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Problems 

A problem is nothing more than an 
opportunity in work clothes. A successful 
business person pays attention to problems, 
converting the problems into opportunities 
and deciding which  opportunities are worth 
pursuing. 

'We are continually faced with a series of great opportunities 

brilliantly disguised as in insoluble problems. John W Gardner



Expanding the design challenge

• Do we have the right question or problem 
statement?

• Ask “why” five times ..  Then use:
• in what way might we _____

• Switch perspective

• Change words ( productive vs easier)  



What is Design Thinking?

The principles of Design Thinking include several 
essential elements that integrate project-based, 
experiential learning into any existing curriculum. 

• Observation Learning to look through the eyes of a 
designer

• Research Using objects, primary source documents, 
maps and other materials

• Creative Solutions Through the process of making 
something- a model, an object or a poster

• Presentation and Critique Includes a verbal 
presentation by the designers followed by analysis 
and evaluation which helps to improve the design
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Our Mission:

• Get students excited about learning (life-long 
learners). 

• Have the reasoning skills to manage in today’s 
society and begin to build a set of skills to use 
in multiple careers. 

• Understand that problems are opportunities.  
The bigger the problem, the bigger the 
opportunity. 

• Have students better prepared for college or a 
career. 



Essential Questions

What are we looking to do?

How would we judge success?

What do we have to design to solve this issue?

What is the purpose of this design?

What would the goals and objectives be?

Can we break the problem/design into parts?

When we reach a road block, we will be able to 

decide an new path
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Start out with a problem that is both 
interesting and authentic.

There is no such thing as a problem that is going to be 
interesting to every kid. This means that a project has to 
be flexible enough for students to tailor it to their own 
interests.  

Authenticity comes from using real tools to tackle 
problems that don’t have their answers printed at the 
back of the book. Ideal projects dictate some general 
parameters and tools, but leave the specific problem 
definition up to the student. 



Incorporating a Path project

Given: We want to work on a project associate 

with a community path in the neighborhood 

.

What can we do that can use the path?

Pick a theme that we can add items alone the 

path; such as bullying, learning a skill (social 

emotional learning), nature learning, 



Requirements for our project design 

How are we going to judge our design?

• Ability to implement within the community

• Complexity

• Innovative

• Ability to measure and manage

• Cost



•

• Problem Framing

• Requirements

•Many Designs

•Pick a few Solutions

•Testing/ Feedback

•Reporting

Problem Solving 
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Create your thinking strategies
Descartes, Discourse on methods 

• Look to make your approach more efficient. 

• Look at issues from a system view with inputs, outputs, processes 

and feedback. 

• Think of strategies in “gathering, organizing, analyzing and making 

conclusions.

• Break problems into small chunks and study them well.

• Begin with the things that are simplest to understand and move to 

the more complex

• .Never to accept anything as true that you do not clearly know.

• Be complete in both your work and reviews that nothing is omitted 



Brainstorming/ Brain-writing 

Prepare for the Brainstorming 

1. Quantity, not quality.

2. Withhold criticism.

3. Encourage unusual ideas.

4. Build on others’ ideas.

5. Think in advance.



Brain-writing

Each team member generates
3-4 ideas on their own.

Pass ONE of your ideas to your right.

Read your neighbor’s idea, and generate
an idea that is somehow inspired by it. 

!

!

!
!

Repeat until time is up.

Prompt: “Improve the coffee experience”



Decision Process
Convergent thinking … Narrowing the # of ideas and making a 
selection

Discussion: During the design process or problem solving we 
need to apply

convergent thinking to narrow our option to a selection. When 
we have many options

For the items that we are going to judge one against 
another, we use a scale of 1-10 to rate them and then we 
multiple that number by the weight to get the total # for 
that cell. 



•We must model the meta-cognition aspects 
on how we arrived at a learning point. By 
providing examples & engaging students in 
role playing, we can demonstrate how we 
arrived at a particular point. 

Meta-Cognition / Reflection



•We need to focus on modeling for the 
students the way to ask questions based 
on the desired outcomes to demonstrate 
that learning is achieved by getting the 
students to understand how they 
gathered the data & use skillful thinking 
to make a conclusion. 

Questions



How do we operate?

we will act as a facilitator using questions to get the students to 

design their process and operating ground rules.

• What is the definition of the process?

• How should it operate?

• How does it compare to a other processes?

• What are our roles?

• How am I successful?

• How do we communicate and collaborate together?



• The teacher can identify the expected outcome 
and question the students on how they achieved 
this outcome. In addition, the students will assess 
themselves on their compliance with the ground 
rules that were established in the beginning of the 
project.



Results & Outcomes 

• Supporting the community … 
involvement(Civics) 

• Fun Activity 

• Quality & Feedback in Learning

• Learning thru doing and mistakes 

• Presenting your solutions 

• Building social & thinking skills 



Skills---

Students must be cognitively aware of skills they are using

Dealing with 

conflict 

Listening

Character traits • Self-management

• Social awareness 

• Relationship management 

Planning • Time management

• Planning 



Learning skills 

Questioning Creative thinking

Critical thinking Reflection 

Decision making System thinking 



End

Thank You

Next Class

• Doing the project

Feedback 

sheet


