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Design Thinking Process No. 1)
Empathize: Understanding the users



Malagasy

Endangered languages in Ivory Coast and
Botswana (ex: Baoulé, Sénoufo)
French > Malagasy by younger Gen in Madagascar

SDG 4.6 Eliminate All Discrimination in Education
SDG 4.7 Education for Sustainable Development
and Global Citizenship

o Appreciation of Cultural diversity
o Sustainable development of the native language of Madagascar:
Malagasy
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PROBLEM
STATEMENT

Design Thinking Process No. 2 Define

Importance of the problem (Correlation with SDG4)
Why?

How might we?




PROBLEM STATEMENT

Teaching

USERS: Children _
who do not know Foreign

Low /
performance in

education




CORRELATION BETWEEN THE LANGUAGE USED AT
SCHOOL AND SDG4 INDICATORS

Comparative analysis between African countries who use a foreign language and Asian countries who use
their native language at school

VARIABLES Indt—::pendent variable: dummy (1: Foreign; O:
Native)
-0.013 0.013

DG4 SCORE (0.0006) (-0.006)

0.011

-0.010

LITERACY (0.0002) (-0.42)

ELEMENTARY '8'882) 0.010
(©. (-0.016)
-0.010 0.010

PRIMARY :
(0.001) (0.0012)
-0.009 0.009

SECONDARY (0.006) (0.008)

Software used: Stata

Methodology: OLS (Ordinary Least Square Model)
Control group: Madagascar, lvory Coast,
Botswana

Treatment group: South Korea, Indonesia, China
Source of data:
https://dashboards.sdgindex.org/

RESULTS

NEGATIVE CORRELATION BETWEEN
LANGUAGE USED AT SCHOOL AND SDG4
INDICATORS IN AFRICA



WHY?

e Why students have to learn in a foreign language?
i-| e Why they don't value their native language?
e Government policies
W/ ¢ Individual preference for a foreign
2 language

children to learn their native

\ e No incentives and interest of
H‘ language


https://slidesgo.com/pricing?slide=africa-day&utm_source=Freemium&utm_medium=slidesxl&utm_campaign=slidesxl-microfunnel&utm_term=Go-Premium&utm_content=Africa+Day
https://slidesgo.com/pricing?slide=africa-day&utm_source=Freemium&utm_medium=slidesxl&utm_campaign=slidesxl-microfunnel&utm_term=Go-Premium&utm_content=Africa+Day

....HOW MIGHT WE

ENCOURAGE CHILDREN TO BE
MORE EXCITED TO LEARN
THEIR NATIVE LANGUAGE?...



| G 7 (5069)

&1_—
- St —————————
@ Grandpen GS¥S Maagory S e
omd e 5mné<k.\¢l does Nt Gludends (nd G feacher.
(Words Gre Writien Reach

ard (hildven are taught
n Bench.

unde-stand.

Trigger

FRUITS

AN IHAL

Jo’

&)@

THINGS

i
-2

® ¢ alphabet + | blank
CEISBY R

16 Subject Cavdg + 2
bonws tavds =18

Prototype

Event

Trigeer

®@ The wid Showd  Pick {

Card from dhe Subjece Set
(Fruids, Prisals, Jos) and | Card
Som ke alphabet set. Then

Joeyy Gl d  Hhine & @ word
Pt Matche) both Cards.

The wimer Keeps e alphbet

PO |

MIANATRA

S S = -

- g = L el 00,

OThe Wds dell dhe deoder @) The teadre, Pulis 0wt 6 card game
e s grandpe aswed S0 Lor wods Mk Can Aeadh them

ﬂ“‘“j“}/ od they dd hot Mg -

undev-Gand

e

Trigger

FGT\CN _(_i\m

@ The ¥ad Who got it ®© The Vi v hoppy Gbter
Fight Con Pitk On Enoton 9\0715 e gome .

d Lov o bonus PO;WC.
They get to impre el

® «
9

q emotions x2 =18
mdkamv \:7 \Qmﬂl’

hew VoCabulones.




Design Thinking Process No. 3 & 4: Ideate & Prototype
26 Alphabet cards + 1 Blank Card x 2 = 54 alphabet cards

16 Subject Cards + 2 Bonus Cards = 18 Subject Cards

@ Emotion Cards x 2 = 18 Emotion cards



(26 Alphabet + 1 Blank 16 Subject Cards + 2 9 Emotion Cards x 2 =
Card) x2 = 52 Cards Bonus Cards = 18 Cards 18 Cards

FANATANJAHATENA VOANKAZO SAKAFOMAIVANA SAKAFO
(Sports) (Fruits) nacks) (Food)
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(Free Card)




AKONDRO!

(CELELT))




Challenge!

Faly aho mihinana akondro!

(Eating banana makes me happy')

Alphabet 1 point + Emotion T point
= 2 points
Incorrect Answer = O point
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Conclusion

Design Thinking Process No. 5 Test
Test Model and Expected Outcomes

NN
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Test Model

Pre-Survey

Parents, Teachers, and Children

Free Distribution of MIANATRA

Game played with parents and teachers

Post-Survey

Feedback and effectiveness

LAHATSORATRA I



Achieving Practical Results of the Design
Thinking Process
ﬁ Technically Feasible/Plausible

Simple and straightforward

v Economically Viable

Cheap to produce and maximization of efficiency

Desirable for the User

Ly

Fun, competitive, and enjoyable



Expected Outcomes (indicators)

A Closure of
. Generation Gap

% Higher
Achievements

N Compatible with
4 SDG 4.5 & 4.7

National Unity
& Preservation

Elimination of language barrier

Higher linguistic and academic
achievements if children learn in their
native language (Snow, 1990)

(Increase in primary and elementary school enrollment
and achievement)

Decrease in educational inequality (More

literacy in Malagasy)
(Less out of school childrens (more excited to go to
school)

Built through shared language and identity.
Saving Malagasy from becoming endangered.
(Increase of No. of Malagasy speakers)
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