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S C H O O L  O F  X  P U R P O S E

School of X | Introduction

School of X has been set up by DesignSingapore 
Council to help members of the public come together 
with subject matter experts, public service officers, 
and practitioners to tackle the issues that matter to 
them.

The people we are designing solutions for 
understand their problems better than 
anyone else, so we believe they are the best 
people to involve in solving them.

The School of X teaches people how to solve their 
unique challenges by building their skills and 
knowledge in design thinking. 

©DesignSingapore Council
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We want to make the world a better 
place. School of X exists to bring 
people together to co-create 
solutions to shared challenges, that 
bring wider societal benefit and 
strengthen our social compact.

We want people to recognise the role 
design can play in their world. School 
of X builds practical skills whilst 
working to solve real-world 
challenges that matter to participants. 

We want our outcomes to be 
sustained. School of X 
supports its stakeholders to 
continually flex and build 
their design muscles, for 
even greater impact beyond 
the original project 
boundaries.  

We want everyone to be able to unlock 
their inner designer. Everything School of 
X does is intended to be intuitive, straight 
forward, and easy to engage with. 

School of X | Background

C O R E  V A L U E S :  W H A T  D R I V E S  U S

We want our participants to 
believe in their abilities to create 
impact. School of X builds the 
creative confidence of its 
stakeholders and enables them 
to design solutions to the issues 
that matter to them by  
democratising design.
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K E Y  F E A T U R E S  O F  S C H O O L  O F  X

School of X | Background

Coaching & 
mentoring 
embedded

Fostering 
an appetite 
for design

Sustaining 
learning & 

impacts

Design for 
everyone

Embracing 
complexity 

& ambiguity

Real world 
learning & 

doing

Case study training & simplified classroom 
challenges limit transferability of skills. Co-

designing with diverse stakeholders improves  
skill development & project outcomes.

Providing too many checklists and 
instructions limits thinking and 

learning outcomes, & doesn’t support 
future-ready agility.

Jargon, design terminologies, and training 
pre-requisites limit the breadth & diversity 

of participation. 

Without ongoing opportunities 
to apply, practice, & grow 

design skills, learning will not 
be sustained. 

Understanding how to 
apply design skills beyond 

the classroom requires 
tailored guidance 

Designing solutions to issues 
of concern to participants, & 
implementing them to create 

impact, builds understanding of the 
relevance & benefits of design.



Public Agencies, Private 
Orgs & Community 

Groups

CHALLENGE 
SPONSORS

H O W  D O E S  T H E  S C H O O L  O F  X  W O R K ?

School of X | Introduction

Example Challenge: 
How might we encourage & 
enable socially isolated seniors 
to access services to help 
improve mental wellbeing?

Professional design 
consultants

FACILITATORS

Members of PublicPublic Service 
Officers

Design 
specialists

Employees from 
businesses

PARTICIPANTS

COMMUNITY OF 
PRACTICE 

Peer support and 
community-building

OPEN 
LEARNING 

RESOURCES 
(toolkit, case 
studies etc)

1. A “Challenge Sponsor’ 
organisation engages SoX to 
help them solve one of their 
pressing challenges.

2. Experienced SoX Design 
Facilitators work with the 
Challenge Sponsor to help 
them solve their own 
challenge through training & 
coaching.

3. SoX brings together 
participants from different 
backgrounds to learn how to 
collaborate & design solutions 
for the challenge. 

4. Our Design Facilitators coach the 
participants as they implement their 
design and test their solutions in 
real-world settings, for the 
Challenge Sponsor to take forward.
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W H A T  I S  T H E  S C H O O L  O F  X F A C T O R ?

School of X | Introduction

There are no exams!

We coach people to learn by doing.

By the end of our programmes our participants have 
designed solutions to difficult, messy challenges. 
This means they can go on to design solutions for 
other problems they wish to solve. 

This is the result we are looking for, rather than an 
exam result. 

©DesignSingapore Council
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School of X | Introduction

We simplify

We are working hard to remove unnecessary jargon 
and theories.

To reduce design methodologies and tools into 
simpler forms can make design professionals 
uncomfortable but it makes the content far more 
accessible to our participants.

We want anyone to understand and feel confident in 
applying our tools.  We bridge the gap between 
theory and practice.

©DesignSingapore Council
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School of X | Introduction

We are diverse

We know that the best solutions are borne out of 
understanding different perspectives and drawing 
upon a wide range of possibilities.

We also believe that people are capable of designing 
solutions for themselves. 

So we encourage our challenge sponsors to 
welcome a wide range of participants into our 
workshops. (hence, our programmes are designed 
to be accessible for all!)

©DesignSingapore Council
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School of X | Introduction

We embrace ambiguity

…and our participants and facilitators tend to hate 
it!

In order to understand how to apply our techniques 
in any future scenario, when we’re not there to help, 
we believe our learners have to take the lead in 
navigating through complexity.

Explicit instructions and checklists create designers 
who need instructions and checklists. 

©DesignSingapore Council

W H A T  I S  T H E  S C H O O L  O F  X F A C T O R ?
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School of X | Introduction

We learn outside the 
classroom

The majority of the learning takes place when our 
participants are carrying out self-guided activities, 
including their pilot projects.

We coach them, from the sidelines, but they plan 
their activities and carry them out. 

We don’t ask people to repeat information inside the 
classroom, we ask them to apply knowledge outside.

©DesignSingapore Council
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School of X | Introduction

We provide the learning 
materials

We have developed our own materials but we ask 
others to teach it.

This ensures School of X programmes have a 
consistent quality and methodology, and means 
commercial facilitators aren’t asked to share their 
own Intellectual Property, whilst participants 
benefit from diverse facilitator lenses.

©DesignSingapore Council
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School of X | Introduction

We work on a project-basis

This means we do not have a pre-determined calendar of 
training courses set out in advance.

We work on projects so that our Challenge Sponsors can take 
forward the solutions that are designed during our 
programmes. 

This also means that we are working towards real solutions 
that can be implemented, rather than working towards 
learning outcomes. The learning happens while our 
participants are distracted with creative problem solving.

©DesignSingapore Council
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School of X | Introduction

We have fixed fees

To keep things simple and transparent we have fixed 
costs for our programmes and fixed fees for our 
design facilitators.

This streamlines the procurement requirements for 
all parties and speeds up the process to run our 
programmes. Less paperwork frees up everyone’s 
time to create greater impacts.

©DesignSingapore Council

W H A T  I S  T H E  S C H O O L  O F  X F A C T O R ?
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DESIGN BOOTCAMP

A hands-on learning 
experience providing a 
quick & applied opportunity 
to understand design 
thinking in practice.

• 3 x 2.0-hours workshops
• 1.5-hour group session

DESIGN SPRINT

Our fast-paced, 
classroom-based 
introductory 
programme to applied 
design thinking.

• Half-day workshop

DESIGN FLOW

An intense 
programme to build 
understanding of 
design thinking and 
how to apply it to your 
challenges. 

• 4 x half-day 
workshops 

S C H O O L  O F  X  C O R E  P R O G R A M M E S
School of X | Overview

DESIGN IMPACT

Our immersive signature 
programme for those 
wanting to experience 
implementing a design 
project, combining 
teaching, coaching and 
pitching. 

• 6 x half-day workshops

• 5 hours group coaching

• Half-day pitch session

These are the most popular School of X programmes. However, we are focused on providing the best programme to 
meet each challenge sponsor’s needs, so we have a wider range of less common programme options in addition to these.  



Testing

Engaging users to validate 

and improve our designs.

Appreciating the role of 

failure in the design process.

Piloting solutions in real-

world settings.

Communicating our 

proposals.

THE SCHOOL OF X LEARNING EXPERIENCE
School of X | Journey

The School of X learning experience is experiential and practical. 
Participants work through the following key phases of the design process, applying relevant tools and methods 
to their challenges along the way.

Creating

Imagining new possibilities.

Flipping the approach to 
problem solving.

Generating innovative 
concepts.

Building mock-ups to better 
understand our ideas.

Understanding

Delving into our challenge 
from multiple perspectives.

Improving our understanding 
of the issues.

Synthesising insights.

Defining the problem we 
need to solve to create our 
desired impacts.
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Build mindsets for 
resilience & innovation

i. Creative Confidence
ii. Critical Thinking
iii. Collaboration
iv. Experimentation
v. Reframing & Agility

Equip participants with 
Design Thinking skills

i. Understanding of 
Design Thinking 
process

ii. Empathy
iii. Insight Discovery
iv. Experimentation

LEARNING OUTCOMES MINDSET SHIFT

S C H O O L  O F  X  O U T C O M E S

©DesignSingapore Council

Pragmatic Solutions 
Tested Quickly

i. Grounds-up identification 
of issues

ii. Potential solutions 
explored, and concepts 
designed & tested

iii. User insights inform 
iterations

PROJECT OUTCOMES

All School of X programmes are designed to support the following outcomes, although it is important to note that 
the longer and more applied programmes enable stronger outcomes to be achieved across all categories. 

School of X | Impact
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89%
of participants 
reported positive

IMPROVE 
UNDERSTANDING 
OF DT PROCESS

TRY OUT NEW 
IDEAS

Q14

P R O V I D I N G  N E W  S K I L L S  T O  T A C K L E  A M B I G U I T Y

75%
of participants 
reported positive

83%
of participants 
reported positive

Based on research we undertake with our participants, we know that our programmes generate positive 
learning outcomes. .

STRENGTHEN 
EMPATHY

82%
of participants 
reported positive

REFRAME 
CHALLENGES

Q8

School of X | Impacts

*data correct at time of publishing



36% of

participants shifted from 

negative to positive scores

CREATIVE CONFIDENCE COLLABORATION EXPERIMENTATION

B U I L D I N G  M I N D S E T S  T O  D E S I G N  C H A N G E

22% of

participants shifted from 

negative to positive scores

13% of

participants shifted from 

negative to positive scores

We also compare how participants feel before and after our programmes, in relation to key design 
criteria. 

School of X | Impacts

*data correct at time of publishing
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S O M E  O F  O U R  I M P A C T S

School of X | Impacts

SG Enable: ELI grant process & 
application form is now human-
centred 

Centre for Fathering: dad’s field 
pack launched by Minister 
Indranee Rajah

Horizon Primary School: 
students implement STRIVE 

pack throughout school

Sentosa: launches curated visitor 
trails & more as part of 50th

anniversary celebrations

STB and partners: 
launch Singapore’s 
inaugural multi-agency 
wellness festival
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School of X | Scope of Work

Up to $6,000 for our Design Impact programme 

Deliverables would typically include the following:
• Attend and contribute to a kick-off session to help shape the 

programme
• Conduct programme preparation activities and incorporate 

any preferred additional materials to baseline curriculum
• Facilitate 6 x 0.5-day workshop sessions, which comprise 

plenary teaching sessions and semi-facilitated breakout 
group activities 

• Conduct up to 10 hours of coaching sessions
• Attend and evaluate pitch presentations at a half-day pitch-

and-coach session at the end of the programme
• Provide structured feedback on the programme and 

participants, by completing an ‘insights-and-actions’ report 
template provided by School of X

D E S I G N  F A C I L I T A T O R  
F E E  &  C O M M I T M E N T S
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We look for individuals who share and respect our ethos to focus less on instruction and recall of facts, 
and more on guiding and encouraging a bias for action. School of X facilitators are genuinely interested 
in inspiring and uplifting their programme participants.

W H A T  A R E  W E  L O O K I N G  F O R ?



https://forms.gle/Aj7TZtFxByK45ViW6



Questions?

DesignSingapore Council

111 Middle Road

National Design Centre 

Singapore 188969

schoolofx@designsingapore.org

www.sox.sg

designsingaporecouncil

schoolofx.sg

Tamsin Greulich-Smith 
Director,  School of X 

mailto:schoolofx@designsingapore.org

