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Design Thinking anfl,JllTiovation
Time: I hr.l 1$-5; [Max. Marks: 50

INSTRUCTIONS #q fl HE CANDIDATB$*'
.{4':r*'}f"*{ l*'.t*'\"

1. Answer all the fifty questions, eact ffiTil, carries or. *urk#**
d*'.t,- d

2. Use only Black balt point peq,.&Ldtiting I darkening tffifircles.

3. For each question, after,!#ffii% roo, answer, O"$[$trre appropriate circle

corresponding to the f&##p ffiestion number on""[h$ OMR sheet.
fu-ee .q*l#:i*

4. Darkening trvo circlffilhe same question WF the answer invalid.
"p.d-
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5. Damaging/overg $nig, using whitenerswon the OMR sheets are strictly

prohibited. ti '"i; 
"-j:r:;*;i '$ ii ..!g . r

Fourth Semester B.E. Degree Exami

1. What is D;pB.igi$Thinking?

Vfhlph of the following aspect of

-"{-:F; --------e- ,@

a) A mettrod facilitated by UX designer5

b) A p.r.oges CIr creative problem solving o,'

a) A mgffigd"thctlttated by UX clestgners

b) A proces for creative problem solving . il
c) A pffi8ess to teach design to ffiesigner "*ffio
u/, fa PruugDD 11, L94vrr !tvD$u Lv rrr#Jtuvu6uwr e**s, r
d) A methodology develoPed tgdiicard old desigr@gp$ds ;q::"

2. Which of the following prilndiples are not consittetd for design thiriking?
a) Embrace Experimentnfign ur#)"rdnt centric d 

*

c) Human centiic design*'" s*,-E},fattern identifieqtibn for problem solvic) Human centric desi6n 
* 

Sg, dl,fattern identffilion fbr problem solvtng
d "$,

3. To empathize, oq*hras to *..&*" -. #+k
a) obsirve . '' b) Engag. *_Y 

c) Listen* 
'**" 

d) All of these

4. Design thinking follows ,, . ' 
.4.\ ,.nr:

a) watem&[ Model .* "" " b) Aqilqnrethodology
c) Botffif these ,,t i- ' d) None'of these

,ich of the following is a key aspect of businpss model innovation?

ncrementally imgoffi existing produffisr- 
-

ixpanding the ct{ffit customer base rfrtffout any changesr.*,bJ trxpanomg* ib) Reducing cb) Reducing opeffil costs without altering the business structure

- fu*-u^ -- .,'''il' ..6. Which ofgqffi totlowing busffi challenges is most suitable for applying design

costs wrt

n.

ign team and client to visualize and handle the design concept.

b) Ideate c) EmPathise
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a) Routine financial repo(ifuand book keeping

c) Developing a new P

b) Employee performaqf"*,,Ppraisal system
c) I)evelooins a new or6iirict for chaneing rr changing customer preferences

d) Office space la

7. Helps.
a) Define

j$ffiffi.*.

d,
,4"

rs'"'lt&
r*L-\'
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d) Prototype
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S.Whichofthefollowingarenottoolsofvisualization?
a) Maps b; trnugt' c) Stories *$l*' d) Videos

g. storytelling is the most-compelling typ.t:f story'*{$:,

a) Aural 
'-----e 

b) visuar 
--r " 'il rextffi - 

d) All of these

.* *ry

10. Design thinking principle ao 
1-ol 

include +''*'''" r'

a) Feasibility 
-' t) viuuttity cld$ffiauitity d) credibilitv

ll. Why is innovation so hard to do in orSanizgtiffiY 
* 

_, -,*,#,
a) Lack of financial resources 'il;t-ti) Fear of failure and r'rskaversion

c) Over emphasis on short term goals* e'# ;iii*it.a access to teCffii6bgy
U/ \-rvgr wuayueere e 

",eS - 
,#

{ l"#l \"

12. Innovation is defined as {I'e *- r:;ry'rhl
a) The commercialization of a rgar-Product or process ; "'a) The commercialization of a S.ry,r6p?ooucr 

or pIUut'sD tr*;s

[1] irr. invention of a new prE$erhr process .* 
'*

c) A new product or.processplM , _L;^__^.r-^.r**".* 
"

i)rrc implementation ffiw production

13. What is the primary-drihof innovation?

a) Money ,*.&#p) CreativttY

17. What aoeal&p stand for in tt$-funtext of innovatt$S*t t ' 
;; ,;;qflil;; ;1.v.. * '& , ' 

" !) Y-*i'Lm viable product

;iil@fi,;ilp."e"qiql'd f]_'nn*'l'utu;noftrid-z ^'^*--{'r- -"*_%q_i$ d{",

1g. ry,h$h phase of the i"i{r}ffi, process Sryry&t turning ideas into tangible products or
---S$fr,ir.rf d.-'q*l' t ". 

-#;bljlj;;, #ffi Vatdation* ,i! 
* 

c) Execution d) Feedback

l9- Frank Robinson dbfined and coined.thb termt7' 
;jffiil;'ffii6-: b) Mi"J'loppine c) MVP d) Hvpothesis

fo:'
20. Mind maPs afle used to 

-s* 
j 

ideas

a) Generate b)g-@-t*e c) visualize d) All of these

I-"#$* t

21. What is a common tecffie for idea generation in brainstorming sessions?

a) Swot *.ryil;,-,irl ftra rrppir"g c) Flow chatting d) Regression analvsis

LJ. wrklr rs Lue pruuur u6vvr - tition d) Technology
a) Money *-&W, 

CreativitY 4odo""
14. Which l*oXufl&fu.thodology forut.$Gmpathizing with end users to solve their

problems?,6*--f"
a) Agilgq *'J b) Design thxa{r$ c) Six sigma d) Water fall

V %' '*-q.#u -ru
15. wh.&rJ.telling tool invok#,ating a vivid mdhf picture through descriptive

language? - 'r .

a)Imagery b)ffi;*dl"'s cr..$ffiffit #.*
16. In storytelling, what dffi;trm hook refer toi'J s rr

a) The maincharacters nalire %.ry ",*-k,b) The story's clinnqr" o. *.t "; u

c) An intriguid@ing that grabs thdidi,ince attention &*"% 
*

d) The conclu$id$of the story 'u-$'-" \ 
*

22. Which of the t ffiff;g isNOT a typical step inthe idea generatiolqr,ocery.t

;; ffi;;;ilu&r$F'*-u) ra.u synthesis c) rdea varidation d) Idea elimination

-\ Vetsion-A-2of{
.,4Wii$ffi*

{"-,*m:\'

,s

d]}*1xffi&&



23. Which tool is often used for visualizing
hierarchical qr branching structure?
a) Spreadsheet
c) Word processor

21AS/A8482
and organizing ideas and concepts in a

b) Mind mapp

d)P

ing for idea generation?24. Which of the following is a key benefit of using
a) Linear thinking b) Rest*ictffie structure

c) Visualization of connections

generated idea? dre Y*
a) Idea evaluation b) ICe6ffithes{efuSffittresis c) Idea va.lid$tion d) Idea elimination

In the idea generation process what does the qpftffim "SWOT" stand &q
a) Structuredwayofthinking ffi**+* ffib
bi Strengths, *tiknesses, opportunitiesffiti #ryf
c) Systematic workflow of tasks

{ $ *) -4#**' -
Which step in the idea generat{ffi1&6cess involved combffi};'refining or expanding on

generated idea? ,**'"h#

d) Itim*fed creativity
',{h - rr -.,e

qpffirrr "SWOT" st25.

26.

27. What is the primary gm&Kraucting A/B testirgffi?perimentation?
a) To test multiple varialile simultaneously 1r

a) To ffigulate the outcome *fu b) To obsepge"the dependent variable

,i reuipp Londition constant @*ged d) r"mffn e the experiment

29, What is the key in any design tpinfung process? ffiWr ffi
a) Empathy ':" b)pgfirffng the probleprj'*,-
cj oesigning the soluti?"-.Y d;}{oTle oftt.t. ru.r}}

"'w}-l$ .-;,l:*l 1i# 
@,

.;iw_lp

30. What is the primary ggailof conducting 4p tettine in experimentaiiionf
a) To test rn ttipt*vifuble simultaneousffi * "'-';''
b) To comparffi$ersions of a variffifio determine whrbffidrforms better.

c) to measurewlgoveralt perrormqEQ,clr a systerrr * €

?_ro:.?Trrr 
nbw ideas 

"^:T%**.r,,,., , . .#W" \ 1 #''W* ,4- \
31. What l*th@rimary goal of lAr.h#centered designffi"

ay tvtdx*$izing profits #6" il+. b) Splvihg problems for users

c) Spee5ing up developpryBt"u ,mn ducing costs
,*.@ \

32.qfuich stage of tFfudeKign thinkingffiess involves defining the problem and

ffi,understanding useq?q.le'edst - d* 
"" a) Ideation " \" Ul Prototyping;. * c) Empathize d) Test

,*::: .:S ;qa:11i.iLi*b

33. Which ..tm:ommonly wqptg guther qualitative data about user experionces with a

prototypef ft" * 
'*'

a) Surveys w b) ffi tdsting c) Focus groups d) Analytics

34. What is the primary pufpd.iffif conducting A/B testing with prototypes?

a) To identiff usabilityffies

b) To compare
c) To measure

b) To compare twg different design concepts

c) To gather ic information about user

d) To cost of production.

variable in experimentation?

'"!{

dffiffi,*$

i i*ts4 r
=r{"j

,$:'

. };ro: l:&

goal of
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35. which of the following is NoT a key principle of human centered design?

a) Empathize with users

ci Collaborate across disciplines

36. What is the primary goal of human centered design?
m for users

}1.A.SlAE,482

lves defining the Problem and

a) Maximizing Profits
c) SPeeding uP develoPment

37, Which stage of the design thinking

i.

.sa,'sdL

b) Solvi

understanding user needs? * wY "{

a) Ideation b) Prototvping ***9 
i*'athize 

#-*-f'a) Ioeatlon u,, r rwrvuvurE dfu7 - r "d" '\-

38. Human-centric design was re-interprercffi;X; lTonym 
to me.an. 

-fuff$'
a) Hear, create deliver ^ -.ry* , !)}{j'' create' dgsigm.

.) gou, ,..ut.,iJl,,t "d'.1*.F 
d) Hear' compipilsliver

39. helps the design teamgffi to visualize and ha*$ffihe design concept

a) Define b) Ideqp 
1r--- -- -.inrrp"1.1ise,i, "* d) Prototl'pe

40. BPM stands for ilbi- 
P @

a) Building rro'A*, ffiet"t" bl Pq#t product management

c) Business pt;;4e#ptruement p $as$product 
management

qe "i{k ,{*

41. Is prototyping a;sBiF iil the design thinking prscess'/

a) rrue -;Y# ltF.k: 't$, 
Both a and b d) None of these

onlv be demonstrqted'dnd tested within the team

b) False .* wk*' c) Both 65-$-' "".^l' t"h

42. Prototypft$libuld only De oemonsuarEu'tr,u rvDrvu Yvrur

a) Tryes" Y& " 
b) False ".,@ c) Both J*-$. d) None of these

41. *.r;it. main benefit of dev&mg and.testingplo,q. pt; dyrine jh9, design process?

a) rt herpl '"ve?d;i:t""*?;^,- 
o) It ds#he rinar *:9H* bug free

.iii'iiirir"te! the ry.d-dM..'*"d:11--^,.*$-- W
Ai tt's a one-time effoqp;breate the fuml prgductl 

$

followiry design thinking fW;S typlcally coffi"s#fter ideation and before

a-xlxt*\ifr6tl l*" *Y d:.*vpr0totyping? -15" * * '* /"'" ""*

a) Empathizt qiffi b) Define ,*m 
* 

c) Test JTJ d) Implement

4s. Which is not onJ of the tvpes oryrdtorypt "flt:1:%ru,*::::"45. Which is noton0'of the types orJrcruG)rypc ot-{rY:utvgn.+r urvuvr'a'' 
;i;;ont;i;;;ivp. " uSru ulvffifbrototlpe
ciOiqgtlffiIprototype q 3p ' d) Dotfihut prototype

46. n*lffi,rrich stage *ouffi%ant to try to.::l1fllk outside of the box"!v' 
"llm?",vp." 

-'-e- 
ul Difl*t t o) Ideate d)'u' ffi1;t,re. 
-d&ffio. 

,.*,W.$ua.ure d) Empathize

47.' ,5;ing which stage ry8ullvgu create u rnoaliof your solution?
*".db) Prototype 

=e'd%) pefure 
""* 

d c) Ideate d) Test.-/a) rrolotyps -^"fu u) ')wlrrw *1:, -.t ^-----

4g. When mafcinffise of observati&Tnd insights from user research, which method can

help identffit{erns and trends? i , . - -r\ ,.a^--^+:+i..^ ^-^r.,oio; JriloffiBryil* b) rtpra @de c) Affinity mapping d) competitive anatvsis

49. Design imPact the busine'ffiffi
a) True - --SffiTte c) Both a and b d) None of these

50. Design thinking eryo$Passes

a) nisiraUilityl@ b) leasibilitv c) Viabilitv d) All of these

U1*' ,r * * 'tr 'F
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