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What is DESIGN THINKING?
Find a compelling image, and compare with a partner or team of three.



It isn’t
filling in boxes...

    From PLANNING to DESIGNING

It’s
authoring a story.



    From PLANNING to DESIGNING

It isn’t about
knowing answers...

It’s about
finding questions.



    From PLANNING to DESIGNING

It isn’t having
the right idea...

It’s having
a lot of ideas.



    From PLANNING to DESIGNING

It isn’t about
plans or products...

It’s about
purpose and people.



How might we reimagine the conference experience?



Start with 
Needfinding.

You have seven minutes to 
uncover user experiences 
that will aid you in your 
innovative design.

What are attendees’ goals? 
What are their passions? 
What do they enjoy about 
conferences?
Where are their pain points?

  REDESIGN the Conference Experience



Move to Ideating 
and Creating.

Create an innovative way 
to reimagine the 
conference experience.

You have seven minutes to 
work together in teams no 
larger than three to create a 
“napkin pitch” of your 
innovation.

Share: http://bit.ly/2AVlOFk 

  REDESIGN the Conference Experience

http://bit.ly/2AVlOFk


Debrief the 
Process.

What needs were most 
insightful to your design?

What methods were most 
helpful to uncover them?

What was best about 
ideating and creating? 
What was challenging?

How did new ideas affect 
your thinking?

  REDESIGN the Conference Experience



    Our Story: Lake Travis ISD

 
 



SHADOW
A STUDENT 
CHALLENGE

What might leaders learn 
from walking a day in a 

student’s shoes?

    EMPATHIZE



OBSERVATIONS and REFLECTIONS
“I really tried to get into the role of 
being a student again and 
experience everything my student 
was experiencing. I even took all of 
the tests!”

“Academically, my student 
struggled to stay engaged in 
worksheet after worksheet. The 
only interaction his teachers had 
with him was to redirect him.”

“The academic load was 
challenging- there was a LOT of 
work. I am not sure how much was 
applicable to tangible learning.”

“The most glaring moments 
involved the environment: the 
furniture we force students to sit in 
for 90 minutes at a time, the size of 
our school, and some of the 
building’s less desirable physical 
attributes.”

“Two of the female ESL students 
didn't say a word in any of the 
classes I visited. They looked busy 
and maybe understood what was 
going on, but they didn't say a 
word.”

“I was exhausted by the end of the 
day and have so much admiration 
for our kids who do this every day, 
participate in a sport or activity after 
school, and then do homework!”

    EMPATHIZE



School Culture

Lesson Design❏ Welcome Every 
Student

❏ Work with 
Students to 
Design Common 
Areas

❏ Ask, “What’s In 
Your Backpack?”

❏ Have Lunch With A 
Student

❏ Empower 
Students with a 
School Design 
Team

❏ Start Peer 
Mentoring

❏ Test Out A List 
of Student 
Engagement 
Hacks

❏ Pull A Kid Into 
Your PLC

❏ Operation: 
Everyone Talks

❏ Test Out Lesson 
Design Tool: 
“What Is and 
What Could Be

DESIGN AND TEST A

STUDENT
“HACK”
What is the smallest 

change that could make 
the biggest difference?

    IDEATE & PROTOTYPE



The Student Within The 
Learner-Centric Model

The Teacher Within The 
Learner-Centric Model

The School Leader Within The 
Learner-Centric Model

    CREATE, TEST, ITERATE



    DESIGN

How might we design in order to improve 
the experience of those we serve?



    DEFINE scope and scale

THE PROJECT
What is the presenting problem to be solved?

VISION FOR SUCCESS
How might success look, sound, or 
feel from the user perspective?

SUCCESS CRITERIA
How might the team and / or key 
stakeholders judge success?

USERS / AUDIENCE
Who is this project intended to help?

USER CONSTRAINTS
What factors might influence design?

EXPLORATORY 
QUESTIONS
What are some ‘need to knows’ about 
the intended user?

EXPLORATORY 
RESEARCH
How might those ‘need to knows’ 
become known?



 

NAME

What we hear them SAY

❏

What they may THINK

❏

What they may NEED

❏

Description

❏

What we see them DO

❏

What they may FEEL

❏

PICTURE



    Persona Point of View

PERSONA DESCRIPTION

PERSONA NEEDS

INSIGHT(S) ABOUT PERSONA NEEDS

I’m a ________________________,

and I need ___________________

______________________________

because ______________________

______________________________

______________________________.

     



 IDEATE solutions

❏ Capture all versions of the questions generated. The 
iterations might tell a story.

❏ Start from scratch or with a list of insights.
❏ Craft several questions in a “How might we…” format.
❏ Check the openness of the question. There should be 

potential to explore a variety of solutions. If not, broaden 
the scope.

❏ Consider the breadth of the question. If it’s too wide to 
wrap your head around, narrow the focus.

❏ Start generating ideas only once you land on the 
challenge in the form of a “How might we…” question.

How 

might
 

we...

How might we refine our challenge?



    IDEATE starting with bad solutions

“To invent, you need a good imagination and a pile of junk.”  
-- Thomas Edison

❏ Consider the problem to be solved.
❏ Consider the following question:  “What is the worst 

possible way to address the problem?”
❏ Challenge yourselves to think bigger when the solutions 

or ideas are not extreme enough.
❏ Break down ideas to include attributes.
❏ Convert some of the worst ideas into the best ideas.
❏ Consider opposites, substitutions, or fresh ideas that are 

spawned by the worst. Note: SCAMPER tool may be useful 
in this stage.

https://www.mindtools.com/pages/article/newCT_02.htm


    RAPID PROTOTYPING aka Make to Think

Draw It
Paper Prototyping

Sketch various aspects of your design solution. Quick is better than 
good, though resist the urge to move on from the sketch until the 
idea has been fleshed out.

Storyboarding
Map out each step of the experience comprised by the design 
solution and its use. Consider the experience of those who interact 
with the solution as a story arc through multiple perspectives.

Make It

Quick and Dirty
Use found resources to create a model of a design solution, refining 
your ideas as you bring them to life. Resist the urge to think about 
making- instead, make in order to think. When in doubt, make.

Looks Like / Works Like
Design two different models of a solution- one that looks like it but 
doesn’t necessarily function, and one that works like it but bears little 
resemblance. Test each separately, and also together.

Change One Thing
Identify one element or function of a design solution on which to 
iterate, and focus efforts specifically and solely on that variable. 
Consider the impact of each change on the larger whole.

Act It Out Role Playing
Take on the roles of the various users of a design solution, and act 
out its use within the context of those roles. Use the role playing 
process to identify potential “blind spots” in design.



    TEST to LEARN by engaging users



    Takeaways

 



Post-Session Evaluation

Take our 3 minute survey!

Your feedback will be used to:
● Understand the impact of our session
● Improve our facilitation

bit.ly/2018SessionFeedback

Your responses power our                                   report

Session ID:    3410
NOTE: Session ID should be in all CAPS 

and is case-sensitive.

http://bit.ly/2018SessionFeedback

