brings perspect expertise to the design process

d) Theory and practice are i
framework effective$ff
lable and can be used in anY order.

fi'

12.

b) User rntgffi interactions

d) User SppEhase behavior*
M-.W'l #^

siggthffi<ing? t'* \13. What is the importance o$ffiaboration in desigqthinkmgl Qo ,

a) It speeds'p'l:1':qw:.:.::'-^-^^-^,^ **** ' '
ioninaesi$Pi

.u&.:&l
b) It eliminates the need fuf user research* q* " q o"

c) It ensures all depigddecisions are finaH Fq"'
i1 It ur*g, aiveryp,Er p.rtlr.t and qpw6x-l to the desigr@ess'- r *tv u& v

!B& i - {*1&L:^ ;r , -Jr r tl
r *ty *^u*& yh**-sl , - i

t4. what *. rorn#hilital tools that caffidnable efficienqcdtlaboration in design thinking?

a) E Mail," s '* *^ ,* ff-*
b) Socia-[ryfredia platforms #q S tu.sru'

c) Video: conferenc ing and co ll#oration soft ware

d) D_psi$n software . *q',7.-s*-"'--- *_ # *;,5*
l5*du.$ftat is empathy rqi$MlfEli?

c) It speeds up thq, desi$n Process
d) It results in p@ii* that meet users needs and desires.

' ,,,1\

ri?r

ro ttrat appeal to*;l-qils emotions
mber of user pqffi in the design process

products based'& market research.
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17. What is the benefit of empathy in design?

a) It guarantees success in the market
b) It speeds up the design process
c) It ensures all design decisions are final

a) Collaboration between designerr-*fro- urr gffifrirally separated. -
b) Collaboration between designers and mffi.hfltwK. *fu
c) Collaboration between designers andgcfi*nes *:*' r.
d) Collaboration between designers froffiferent industries. _*-

dfl

19. What are some challenges of disqQr[,$fldesign collaboratiorffifu
a) Limited access to digital tooffi 6r' * *
b) Technical difficulties andffiibtivity issues **i''

c) A lack of clear communicptffi channels o*. d
d) A limited pool of exgffi and perspectives 

^\l&*PE "
20. What are some begnfiffireal-time interaction apddralysis in design thinl

eU

d) It leads to more meaningful and impactfulproduoffi$
- , .o

18. What is distributed design collaboration? *6fu 
n

- *F"* Wtr. .

and sales data o66 v*
nck throuehout theYnt,&*f-s$!l w

-'------T,;-"-'------l#$[fu:&n
#8qffi$S .a$h \f )r , . - ii*

23. WhaGb the role of empathminfubsien thinkins in IT?

b) To shoui&dse IT capabil.itieqwto stake holders.
c) To impress user with c#ffii&g edge technology.
d) To ensure comnlianqffi industry standards and regulations.

*qetur ##-
20. What are some bepnfiffireal-time interaction apddralysis in design thinking?

a) It allows for quffind agile decision making "

b) It limits the r&iiftbdr of team members in$ffirea in the design process

c) It eliminares +li6heed for user researctiuffi'testing
d) It redu-c@{he amount of feed back regieived from users.a) ft reOgffi amount of feed back repni%d from users.

A

21. Howman rHi ti*. interaction argffiysis be integrate{*i{1ythe design process?

a) By iiiffducting user research ffi6sting at the eird.ffi'design process only.
b) By eliminating user feedback and relying solelffiffisonal preferru[mffi.

c) Bv analvzins market trefiHs and sales data o&r bry " ,-i - vc) By analyzng market tffi*[m and sales data olffi6**v *'"*"]r
d) By incorporating uqr.tepdback througho# SreYntire design proc"i*s.*** {ry** ,- &

What are some co#rm6n tools used in th&ffihy phase of d-*gkn thinking?
a) Persona deve@pnt and user intepie6s.,'F fu
b) Brain storffiffimd ideation sessi0&,* '"o/

c) Sketching affirototyping hffih \ d

a) useffi and feedback#Wis. 
__={ffi

3. Wha6ii the role of empatffiffisign thinking in*IT?
a) Tq uriilerstand the ne"dffiihallenges oS{f users and stake holders.
b) T6 create visually upp*&ng IT products'ffiservices.

* "'ffi To ensure compl*Aittffi$ ririth industry staridards and regulations.
*lt$ To increase proftsr-ftir the IT organization.

24, What is the iffitance of proto$6iffiin design thinking in IT?
a) To test ffiffifme IT product$'t{iiB services before launch.

25. What is the goal o usihg design thinking in business process modeling?

a) To create vi ing process diagrams.

b) To stream
c) To reduce

operations and increase efficiency.

d) To coqplywith
ery",W

l**...\
," j

tF,

s

for the organization.
industry rigulations and standards.
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26.

27.

what is the importance of prototlping in design thinking in bffiss process modeling?

a) To test and iefure pro."r. -oi.tr before implementation.ffi'"
b) To show case the otganizations capabilities to stakelqffi'
c) To impress users with cutting edge technology *$Wry
d-) To .rr,r.. compliance with industry standards and ffirlations'

dq&., 4s

What are some conlmon challenges that cgnffiddressed using design thinking in

business process modeling? ; W e"

28.

@30. What *fro-r coilrmon challenffithat can be ad$ffiffising agile desoign thinking?

a) Inefficient design procerys 
P?t Y:',i'-iT:-*WH:';-^_" n"5'a) Inefficient design process€s frat waste time andffiokces. -'{#

bj roor communiJatiln uodtrtlaboration Uetwffiam members. {. *i
cj Resistance to changffi users and stakfqd#ffi d +& 

*
d) All of these qd q t b &

.n 4P &efl *fu*\. - ifl A \.
31. What is the g"qff@ using agile tecftg8lffi in virtual @fforation environments for

busmess process mooelngr * h* e"
a) Inefficient processes that waste time andues<iurces. uil{* h

-- --:^^L:^- ^-l ^^tl^L^-^+:.&.^lW,oo-,lanarfmonto f'=*'\P;i i;;;;;"-#rnication and collaboratiffit$een departments. -" ;%#-., -^^r-^i^r.r^-^ 
**l

ciResistancetochange fromprocesqgseffb6ndstakeholders- d
d) All of these d,ru$W &.*

,Mt*B+

What is the goal ofusing aSilgffi-ffiaobgy in design thin&@?
a) To create aesthetically plffi4ffi*designs d
U) fo increase effrciency*run&p%ductivity in the deslqsprocess

c)To reduce costs fortrffianization ffi
d) To comply with I

g|,4trrzi,alltt
regulations and standaffis.

29. What is the imppffi of prototyping in agffiesign thinking?

a) To quickly teftfrhd refine design ideary5g
b) To showcisfiesign capabilities to stoffilJiolders

c) To ffi&mdsers with cutting edgl te$hnology

Q To"dffi compliance with indq&standards and

d) All of these 
*s

design thi

llesigns

qesrgn tIrurKurBT!*'B ft& , s
a) Ti create qp-sthetically pleasing tl@ot ***'
b) To inct'epsb efiiciency andpffsctivity in ttre 

ffi{-iirocess.i rorffiffi costs for the orffiffiation ".-,

a) fo*Frriply with industffiffilations and standards

{ry b* .,@.
32. ..Why is scenario basgd Hffityping imporyg4it.iri innovation design thinking?

o*b)it allows for fa*ffivelopment ofprot6tfpes
'--ry b) It helps to ideffi$btential usab!|itya{ssues before the product is releasedb) tt nepr to ideffiffitential usab!|itya{ssues before the product is released

c) It reduces the ed$t of creating pq@pes
d) None of ffi ffidY,]ry - 

-*/
What is the ffist step in scenariS based prototyping?33. What is the'ffist step in scep.ari$ based prototyping?
a) Creating a detailed tedmi&ul specification
b) identifying potentialfuryT and use cases

c) Buitding a physicaSnffbk up of the product
d) None of these.

" ,,1'n,'r"* 
T

*

ivelopment of
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W
.- {* *'

'ii

;n thinking?ffi@;h
value protre-.-}-[i'ion of a design solution.
lecification foi' a desisn solution.

9) lh. processtfevaluating the eftffiness of existiq8 desi8n solutions.
d) None ofil{Ese &r, 

-' lffi
ffieult
iglf thinking?

other degisrf-teams to create the best solution.
imits to create innovative solutions.

-l
34. What are the key stages of the design thinking

a) Ideation, testing, and implementation
b) Empathy, define, ideate, prototype and test
c) Planning, execution and evaluation
d) None of these

What is storytelling in the context of design
a) If is the process of creating a narrative
b) It is the process of creating a story
c) It is the process of creating a visual
d) None of these

35.

36.

37.

38.

39.

What are some common tools
a) Scenario planning, trend
b) Prototping, user testing
c) Market research,
d) None of these

40, Wha@&ryktreme competitfiffiiffie context of
a) T[e ptocess of coml
blThe process ofpush

ffi.hum T:q in strateglqfuesight?
Ind expert interviews 3";*"',:"
ive design \

rtch. ffi
design so$ffi.

b) The process of creating new@esign solutions frqqq $er*atch.

c) The process of evaluaffie effectiveness o6exlsttng design solr

d) None ofthese *p *, *._refl,$d ffi** @

What is value rede-finiSion in the context
a) The process Gi#Sntirying and
b) The procesq;ffitreating a detailefufffinical specification foi a design solution.

- '%J *\
41. What is expeffi design in thq€---ffi.}t of design thinking?

a) The proces#Mdesigning phyl-fH#l products and services.
b) The proithS of designing digital interfaces and interactions.
c) The process of designi$Shglistic experiences for users across all touch points.
d) None of these ffik,u"" 

,S

"*r)'I!. process of iollabbihting with conryryiitbrs to create a joint solution.
fuffifl None of these4tq.fu; o **

l*l ;

d) None of,t
,4w'iti*i3 1

fl;* -V

42. What is standardi in the context of design thinking?
a) The process ing standardized design solutions.
b) The lowing a standard set of design principles.
c) The proces,l 'establishing standards for design processes and methodologies.

lSse

What are some
a) Empathy

c) Market
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43.

c) The process of making designs more aesthetlcatty.B'leq

d) None ofthese : #
44. How can a creative culture be fastened in the ddffiphinking process?

a) By encouraging risk-taking and experi

What is humanization in the context of design thinking? ,*tu

a) The process of marking designs more human centered anffiathetic.
U; rn. pro..., of makinfdesigns more technically advgffi-Y
c) The p.oc"ss of making designs more aesthetically pJeauiasi'

\@" d%H. W dr.

50. Canp6idgn thinking UeffiFffi-in professions4uTside of design?

.,,11#fut ,** ), Lit ''iwalse

,€'

o,) Dy gLtvv ur4tsur6 rrD^-uer\ur6 sus v/rl/vru"-":!],'w- i",

b) By establishing rigid design processes ffi!,n*iile lines ^"ry b,

^\ E!,,--iA-i+ioinn nncf a'Ffi"nfirrenpe( nwe+t*ranffietion f**V.)gi,prioritizing cost effectiveness ove#'}4fiffVation #]
r\ ar---^ ^f.L^^^ i$hfu- 

dd

45. What are some common tools
a) Sketching, wire framing
b) 3D printrng, laser cutting
c) User research, market
d) None of these

46. How can a be designed using

1) Bv identiffipg_-Womer needs and pai#$gints and designing solutions that address

thern sffi . u,*.Tv-lncrr|- fth_"r "' \.
b) By follo,wiqgfdtet of established busiffiffractices and industry standards.

c) By pripffftiglfrg cost effective ovel cu$omer value.-/ J r u1*

d) None of these * ^

ru -k ,*,"lgp
47. Which'fi'fiase is referred to as afffierimental phase, continuous$erations can take

Place? "( ' 'furu ,=uk
a) Define b)"futhise c) Wt"$rype ffione of these

fl:""'ir &s l $*
".,, s l $*

48. What is the term usedffiescribe the pro-ffirffi*oo*ing fuwdthoughts to reach the

final solution? ;;.* d ffi%* ,@
a) Convergent t@rg m* 

* **'t) Divergent e$ffi"g
c) None of theffi **i:S' d) Both a an$b-s

k*-3 4'
49. Design thipk$rg is typically us@p ffovide a so_luliffiesed approach to problem solving,'w 

ffi= 
* b)Tr-".
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