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WIlY DESIGN TUINKING
fOR KiD§?

Design Thinking is a powercul approach to Creating
innovative solufions Cor real world problems. Championed by
the likes o€ IDEo and Stankord University, Design Thinking
cocuses on empathy, creativity, and profofyping.

In *Design Thinking with Kids” we explore how this approach
¢an alse be a power€ul pedagoqy Cor young learners, from
preschoo] 40 high school, Design Thinking provides a great
opporfunity o €ocus on confemporary learning skills

like crifical fhinking and creativity. I also encovrages
cvriosity, resilience, and enfreprenevrial ways of working.

This €acilitator’s quide has been developed with feachers
and parents in mind. i acCompanies fhe €old-ov{ process
map, providing nofes on each activity - everything you need
o know {0 help young people discover Design Thinking.



WIEN 1§ DESIGN
TUIiNKING FoR?

The Design Thinking approach is abovt problem Cinding
and problem solVing. If is mos{ vseCu] when you have

a particvlar area o¢ interest and want o Create an
innovative solufion in that space. I encourages people o
explore a fopic, and 9ain 3 deeper unders{anding o€ how
people think and behave around that fopic.

Desiqn Thinking is less powerkul i€ you already have the
problem fightly de€ined, or i€ you are looking or solutions
{hat are more concepfual than practical.

Great starfing points Cor Design Thinking might be things
like improving the sustainability o€ g school, inventing
new foys Cor preschoolers, designing a new €orm of public
{ranspord, or Cinding way's cor older people {0 connecCt with
their camilies.

TAILORING FOR
DIfFERENT AGES

The €vll Design Thinking process that Companies like IDEo
use is great, but wasn’t designed with young people in mind,
Some parts o€ the approach come naturally 4o kids, while
other parts need lofs more svpport.

That's why we Created fwo medified step-by-step
processes - one €or younger innovators (aged 5 {0 (1) and one
£or those whe are a bif older (aged 12 10 1) which provides
more options and includes more Complex activities. Both
move through three stages - LEARN, IMAGINE and MAKE. The
rest of this quide provides detail on each of the activities
{hat make vp these stages.

of course you're €ree 1o pick and Choose howw YoU Yun your
Design Thinking projects based on your sifvation. In Cact
we’d encourage it/



AGTIVITIES + TOOLS

LEARN

observation
Drawing
Personas
Inferviews
Research

Do i} yoursel€
Mindmap
Pros ¢ cons

*How Can we..”

IMAGINE

Lirst idea ¢ crazy idea
Perspective

Analogy

Quick draw

MAKE

Build

Paper prototype
Testing
Improving



OBSERVATiON

The most important key o successtul Design Thinking

is 9et4ing a real understanding o the world crom fhe
perspective of the people you are solVing a problem €or, The
most power€ul fool o do this is observafion.

Sometimes you might be able {0 9o and look at a real
enVironment (€or example Visiting a grocery sfore oy

a playground Can provide great insights i€ you want o
innovate in fhose areas). In other sifvations you may need
4o engineer things $o observe, such as invifing people {0 vse
exisfing lvggage or writing devices {0 watch how fhey do
it. The key with observation is o really fake the fime {0
look, and make nofe ok what you see,
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DRAWING

Drawing is an excellent way o¢ documending observations,
paricvlarly Cor younger Children who are more Comcor{able
drawing and perhaps annofafing than simply wrifing.

Encourage them o explore di€cerent ways of vsing
drawing {0 capfure things. They might draw a scene, or an
object. Perhaps a process might be beffer capturedin a
storyboard or a clowchart. Spatial cbservations might be
represenfed best on @ map o€ some sor{, and so on,

There is no reason o be limifed fo one fype o€ drawing. A
Visif 10 the 200 may produce skefches, maps, process €lows
and muCh more,

imporfantly, this fype o€ drawing is not abovt art. it's
about using a Visval language o record what they have
observed.



PERSONAS
e

In undersfanding the Context of a problem or oppor{unity,
one aspect that is easy o overlook is fhe people involved.
H's natoral o €all into the trap of inventing with
ourselves in mind - our own desires, affifudes, inferests,
constraints. In many sitvations we mignt want kids o
desiqn solutions for g grovp of pesple Who are Very dickerent
crom fhem.

A persona can be as simple as a sketch of a typical ‘vser’
o€ the solution accompanied by some nofes abovt them as
a person and abovt their relationship with the fopic area.
Creating g persona is a great way fo encovrage Children o
think explicitly about $he intended audience.
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INTERVIEWS

conducting inferviews is g fun way 10 inkorm a persona, or
Jjust $o capfure inferesting insignts abovt a fopic. I can
be very power€ul fo actvally inferview someone you want
o design g solution for. I€ that’s nof possible, kids can
inferview friends or classmafes who are playing he role of
a typical ‘vser’, EVen with relatively litfle preparation i’s
amazing how many vsekul observations Can Come Erom 3
role-play interview.

Encourage kids o prepare kor conducting an interview.
Have them make a list of questions they plan o ask. Using
‘open questions’ is o€{en impor{ant in eliciting vsetul
incormation, I€ possible, have fwe children present at the
inferview, one {0 ask questions and the ofher fo take nofes.



RESEARCH

Desiqn Thinking places lofs o€ emphasis on qaining insights
£rom real world exploration, Having said that, there’s
nothing Wrong with doing some “desk research’ o0, Most
offen this will be online, meaning that digital search
literacy and an understanding o€ source credibility will
be impor{fant.

Research can be used o explore the general {opic area,
particvlarly to 9ain a deeper understanding o€ how things
work than might be apparent through observation and
inferviews. lf Can also provide insight into the gudience you
are designing €or, how others have solved similar problems
in ofher Confexts, or 4o suggest what problems may be
inferesting fo fackle.

Just as important as doing the research is distilling the
inCoymation gathered, identicying and capfuring usecvl
observations.

DO iT YOURSELF

Personal experience Can be one of the most powercu| fools
in 9aining an understanding o€ an area and uncovering vsecul
insights. While there mignt nof always be the opporfunity
{0 ‘9et hands on’, i€ there is it’s always a catalyst for a
deeper |evel of thinking,

Sometimes this might be achieved through a Visif 1o the
environmen{ being innovated around. other fimes it will be
a maf-ter ot using a particvlar object, or stepping through a
particvlar process.

Even i€ the confext can’t be experienced ‘Cor real’,
staging a simvlation and role-playing can be great ways of
unearthing inferesting observations. If also gefs kids in the
rignt Crame of mind fo fackle a challenging problem.



MINDMAP

A mindmap is a simple, vsetvl too] Cor capfuring thougnts
about g fopic, and helping kids to explore associated ideas.

Working €rom the Core fopic that you are exploring, Create
a map o€ connected concepts. This Can provide leaping otk
points or Curther research and exploration. A mindmap

is a parficvlarly vsecul fool i€ you are working with a
qroup, as it provides a way €or the group o Centralise and
oollaboratively share their ideas.

PROS + CONS

In identikying areas o innovafe around, if is impor{ant

o understand peosple’s current feelings abovt things.
Innovation is most successtul when it addresses g current
pain point, or is builf on something that is currently hignly
safiscactory.

Make g list of all the *best’ and ‘worst’ parts of an
experience, environmend, product or fopic. Try and do this
€rom the perspective ok the qudience you are €ocusing on.
Encourage kids {0 be as specific as possible. I€ he lists are
long, 90 through and rank thewm based on degree ot empofion,
or pick the op hand€ul in each list.



KINDING A WORTIIY
CUALLENGE

one of the critical points in the Design Thinking process is
dekining a challenge fo work on, Based on all o€ the work
fhat is done in the LEARN par{ o€ the process, the goal is {0
identicy a challenge that is likely 4o produce original, vse€vl
and practical ideas.

To create possible challenges, review fhe most interesting
and provocative learnings that have been uncovered. Think
about the biggest pain points - where is there a demand or
better solutions?

'low CAN WE...

J——
How CAN
WE CoNVINCE

oTHER KIDS To

Before moving on o the IMAGINE par+ o€ the Design Thinking
process, we want o capfure the challenge clearly and
svccinctly. To do this, we wrife it as a question in $he Corm
“How can we..?”

You may wish 40 encovrage the kids o develop several
possible questions in this format. Make sure they are clear
and specitic, related o the understanding that has been
built vp o€ both the audience and the fopic.

one particvlar challenge miqnt be selected, or you might fry
1o solve several, over multiple sessions.



IDEATION

The second s{age o€ our Design Thinking process is imagining
the solution, This is all about coming Vp with inferesting
ideas. To keep if £ocused and simple, have kids capture
fheir ideas in simple headlines. Coming Vp with ideas means
applying creative thinking o a particvlar problem. We find
this hard becavuse we're so used fo thinking in established
and habitval ways. To break ov{ and think diccerently
takes eccort and practice.

The most important thing 40 encovrage kids 4o do is let
fhemselves come vp with crazy, silly ideas. While they will
rarely be the right solutions, they can octen be a stepping
stone. Jumping ovt +o unexpected and otten ridicvlous ideas
helps s explore areas we wovldn’t have reached otherwise,
and potendially uncover original yet practical answers o
oy Challenge.

KIRST iDEA +
CRAZY iDEA

Twere are some simple fools and exercises that Can help
Us Come Up With ideas - Erom fhe sfraighicorward to the
fotally unexpected. Two o€ the simplest are ‘Cirst idea’
and ‘Crazy ided’.

For *Cirst idea’ just encourage kids o write down the

€irst solution that Comes info fheir head, no matter how
straighf-corward, expected, boring, or impractical it is.
You can prefty much quarantfee this won’t be the final idea,
but writing it down makes writing down the next one
easier. And the next... and the next.

‘crazy ided’ is all about trying {0 Come vp with ideas
{hat are ridiculous, ex{reme, Coolish, inappropriate,
irresponsible... you 9et the idea. Aqain, they arent vsvally
‘rignt’, buf can be a vse€ul provocation, Using 3 Crazy idea
as a starfing point, how might it be evolved {o make it
more sensible, buf still unexpected.



PERSPECTIVE

We each bring our owun point of View 40 solVing a problem.
We can’f help if. H's the only point of View we have! This
exercise encovrages kids {0 loock at Coming vp with ideas
by prefending to be someone dickerent, with a dikcerent
perspective.

{'s amazing how muCh imagining what someone else mignt
do can actvally result in complefely dicCerent and original
ideas. The perspective Can be anyone well known enovgh cor
kids {0 quickly qrasp the Core aspects of their identity,
£rom Celebrifies and Cictional characters o processional
roles and Camily members.

ANALOGY

of{en great ideas Can Come when we |ook oufside ot the
confext that we are creating solufions cor. Encovrage kids
o hink abovt what ofher contexts are similar. What
analogies Can be drawn befween this problem and problems
{hat mignt be Caced in Very dikCerent sifvations?

Having identified these analogous Contexts, inspirafion
can be drawn £rom how they have solved similar problems,
or simply £rom observing how fhings work and how people
behave in these ofher confexts.

There probably won’t be a magic solufion that can simply
be brougnt over, but fhe ideas sparked by making these
comparisons Can be unexpected and vsetul,



QUiCK DRAW

ok{en our brains are ovr oLun Worst enemy when if Comes
4o thinking creatively. The more rational and analytical
parts of our brain shut down interesting thovgnts and ideas
fhrough Corce of habit.

Getting kids o draw lofs o€ solutions in g shor{ space of
tfime is @ way of avoiding some ok our natural over—thinking.
Even befer, the pressure ok Creafing a number o€ solufions
(and drawing them) in g shorf space o€ time helps silence
our inner Critic, The pressure Can also bring energy info a
¢lagging ideation session.

H's best o get kids {o share their ideas immediafely

acter the exercise, as the drawings may nof capfore all
4he nvances. I€ there are any particularly good ideas in fhere
they probably shovld be capfured in more defail becore they
are corgoffen,
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SELECTING AN IDEA

1€ the IMAGINE part of the process has 9one well, by now you
will have g whole mess of ideas. These probably range €rom
the sensible to the ridicvlous, €rom fhe hal€-baked {o the
well-formed.

To move Corward, Children will need 4o decide which are the
strongest ideas. Becore doing that they may want fo spend
some fime reviewing, expanding and improving them.

In selecting an idea, the most important thing is fo recer

back o the ‘how Can we...” Challenge and decide which ideas
will be most ecCective in achieving that objective.
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BUILDING

The €inal stage o€ fhe Design Thinking process is MAKING
(and evolVing) the ideas. Making is an imporfant part o¢
$he process £or fuwo reasons, Lirstly, actvally building

a profofype of $he solution can be a powertul way of
curther reCining the idea, bringing up new questions and
possibilities. Secondly, €inding ways to fest the profotype
Can provide invalvuable Ceedback o improve the idea.

Prototypes can be builf ouf o€ anything, Erom simple
cardboard boxes $o inferactive electronic Components.
The key is 4o create a profotype that allows people o
experience What it mignt be like {0 use he solution.
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PAPER PROTOTYPES

Nof all ideas can be easily builf as physical objects. Some
ideas are betfer explored, fesfed and rekined through
‘paper profotypes’. This is particvlarly rve o€ processes
and digital inferkaces.

I€ your idea is @ way of doing things, then a process diajram
like @ €low char{ can be a great way o *build” if, and let
people experience it.

I€ your idea is @ mobile app, a digifal touchscreen device, or
any sor{ of Virfval system, you Can Create sketches of the

infercace design or people {0 inferact with.
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TESTING

Get+ting real people (acfval ‘vsers’) {0 test a solution is a
qgreat way {o get real ceedback that Can help kids assess
and improve their ideas. Where this is not possible, Criends
or classmates Can roleplay and still provide surprisingly
insight€ul learnings.

While verbal feedback £rom people as they vse a profotype
is qreat, kids should alse be closely observing the behaviovr
o€ the user. What can they fell €rom the way users
approach the solution? Did they use if as expected, or did
fhey do things that surprised the designer?
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IMPROVING

Many kids will get 40 the end o€ making their solufion

and be ready o move onto the next thing. one ot the
biggest possible benefits of Desiqn Thinking is developing
susfained £ocus and resilience, Encovrage kids o learn €rom
the process of profofyping and fesfing, and +o work at
improving {heir idea.

To help with this, @ fwo-by-fwe grid can be used o
capfure fhe resvlts of festing. In one quadrant is wriffen
all the best parts of the solution, in the next all $he
problems and shorfcomings. In he fhird quadrant changes
already ideni€ied and in the £inal quadran{ questions that
remain 4o be asked.

Having capfured these practical learnings, kids Can then
sef about deciding how 1o make their idea even beter.
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HOW TO RUN A
SUCCESSTUL PROJECT

Many of the fricks 40 running a great Design Thinking
project will come with practice and experience. Having said
fhat, here are a ew vsetul fips o keep in mind.

STUEE iNSPIRES. Having inferesting stimulus around can be

enormously helptul in all stages. This Can be anything Crom
mul{imodal research material 4o eclectic cract materials
Cor prototyping.

LONE OF PROXiMAL DEVELOPMENT. while it's imporfant 4o lef
kids do fheir oLn research and develop their own ideas,
don’t be a€raid o lend your ouun experience and Collaborate
with them,

BE EXPLIGIT. Share fhe process with the kids, and help them
vnderstand $he way hey are moving through it. This gives
fhem greater insight info their oun working practice and
helps them evolVe good work habits.
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WORKING WiTll
GROUPS

The Design Thinking process described here works cine
with individvals (supporfed by a €acilitator), but it’s even
befer in groups. Groups can work in a Cully collaboerative
‘Wwhole class’ £ashion, or you Can have several individvals or
qroups working separately on their own ideas.

In explorafion and ideation if’s typically e€cective 4o let
+he grovp work individvally or in small feams €or a period,
then bring them back together o share and discuss.

Working fhrough a Design Thinking process in groups is also
an excellent way o build skills in communication and
collaboration, To gef the most ovt of this aspect, spend
some fime vVp €ront discussing the bene€its and challenges
o€ grovp work. Then debrie€ atterwards 1o help kids make
sense o€ heir Jrovp experience.
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FURTIIER
RESOURCES

DESIGN TWINRING

IDEo (ideo.com) are an amazing design and innovation
company that provides great resovrces and courses,
including g Version o€ Design Thinking €or edvucators.

The Instifvute of Design at Stancord University
(dschool.stankord.edv) alse provides extensive svpport
£or Desiqn Thinking - including KI2 Lab, Cor educafors.

CREATIVE THiNKiNG TECHNIQUES

There are plenty of resources on Creative thinking. Two
o€ fhe best are Edward De Bono’s ‘Seriovs Creativity’ and
Michael Michalko’s ‘Thinkerfoys’,

DRAWING AS DOCUMENTATiON

Read about how the Reqgic Emilia movement has advecated
4he impor{ance of drawing as Communication in ‘The
Hundred Lanquages o€ Children’,
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progressive
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This quide was designed {0 accompany

$he ‘Design Thinking with Kids’ process map.
i was developed by the Schoolhouse Cenfre
for Progressive Education,

@ Centre oy

Visit us at www.schoolhouse.edv.au or €ollowy
s on Twitfer at @schoolhouse_av Cor more
innovative courses and materials.
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