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Introduction 

What is Design Thinking? 

« Being empathetic. Try to understand what people really value. The great thing about Design Thinking is 

that it allows people to build ideas on other people's ideas. You think of something, I have an idea, then 

somebody somewhere says, 'Hey, this made me think we should do this and we could do that.' So you get to 

a point that you would never get to with a single mind. » David Kelley (Professor at Stanford University and 

founder of the design company IDEO) summarises Design Thinking in this way. 

It is a method of thinking (so called by researchers at Stanford University), an approach to solving problems 

that is both analytical and creative.  

In fact, "to design" means to plan: once a problem to be solved has been defined, the Design Thinking 

method defines the phases of design and realisation of a product or a service that meets that need. 

How does it work? 

If we talk about process and method, we are talking about a system developed in several stages, which could 

be summarised as follows:  

 

1. Problem definition, analysing each characteristic. In this phase, research, interviews, observations, 

data collection, etc. can be used;   

 

2. Searching for ideas, or brainstorming. The probable solutions are listed, comparing possible 

applications, looking for innovative ideas suitable for the context;   

 

3. Concept development. Once the most suitable solution has been found, development begins, 

possibly producing a prototype, followed by several tests to verify its functionality;   

 

4. Launch. Once the artefact/product/service has been designed and tested, it is ready to be finally 

applied to the initial problem.  

 
 

There are several positive effects of this method: the enhancement of teamwork, positive comparison 

between peers, the importance of sharing and, more generally, the effectiveness of a well thought-out 

project. 

Moreover, DT should not be seen as a linear process: once a solution has been found, we can always think 

about improving it, starting the process all over again and starting a virtuous circle! 

 

Are there different models of Design Thinking? 

 

It is not a rigorous method: there are several interesting concepts and reinterpretations. 

One is the Launch Cycle, created by John Spencer: it is a student-friendly model, designed for the world of 

education and training. It consists of 7 phases: 
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 L: Look, Listen, and Learn             

 

 A: Ask Tons of Questions 

 

 U: Understanding the Process or Problem 

 

 N: Navigate Ideas 

 

 C: Create a Prototype 

 

 H: Highlight and Fix 

 

 Launch to an Audience 

 

 

(image: https://spencerauthor.com/blog/) 

Boys and girls are therefore first invited to observe, listen and investigate a problem, analysing it in all its 

aspects, doing research, interviews, learning as much as possible about the context in which they are going 

to intervene, before starting the search for possible solutions, comparing and analysing the consequences. 

They will then be able to move on to the creation of a prototype (a drawing, a digital presentation, an 

https://spencerauthor.com/blog/
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engineering project), carrying out tests and recording successes and failures, aware that "every mistake 

brings them closer to a solution". 

 

Mitch Resnick of the MIT Media Lab has also theorised a model - the creative learning spiral - in his book 

'Lifelong Kindergarden': in this case, learning is conceived as a spiral, a virtuous circle of play and fun that 

encourages innovation and aims at constant improvement.  

Here the phases are imagine, create, play, share and reflect, start imagining again. The concept is the 

same: given a problem or a question, we explore the probable solutions, we compare, we proceed by trial 

and error, until we come up with a possible solution, then we start again, without forgetting the playful 

and entertaining dimension. 

 

 

(Image taken from the essay "All I Really Need to Know (About Creative Thinking)I Learned (By Studying 

How Children Learn) in Kindergarten" by Mitch Resnick) 

 

Design Thinking is all around us 

Being a flexible method, a mental approach rather than a rigid pattern of behaviour, DT is now applied in a 

wide range of fields: by engineers, designers, creative people, teachers, administrators. Business managers 

make extensive use of it in their companies or start-ups before launching new products or services. 
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(image:https://pixabay.com/it/vectors/idea-invenzione-inventore-pensiero-152213/) 

https://pixabay.com/it/vectors/idea-invenzione-inventore-pensiero-152213/
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The main 6 phases of the Design Thinking 
 

The Design Thinking process brings new innovative teaching strategies into the classroom and consists of six 

steps: identifying (the opportunity), designing, developing the "prototype", comparing, improving and 

disseminating and finally presenting (the project idea). By adopting this approach in the classroom, the aim 

is finally to overcome the "filling and transmissive" school to make the object of discovery fascinating, so as 

to involve, motivate and guide students as "design thinkers" towards personal educational success. 

1. Identifying the opportunity (idea generation) 

Design Thinking is based on the ability to be 

intuitive, to recognise patterns, to develop 

ideas that are both emotionally and 

functionally meaningful, to be able to express 

oneself by other means than just words or 

symbols. And on the concept of the 'working 

group' that creates a perfect intersection 

between technology, business and human 

values. In this first phase in the classroom, 

teachers and students are divided into 

multidisciplinary teams. Each team has to identify a current and crucial problem concerning their school, 

fundraising to implement the school's budget, environmental care, energy efficiency, social inclusion. Once 

the problem has been identified, an exercise is carried out: what until yesterday was conceived as a threat 

is transformed into an opportunity for solving the problem. Then invite groups of parents, educators, people 

close to the school community interested in the chosen topic, share the problem/opportunity with them and 

proceed with a series of questions. The more questions students ask their interlocutors, the more they will 

become perfect thinkers. (image: www.piaxabay.com) 

 

2.  Designing (a hotbed of ideas) 

"No idea is too stupid', this is the mantra of the second step in 

the Design Thinking process. Starting from this sentence, the 

multidisciplinary groups of students start writing down ideas 

freely on coloured post-its. The post-its are attached to the 

board so that everyone can read them, and the "exchange of 

ideas" necessary to understand what is there and what is 

missing in order to develop a participatory and common 

solution can be deepened. The visualisation of ideas through 

sketching plays a central role in Design Thinking, because it 

provides a temporal and external memory for attempts at 

ideas, and supports dialogue between those who "design" about problems and solutions.  In addition, the 
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playful aspect of sketching increases perceptual sensitivity to innovative ideas and problem solving. (image: 

https://pixabay.com/it/photos/avviare-incontro-brainstorming-594090/) 

 

3.The Prototype 

In the same way that sketching helps design thinkers think and come up with ideas, 'rapid prototyping' is 

another way of visualising and testing new solutions. Since the designer never has enough information about 

a project, and probably never the fundamental information, fast prototyping allows him to test the details 

of an initial product, their shapes and nuances. In addition, the fact that the materials for this type of 

prototyping are inexpensive and crude puts early failures in 

perspective. Learning and accepting these failures and mistakes are 

fundamental elements to be transferred to the students in the 

classroom. Design thinkers are comfortable with uncertainty. In the 

classroom experiment, it was found that student groups were initially 

afraid to use crude prototypes for fear of getting negative feedback 

from their teachers, but then they were convinced by seeing the 

benefits of co-creation that the more complete a prototype is, the 

less people give you feedback. Finally, the tangibility rule educates students to give concrete form to their 

ideas: "prototypes are means of communication" that will allow the interlocutor a pragmatic and expendable 

evaluation of the project idea.  

(image: https://pixabay.com/photos/ux-prototyping-design-webdesign-788002/) 

 

4. Feedback (comparison) 

An important part of the Design Thinking process is feedback. In this phase, 

teachers, parents, school managers, all stakeholders test the students' design by 

giving feedback about its usefulness in the market and its business readiness. 

The students get an expert opinion on what works and what can be improved. 

(image: https://pixabay.com/photos/board-chalk-feedback-review-study-

3700116/) 

 

5. Refinement and dissemination 

Based on the feedback received, the students are guided by their 

coaches/teachers to make the project more and more perfectible, and 

once they have straightened it out, with what they consider to be the best 

solution, they can launch it on the market and thus test its marketability 

(https://pixabay.com/vectors/email-newsletter-email-marketing-

3249062/) 

 

https://pixabay.com/photos/ux-prototyping-design-webdesign-788002/
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6. Presenting the pitch 

The public presentation of the project is the final stage 

of the Design Thinking process. It is when the team of 

multidisciplinary students elects the most empathetic, 

communicative and social person to represent their 

pitch. Be comprehensive and persuasive in a few 

minutes in the hope of convincing the interlocutor to 

fund their project idea! (image: 

https://pixabay.com/it/images/search/risultato%20/) 

 

 

Case studies from Europe 

Design Thinking is now seen as an important element in schools in adapting teachers' professional skills to 

the need for innovation arising from the rapid spread of technology, the desire to equip students (from an 

early age) with tools to deal with the constant increase in available information to make them aware 

citizens. 

 

Image : https://pixabay.com/it/illustrations/un-libro-addestramento-sapere-7010438/ 

 
 

https://pixabay.com/it/illustrations/un-libro-addestramento-sapere-7010438/
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Case Studies : Italy 

1. Istituto Cartesio (ROME) has launched a design thinking course aimed at its students; a series of 

collaborative sessions which, through the realisation of different web projects (presented on this 

website), succeed in conveying 

 

 the principles of creative thinking and teamwork; 

 basics of marketing and communication 

 the basics of web design and programming. 

 

The design thinking course is structured through three consequential and synergic phases. A workshop 

designed to present the basic principles of creativity. A series of group meetings aimed at studying the 

project target (empathy map), identifying an idea and a self-sustaining management model (business model 

canvas). Team work to produce a working prototype of the web project (design, content, promotion). 

 
3 examples of the design thinking project results at the Istituto Cartesio 
 

1. “SHERLOOK is the website that makes it easier for you to choose a gift for your loved ones. 

By selecting a number of variables, SHERLOOK provides you with a list of the most suitable products 

for your needs, which you can conveniently purchase on Amazon, one of the project partners. 

Not sure what to give? SHERLOOK can help you with a secure product catalogue, constantly updated 

and linked to the main online shopping platforms.” (http://www.designthinkingcartesio.it/p1-

sherlook/ ) 

 
 

2. “Do you often change outfits and want to get rid of unnecessary clothes? 

Following online sales is difficult, we do it for you. 

BOOMBUY is a network of social channels where your products are shown and sold to the web public. 

In a hurry to sell? Just fill in the form with your product details, photo, desired sale price and the time 

you would like to finalise the sale. Once you have filled in the form we will send you an email with all 

the instructions and payment and shipping methods.” 

http://www.designthinkingcartesio.it/p1-sherlook/
http://www.designthinkingcartesio.it/p1-sherlook/
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(http://www.designthinkingcartesio.it/p2-boombuy/ ) 

 
 

3. Communication between parents and children nowadays is governed by a balance as fine as a thread. 

This is severely tested by the distance between the past period of adolescence (OUR PARENTS) and 

the present one (US). However, communication is not completely lost as this thread can be 

reconnected. 

PAST&PRESENT is a web platform where intergenerational videos can be uploaded and shared, with 

the aim of creating a bridge, a link, between past and present teenagers. 

(http://www.designthinkingcartesio.it/p3-pastpresent/ ) 

 
 

 

 

 

 

 

 

 

 

 

 

2. Design Thinking with the Tiger. Project Work at the BioPark in Rome 

http://www.designthinkingcartesio.it/p2-boombuy/
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During the lockdown period, the director of the 

BioPark of Rome, Luigi Epomiceno, met and 

involved ITS (Istituto Tecnico Superiore Servizi 

alle Imprese-Technical College for Business 

Services of Viterbo) students from the 

Marketing, Business Processes and Brand 

Ambassadors courses, to ask them to develop a 

new concept of services that would allow a 

proper use of the BioParco and place its true 

mission at the centre of the visitor experience. 

 

 

     (image:www.pixabay.com) 

 

This was a complex challenge because it involved many levels: 

 Focusing on the mission to make it narratable 

 Investigating and immersing oneself in the experience of the visitors, operators and workers 

 Research the needs, frustrations and highlights of interviewees 

 Gather information, explore bibliography 

 Compare competitors, find stakeholders 

The activities were carried out through the use of sharing platforms (Mural, MIRO, etc.) for the progress of 

the work, the saturation of the elements detected, the search for trends... all according to the Design 

Thinking manual, but with the addition of a huge challenge: the complexity of a multiple target, the nature 

of common good of our "object of study", the sensitivity and attention to current values, the overcoming of 

unfounded prejudices, the impossibility of meeting, the use of professional survey and planning systems! 

Thus, organised in teams, the surveys were verified through interviews with the operators, and the 

conception phase began, to arrive, under the patient and stimulating guidance of a team of BSDesign 

experts, at the day of presentation of the results. The sharing of data with the client and the collection of 

feedback represents the moment to define the lines of intervention and start the prototyping of the chosen 

solutions. The ideas that take shape in the stories, sometimes wavering with emotion, of the student 

speakers aim to present possible technologies and solutions to involve visitors in an effective, motivating, 

pleasant and immersive experience, to rekindle and involve all citizens in a synergistic action so that, with 

respect for the giraffe that greets us from the entrance, a revolution of awareness and attention to our being 

part of one big system can begin. So the proposals range from the planning of totally green and shared routes 

to Villa Borghese to discover the life and vicissitudes of each animal in augmented reality, to the involvement 

of children with virtual reality, to the story of a new brand centred on the silent figure of the keeper, to the 

management of visitor flows with detection technologies and in real time. (https://www.itssi.it/design-

thinking-con-la-tigre-project-work-al-bioparco-di-roma/ ) 

https://www.itssi.it/design-thinking-con-la-tigre-project-work-al-bioparco-di-roma/
https://www.itssi.it/design-thinking-con-la-tigre-project-work-al-bioparco-di-roma/
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Case studies: Cyprus 

1. The Junior Achievement Company Program   

The JA Company Programme 

provides an entrepreneurial 

learning experience for 

students aged 15 to 18. The 

programme seeks to nurture a 

new generation of 

entrepreneurial, innovative 

and civic-minded talents for 

Cyprus. 

 

 

(Source: https://jacyprus.org/company-programme/ ) 

 

It is the largest youth entrepreneurship programme on the island. Participants learn how to take a 

business idea from concept to reality and have hands-on experience of running a real business, from 

team formation, capital raising, business plan development, product development, marketing, and sales 

to liquidating the company. The program follows a design thinking methodology in a sense as the purpose 

is to design and proceed to production of a product or service, which meet identified social needs, is 

environmentally friendly and distinguished by innovative characteristics. In order to achieve this the 

students are guided by their teacher and are also provided support form a business mentor which links 

them to the real business world.  Teachers of any specialities are allowed to join the programme. 

This programme runs for a full academic year. During September and October, teachers and mentors are 

trained by JA staff, then students are divided into teams and work on their idea until February. 

Afterwards, in April, the students get the chance to showcase their idea, interact with the public, 

advertise and sale their product or service during a 2-day-long Trade Fair. 

The last part of the program includes a Company of the Year Competition, during which the 10 top 

student companies present their entrepreneurial ideas in front of a panel of judges. The winning team 

gets to represent Cyprus at the JA European Company of the Year Competition abroad. 

 

2. The MindREset programme 

 

 

https://jacyprus.org/company-programme/
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The program is implemented by the Junior Achievement Cyprus in collaboration with Lidl Cyprus and the 

Ministry of Education, Culture, Sports and Youth. The Mind REset is a fun and interactive programme, 

which offers a series of 5 courses to students of 5th and 6th grade of Primary School and 1st and 2nd 

grade of secondary school. The modules aim to bring students into contact with the field of 

environmental entrepreneurship and to help them develop skills that will contribute to the protection 

and sustainability of the environment. 

Students are first asked to identify the consequences of using plastic in our lives. Next, they are asked to 

suggest practical and sustainable solutions that will contribute to the protection and preservation of the 

environment. At the same time, they are introduced to the field of social entrepreneurship and are asked 

to develop and promote their own products and services. In this way students go form the idea stage to 

the design and implementation stage. 

Thematic areas:   

- Protection of the environment 

- Creative and circular economy applications with environment as its main theme 

- Applications to enhance innovation, entrepreneurship and financial literacy 

- Environmental education 

- Enhancing communication, interconnection and highlighting good practices 

- Smooth transition to the labour market 

 
 

Case studies : Bulgaria 

1. Training company program of Junior Achievement Bulgaria 

 

Each year, Junior Achievement Bulgaria organizes workshop under the Training company program 

recognized by the European Commission as "best practice in entrepreneurship education" involving 

young people/students and their teachers. 

Within the two-days’ workshop, various students from the cities of Vratsa, Veliko Tarnovo, Vidin, 

Samokov, Ruse, Sandanski and Sofia have the opportunity to significantly improve the product of their 

training company through the tools of Design thinking. The workshop consists of a short theoretical part, 

followed by practical work on each of the Design thinking phases - research, synthesis, idea generation, 

prototyping and validation, together with an experienced SAP specialist with the main idea to help 

participants better understand what are the problems that their potential clients face and to what extent 

the company’s idea of a product or service solves them. The benefit of participating in this training for 

each of the teams is that: 

• They will be able to clarify what clients really need, through research with prepared questions for 

interviews and observations; 

• They will be able to generate/select new ideas on how to meet this need with an innovative product 

or service that is not yet on the market, in the framework of synthesizing and generating ideas; 

• They will be able to validate/evaluate the extent to which customers like the proposals, by 

prototyping and testing with final users; 
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• They will be able to clarify concrete next steps for realization of their product/service. 

The workshop is being led by certified mentors following the Design thinking method. The interactive 

activities start with identifying the problem or area in which students want to work and develop their 

entrepreneurial idea. The participants have the chance to test their ideas through interviews and 

conversations with potential clients, and by making prototypes of their work. Each team goes through a 

series of practical steps and ends up by presenting their business ideas to an audience. 

 
Resources – videos, ppts, online articles…  
 
Design Thinking Workshop https://vazrajdane.com/3568   
 
 
 

2. Educational program “Champions Design” 
 

 
 

The educational program “Champions Design” is created and offered by the Red Paper Plane organisation, 
which is nominated for the best innovative organisation for 2017 and 2018 in the field of education. The 
program “Champions Design” for learning environment is composed of missions – thematic projects through 
which children are immersed in the world of real professions or human activity (Mission Astronaut, Mission 
Car Designer, Mission Environmentalist, Mission Narrator, etc.) and for 5 consecutive days solve real-life 
challenges grouped in teams. There is a different mission every month, with a total of 7 for the whole school 
year. 
All missions are based on the Design thinking method of Stanford University – a leading methodology for 
creating innovation worldwide. Involving children in such projects builds key life and entrepreneurial skills 
needed for our time. It also stimulates their creativity, helps them work together as a team, encourages 
them to imagine the world in a new way and try to change it with their own decisions. The program 
effectively develops children’s critical thinking and confidence in their own abilities. The missions encourage 
a view of the world that is positive, proactive and experimental - attitudes that at this age easily become a 
habit and are key to their future development and adaptation to a new environment. 
Champions Design is a progressive and full-fledged form of project-based learning that works actively on the 
development of key human skills. 
 

 Resources – videos, ppts, online articles…  
 
Design Thinking for Champions https://sun-ray-
school.eu/2019/10/19/%D0%B4%D0%B8%D0%B7%D0%B0%D0%B9%D0%BD-

https://vazrajdane.com/3568
https://sun-ray-school.eu/2019/10/19/%D0%B4%D0%B8%D0%B7%D0%B0%D0%B9%D0%BD-%D0%BC%D0%B8%D1%81%D0%BB%D0%B5%D0%BD%D0%B5-%D0%B2%D0%B5%D1%87%D0%B5-%D0%B8-%D0%B2-%D1%81%D0%BB%D1%8A%D0%BD%D1%87%D0%B5%D0%B2-%D0%BB%D1%8A%D1%87/
https://sun-ray-school.eu/2019/10/19/%D0%B4%D0%B8%D0%B7%D0%B0%D0%B9%D0%BD-%D0%BC%D0%B8%D1%81%D0%BB%D0%B5%D0%BD%D0%B5-%D0%B2%D0%B5%D1%87%D0%B5-%D0%B8-%D0%B2-%D1%81%D0%BB%D1%8A%D0%BD%D1%87%D0%B5%D0%B2-%D0%BB%D1%8A%D1%87/
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%D0%BC%D0%B8%D1%81%D0%BB%D0%B5%D0%BD%D0%B5-%D0%B2%D0%B5%D1%87%D0%B5-
%D0%B8-%D0%B2-%D1%81%D0%BB%D1%8A%D0%BD%D1%87%D0%B5%D0%B2-
%D0%BB%D1%8A%D1%87/   
 
 

 

Case studies : Spain 

1.Remake celebrations  
To help students with the generation of business ideas, we tell them that one of the options is to think on 
giving an answer to a nearby problem. In this case, they focused on the feeling of loneliness suffered by 
divorced people. To help them, they wanted to organize celebrations for divorced people to meet like-
minded people in similar circumstances.  To check and test that this business idea is viable, we used the 
"Role playing" tool.  
In the role play you simulate a situation by playing it. One or more actors represent the interaction with a 
service, a person or a product, whereby others observe the situation. The amount of fixed specifications and 
improvisation can be determined in any ratio according to the necessity. 
The role play is intended to give the attending participants a realistic insight into the user experience with 
the prototype of a product or service.  Identify the situation to be investigated. Determine the scenery and 
the roles involved. Formulate the storyline and frame using a script or other guidelines. Select the actors and 
assign their roles to them. Use requisites as needed. 
Perform the role play. If necessary, consider alternative or unconventional courses of action, such as usage 
errors or misunderstandings. Discuss your individual insights after the play. 
This method is suitable for testing interaction with a 
prototype of a product or service. This method is a suitable 
for investigating the user experience, when there are few 
resources available. 
It is important that the actors behave as naturally and 
realistically as possible. Not every person is suitable for the 
performance of every character. 

 
 

2. Second live food 
 

In the classroom, for the creation of business ideas we try to create an atmosphere that promotes  
playfulness and teamwork. To this end, we conduct a brainstorming session, although we add a tool called 
“my turn”. 

https://sun-ray-school.eu/2019/10/19/%D0%B4%D0%B8%D0%B7%D0%B0%D0%B9%D0%BD-%D0%BC%D0%B8%D1%81%D0%BB%D0%B5%D0%BD%D0%B5-%D0%B2%D0%B5%D1%87%D0%B5-%D0%B8-%D0%B2-%D1%81%D0%BB%D1%8A%D0%BD%D1%87%D0%B5%D0%B2-%D0%BB%D1%8A%D1%87/
https://sun-ray-school.eu/2019/10/19/%D0%B4%D0%B8%D0%B7%D0%B0%D0%B9%D0%BD-%D0%BC%D0%B8%D1%81%D0%BB%D0%B5%D0%BD%D0%B5-%D0%B2%D0%B5%D1%87%D0%B5-%D0%B8-%D0%B2-%D1%81%D0%BB%D1%8A%D0%BD%D1%87%D0%B5%D0%B2-%D0%BB%D1%8A%D1%87/
https://sun-ray-school.eu/2019/10/19/%D0%B4%D0%B8%D0%B7%D0%B0%D0%B9%D0%BD-%D0%BC%D0%B8%D1%81%D0%BB%D0%B5%D0%BD%D0%B5-%D0%B2%D0%B5%D1%87%D0%B5-%D0%B8-%D0%B2-%D1%81%D0%BB%D1%8A%D0%BD%D1%87%D0%B5%D0%B2-%D0%BB%D1%8A%D1%87/
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When we talk in a group, often a few people tend to take the lead role, and 
others take a back seat. This technique helps everyone to have a say. To do 
this we will look for a small object, which will be the one that will give the turn 
to the person who has it. The person who has the object will be the one to 
speak, and when they finish, they will pass it on to someone who has not yet 
spoken. The round will end when everyone has given their opinion or input 
on the topic under discussion, and as many rounds of conversation as are 
deemed appropriate can be made. The objective is to structure the 
contributions of each person in a group dialogue. 
Through this tool they came up with the idea of a second-hand food 
restaurant.  
The idea is to collect leftover food from restaurants and supermarkets and, 
through a simple process, to re-serve this food in order to avoid wasting it. 
 

Case Studies: Greece 

1. Design Futures  

 
The Design Futures method is a combination of Design Thinking with Maker Education for the resolution of 

the Sustainable Development Goals by the United Nations. 

 

INTRODUCTION 

Design Futures has 6 distinct phases divided over 9 lessons. 

Some of the phases are covered in one lesson, and some others are spread over two. 

Each lesson has its own set of resources: worksheets, slides, materials, and instructions. 

 

All the lessons follow a similar structure: 

 they begin with a brief introduction and a game, to help the students to warm up. 

 Then, students continue with one or two main activities, and finally, close the lesson with a 

moment of reflection. 

 Occasionally, some activities are done as homework. 

 

PHASE 1 “WE LEARN” 

In the We Learn phase, students learn about the Sustainable Development Goals defined by the United 

Nations. They then get assigned one challenge to tackle, such as Clean Energy, or Poverty in the city. When 

teachers present the theme, they should help children to understand its practical implications and see that 

they can actually have an impact on the world! This will help them to feel more motivated. However, learning 

about the project theme doesn’t just happen through words: students will run a short experiment to better 

understand some notions. For instance, for the Clean Energy topic, they’ll learn how to connect a LED light 

and discuss how energy works. 
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PHASE 2 “WE RESEARCH” 

The We Research phase is all about diving deeper into the project topic and capturing the perspective of 

other people. Students are asked to become researchers for a day and run some interviews: they’ll begin by 

interviewing their classmates and continue by interviewing an adult at home. While doing this, they will learn 

to recognize different types of questions (closed, open, and follow-up questions) and they will learn how to 

compare and analyze the answers of their interviewees. Teachers should encourage children to reflect upon 

the answers they have collected and to think about the project brief from different perspectives, challenging 

their own way of thinking. 

PHASE 3 “WE IMAGINE” 

During the We Imagine phase, students identify the problem they want to tackle and they come up with 

concepts that can help to solve that problem. Although the theme is given, it is quite broad and students 

should define which aspect of the bigger problem they intend to address with their project. When it comes 

to ideating solutions, they first brainstorm ideas in quantity, then select the best one that they will detail out 

and turn into a prototype. 

Collaboration is an important skill in this phase: teachers should encourage students to stay positive, build 

on each other’s ideas, and contribute to the discussion. Also, they should help teams who might get stuck 

by giving them little suggestions. 

PHASE 4 “WE MAKE” 

The We Make phase is dedicated to the creation of a prototype that represents the solution and makes it 

tangible. Students will use a variety of tools and recycled materials, made available to them in an organized 

way. They will focus on building the main structure first and figure out the details of their prototype as they 

go. Later, they will be also encouraged to work with different electronic components (such as motors, lights, 

and fans) and to incorporate them into their model to build more advanced functionalities. Making is a 

problem-solving activity that requires concentration and the ability to organize and divide tasks: teachers 

should guide students with practical tips and by helping them to evaluate different options and find the right 

technical solutions. 

PHASE 5 “WE EVALUATE” 

In the We Evaluate phase, students look back at what they have achieved so far and they are guided through 

a process of reflection. This reflection focuses both on the results of the making activity and on the overall 

learning process. We evaluate is a moment of self-assessment, as well as a moment of group discussion, in 

which students can compare their learnings, share their struggles, and celebrate their successes. 

PHASE 6 “WE PRESENT” 

At the end of the process, students get ready to present their ideas and prototypes to each other. It’s 

important to help them to build a step-by-step presentation of their work. Also, it is recommended to invite 

a wider audience, such as parents, other teachers, and students, in order to make it a truly rewarding 

moment. Hopefully, this will inspire more people to do other projects like this! 

 

2. TAKE PART 

Take apart is an activity as part of Design thinking methodology.  

“If you can’t open it, you don’t own it,” is a repeated declaration from makers, fix-it communities, and the 

introduction to “The Maker’s Bill of Rights” from Make Magazine. Some have extended the quote to 
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include the provocation: “If you can’t open it, you don’t own it, it owns you.” Mechanical dissections are a 

practice that allows learners to discover the often-hidden design of objects. 

When and How Can This Practice Be Used? 

Here are some considerations for implementing this practice: 

• Taking things apart is exciting; in order to slow things down and focus on the learning opening 

an object can yield, try the practice along with the routine Parts, Purposes, Complexities. The 

routine can be used throughout the process as a discussion prompt with individual students and 

as method for the whole group to reflect on their learning after a take-apart. 

• Learners can make their thinking visible by displaying the parts of their object on large paper as they 

dissect it and sharing what they found through written labels or an oral presentation. Todd McLellan’s 

book, Things Come Apart: A Teardown Manual for Modern Living provides inspirational 

documentation of dissected items from a digital clock to an entire piano. Invite students to display 

the parts of their object on a construction paper background and capture the display in a still image 

or video with a “tour” of the inner workings of their object. 

• Taking things apart is a dynamic way to move from a close study of objects into the various systems 

and subsystems connected to objects and their parts. Many educators have used this moment to 

introduce the economic/design dilemma of planned obsolescence with their learners. 

A few things we learned along the way: 

• Choose items with screws – not glues. On the other hand, it might be valuable to share a few items 

with students that cannot be easily opened for them to get a sense of the debate over the right to 

repair, redesign, or tinker with objects. 

• Whenever it seems advisable, we recommend that educators take apart items themselves first 

before having students open them to make sure there are no hazardous parts or chemicals inside. 

• Some older items, like Bakelite phones or garage sale items may be yucky inside, it is always wise to 

have disposable gloves handy. 

• Small plates are handy to capture tiny parts. 

• Consider rephrasing dissection and using the term: opening. Then challenge learners to both open 

and close the item, rebuilding it after examination. Can’t put it back together? Save the dissected 

parts for future tinkering and art-making activities! 

Choose an object to examine through a mechanical dissection. 

• Check out your object thoroughly. What does it do? How does it work? 

Before diving into dissecting consider: 

• What tools do you need to disassemble the object? 
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• What do you think you might learn about the object by taking it apart? 

As you take apart your object: 

• How would you name or describe each part? 

• What seem to be the purposes for the various parts? How do the parts work together? What 

seems to be the function for each part? 

• Does it seem like it was designed to be taken apart? 

As you examine your dissected object, consider these questions: 

• What new questions do you have about the object as you take it apart? 

• Would you be able to rebuild it? 

• What ideas do you have for redesigning this object now that you are familiar with it inside and 

out? 

• How might you use the components from this object for other purposes? 
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Tips and Tricks for Design Thinking 

 
   (image:www.pixabay.com) 
 

 

7 tips on how to improve teamwork with design thinking 

 
1. Small groups are the way forward 

Usually there are large groups and smaller groups in a design thinking project: 

maybe the whole class is tackling a problem, but the students break into smaller 

groups for brainstorming. One of the aims of the design thinking sessions is to bring 

out the voice of each student. 

 

2. Do some activities together with your teachers and you,students, do some of 

the other elements as pre-work or homework 

For example, the empathy map (used to map stakeholders' needs) can be done in 

advance. It  is a really useful group activity, but it's also definitely something you 

can do in advance, as homework, or in a preparation call. 
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3. Use a virtual whiteboard 

Group work guided by design thinking requires collaborative brainstorming. In 

class, you could hang poster paper around the room and ask different groups of 

students to add their ideas using sticky notes, starting each team in front of a 

different piece of paper. Virtual brainstorming can be more complicated. With a 

virtual whiteboard, it is possible to recreate online ideation sessions with sticky 

notes, allowing students to share ideas in real time. 

 

4. Students have to establish their own ground rules 

Before starting a group project based on design thinking, students should 

develop "community guidelines". This allows students to work together to decide 

how they want to participate and communicate with each other. The guidelines 

become a contract that keeps students accountable and helps them resolve 

conflicts. They can be particularly useful in a virtual environment where 

misunderstandings are more frequent. 

 

5. Give your shyer classmates the opportunity to lead a discussion or break 

room 

This gives them a chance to contribute in a less demanding way. While they won't 

feel pressured to come up with an idea or point to share, they can still be an 

important part of the conversation by facilitating. 

 

6. ask your teachers to help you keep your focus 

Ask your teachers to help you stay focused on the problem you are trying to 

solve, especially in larger group sessions. Design thinking encourages large and 

extensive brainstorming, so teachers will need to act as a buffer to help bring 

students back to their main purpose at each stage of the process. 

 

7. Be clear about next steps 

One problem with design thinking sessions in general is that people sometimes 

see them as a waste of time if they can't see a tangible result after a great 

conversation. Therefore, it is always a good idea to end each session by clearly 

summarising the next steps and explaining how everyone can move forward. 
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The main common errors  

 

 
 

This methodology focuses on one of the most critical aspects to be addressed throughout the innovation 

process: the understanding of the problem to be solved. If we were actually inside a working reality, such as 

a company, this means identifying who is its reference customer, external but also internal to the 

organisation, what are its problems, its needs, explicit or latent, if and how currently these problems are 

solved or needs satisfied. A deep understanding of people's motivations and needs is the essential starting 

point for anyone wishing to develop innovative solutions. 

We have therefore tried to summarise and report on examples of mistakes that are most commonly made 

in Design Thinking: 

 

 Expecting Design Thinking to be appropriate for all problems. Design Thinking is not a "one size fits 

all" process and there are many situations in which its use is not effective, and may even be 

counterproductive; 

 

 Skipping or not devoting the right efforts and time to the Empathy phase, with the presumption of 

already knowing your user and their needs; 

 

 Anticipating too much the Ideation phase, when perhaps the problem to be tackled has not yet been 

clearly and properly defined; 

 

 Underestimating the importance of designing and properly managing brainstorming sessions during 

the ideation phase, with the result of failing to bring out enough different ideas, cues and concepts); 

 

 Underestimating, or superficially dealing with, the testing phase of ideas, without verifying their 

validity in the field; 

 

 Falling in love with the first idea or prototype, ignoring what emerges from the tests and what may 

challenge our hypothesis; 
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 Not doing real empowerment towards the team that is carrying out an innovation project. This 

happens when management limits access to the resources needed for analysing customer needs or 

for experimentation, defines objectives that are unrealistic or inconsistent with the challenge, or 

does not take into account the evidence brought by the team for the most relevant decisions; 

 

 Creating teams that are too homogeneous, involving people with very similar backgrounds and skills, 

with the effect of reducing opportunities in terms of creative idea generation. 


