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SWOT represents d, 
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a) Strength-Weaktqps:Opportunities-Threats
b) Strength-We#ryWs-Objective-Threats
c) Strength-Wffii-Objeciives-Threats
d) Strong-Weak-Opening s-Trends
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Answer all the fifty questions, tion carries one*Mk.

Use only Black ball point writing / darkeningtfrb'circles.

d)

*ffi*
ffitu*;

4.

5. are strictly

feeling that of

ffiot
**y

ype

) The correct order of
a) Define, Prototype,

a) Academic iiesearch
c) Field Research

d

b) Minimum value product
d) Maximum value prodcut

b) Group activity
d) Business Group

!{

n*.J\,
'{F*w t

'i::

JflflAS$$iS'

ti,,*tq ''
6.

ri ,,,r'," ir

b) ldeate, De{ine,
c) Empathize,De
d) Prototyp", E,._i",!j



7. The intersection of circles in venn diagram represents
V4r.r-

11. Journey
a) Path

d) All of these

d) Feedback

c) ExprJiiences d) All of these
,\
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then

a) Unique values b) Dissimil c) $iidilarities d) N3ne of these

ru. .:,, J{&!::::#1t:::

Story telling is a process used in the ----' ph,ase of design thinking ii.- _-
a\ F.mnathv b) Define t *i c) Prototype &)'Test

8.

9.

a) Empathy b) Define *. 
*'# c) Prototype 

.*. 
Gr'resr

\*

In every phase at every step, in a.mbffi#ttre satisfaction of thq. stomer is assessed,

it is called as d ,- # .i*="ry
a) Customer map * *S I b) Customer ffiiirience map

ci Customer feet ;';d d) Customer'&entric

10.

dil 
-\s \#

LZ. Which o,fiiffidttowing are NOT tools of Design thinking

;ici*r{ffiBr" i; Prototypiq$. .l Mind m?,.-ry d) online marketing

&=9"l ..rI='"
13. A case studY is ,o -' -.

a) A resear.h rtrut.gy \ q)dn.eryii'irical inquiry*'1'"
ci A descriptive and exp*la*dfory analysis d)tAll of these @'

!:. "

14. A prototype is a simpl#&..i*.ntal moffi 4,tptoposed solutipdi*tl"
a)iest idlas 

"_**. 
%) rulidut. id.u, - 

t c) Both .1#+ d) None of these

, Y 1s " ,"
15. The final step'in the Design process'ls

a) Test ;- ' b) beirne_ h..# c) Ide " d) Empathize

16. The ulXffi:ib goal of design thinf<fff! is to help oneffiign better
,.r

The ultiinate goal of design

a) Seiwices b) H\,W

rg. *3shml is creatinffi.rcw product fdr Architectural college and she takes Design thinking

approach. In step she c,pnffiiits research on understanding the market. This step

irii.tig, tnffi pro..r, i, kiT'

7. &gsignttunkmgtollows. r#fl' r ..a. lr

*ryaffi.rfall midel 1b) Agile Methodo@ " c) Both of these d) None of these
d" .'t" ' {e . de

-*'*{^ , - ,s *::: r -r r-d- 
^ --.L:.^^a-.-^.1 ^^ll^^^ ^-,{ -1^^ lol.oo T)ac'icn fhin

a) Defire Y - - 
b) Id_"eate. c) Empathize d) Prototype

o+icrr,.,l*i*

19. Collaborative team woffi edsential in design thinking for

a) Equal important to atlffiLmbers b) Solving multifaceted problems

20. User perso* g#r$r9d quring which phase of design process

a) Deiign stag6#' b) Discover stage c) Develop stage d) None of these.

c) Unbiased selectionOf ideas d) Better failure management
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Story telling is"dre deost compelling tlpe of story

a) Aural 
tu 

p) Visuat c) Textual



21. The ultimate goal of design thinking is to help a better
a) Services b) Products c) Experiences

22. is the way to narrow down the thoughts to reach final solution.
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d) All ofthese,

oD

r a problem statement come

a) Convergent thinking
c) None of these

23. BPM stand for
a) Business process management
c) Business plan modelling

b) Di

i:'i:;.+= ,:r'24. is an iterative and incremental m&$.]ffid of managing

an model .q*M

devebpffi"and design
a) Waterfall methodology qs_ b) Agile methodo].ogf
c) Cyclic methodology ..,,,'=;i"t* d) All of these..E{:+

# "..
25. The first step in design process is , ' ,,

a) Test b).PjBF.,= c) Ideatg d d) Empathize

26. Design thinking i, u -*d'fu..rr. ;-;f
a) Linear *" F*$lon linear c) nffi 6f these d) None of these

;W"
27. A collage is re@iffig its website. Curromffiiudents are the main users of the website.

Which one of t$e Sblow elements shouldaf;-4$flefinitely be on the website?
a) CollegeqJeg and regulations 

^, ''b) Alumini Details
c) Inforn{etioYi'of faculty member.s__fi_h " d) Information about the converges.

28.

. .s, '

29. At what step one comgilei'6 the POV- poipffiftiew?

from? ; +

a) The design stage b) The dbfure stage ,*'
c) The Empathize stage;-'ff d)'fhE Testing stage. tuffi.

29. At what step one complete the POV- ,"irUo.f U"* ? ;\, 
*

_ b) Prototyp ' %; Define ffi d) Ideate

30. When defrninffiblem, problerqstqhnn, should +.lqdJ; sohtion.u''*'..s**u 
^ *u3* b) FlmW

31. What-,effint of user Experffiflesign would tffibign strategy fall under?
a) Int0raction Design , , b) kperience strategy
g) User Research "14=':::*:]r - d) Information Architecture
*"r. :- -:

3|ryo.Design brief given by,t"lae client can be --5,,. ------

!$.,. ;:, .i.*

33. What is the k6$..{re design thinki{l*B process?
a) Empathy:- b) Defming the problem
c) Designing the solution d) None of these.

34. Practical implementatio-t[rofideas resulting in introduction of new good and service is ----
a) Convention b) Innovation c) Intervention d) Preposition

35. Brain storming isLw*-- stage of Design thinking.
a) Empathirc ,1,ol b) Define c) Ideate

.tt1!::a::::';:.+:.
-,,.. 

q,.

lligtgF;:]. "

_tin4:::'::ltf;
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d) Test



36. Reliability is constraint in Design thinking'

a) Yes b) No c) Cannot sav d) None.:

37. Mastering all previous skills, creativity imagination, insig:ffi'4"pt1 foresight is necessary for
it. *r ":ist

..,,"-,',ii*,. 's

a) Development design b) Adopti esign

,iN.* design - d) T*: sfthese
,"&,. ..-'d

38. Design process starts with t 
:'.J,

a) Kiowledge b) Planning #etquirement dlprp.duct
.

39. Constraints in design thinking't 
\' !ry

a) Economic factor b) Et[ics \-=*, c) Both a and b ,,q- a. d) Neither A or B
*itr
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*, t* d) Neither A or B

40. Design process is a method to be ,, i
";ft, -t';a ,:,f:.

Design process is a method to be ,, i

a) Creative b) prodqwe c) accurate oiil d) All of these'

41.

42.

Design procqssllie %signers stay involv.ilio .on .pt building stag^e.

a) web ffiiu c) Uu6! d) none of these

" *.!

The better productfu,,,,$tion which is evolved,,io *, b.t,l..t solution for problem is -----

a) Innovation e*"b 
'' 

-,w,&lyolutio^nary 
design

.iCo.putatgyep&ign ';:, *0) None of these'

43. ---------=#"h$stry helps in virtualpoll$boration for a distributed system.

U) e.f * w c) M.T -=f=, d) S.T
"r.*q""

--,' "=@h fu-:{% .:y#
44. Improvement is possibl-e-Hegile methodo.loff

a) Slow UY No c) Qohtin-ubusa) Slow ' o)'ry * c) Aqq*fut "qmt*e 
of these'

.t"fl,**,

45. provides shareffi@rstanding so that everyor. can contribptdknowledge

a) Proceis model ,.l.ld*iness model*==,1--E@ttt -*& d) Ideas'

3l * "iu ,f'l*)}t r-- :- ---^--r-:.^^ ^.^ ,-

." '"'" 
- 

" i'

49. Design thinking in B.M.P helps for"
a) Align o$qpt6, with businesd'stfategy b) Improvgs process communication

d..y'-

46. allows.tffpteam members tgylbwrworkflows, adp+iH\vtro is working on what,

align together to be able to pick the*igtit task at right time

uibutu""uptry. '' b) Virtual cothl$oration .) 
"Duqr 

Analysis d) None of these

47. -------=.r^flJ! transfer the slick"ideps into great presentations

a) pladhtr" b) prespntirtion signers c) Developers d) Scientists
*1.

4g. Fqrfiesigning comple* q&*u," systems thht i$based on model --------- be used.

**uTh.tnario bised pftftolype . 
"3b) Imitation

' oiDupticate *"1 d) None of these'

c) Gain comffititive AdvanJage8 d) All of these

. 
=;,3rwui:,

50. ------ brings the team tdjg$rer to capture what collectively know about the stakeholders

and their interests

a) Mind mapping 1 *:::: b) stake holder mapping

c) Journey maP,p{fig-e d) None of these'

"!r"' ,* * ,1. {. ,f

,{ !i::' 
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