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COLLECT
Explore, discover and 
uncover everything 
students need to know 
to help them find and 
define their unique design 
opportunity.

CRIT #1
Students should end up 
with a design opportunity 
framed to inform and 
inspire them.

MAKE
Open up every creative idea 
students have in response 
to their design opportunity. 
Then get them to test, 
explore, collapse and 
rebuild until they arrive at a 
final concept. 

CRIT #2 
Students should end up 
with a tried and tested idea 
to develop.

SHARE
Ask the students to 
visualise their concept, 
make it tangible, explore 
how it would really work 
with people and then tell 
the story.

CRIT #3
Students should end up 
with a clear concept and 
story to share, ready to 
submit to the V&A Innovate 
National Schools Challenge.

TIME 

You could run Innovate over 
a term within D&T, or over 
a day with a science project, 
or over a few weeks with 
an extracurricular class. The 
time can be flexible, but 
the principles and process 
remain the same. Use the 
Time Planning tool to help 
you:

 define the structure of 
Innovate depending on your 
time 

 understand the 
milestones in the process, 
and ensure key dates are in 
the diary

You also might want 
to factor in time for 
inspirational visits and/
or visitors to support the 
creative process.

SPACE 

Make sure you have 
the space you need to 
make Innovate a studio 
environment for your 
students. Do this before you 
start. A dedicated project 
space – whether a room, 
wall or fold-away boards 
– will help you and your 
students stay engaged and 
see the whole journey.

NETWORK

The people and places 
in your town, city or 
community could offer 
valuable inspiration. We 
suggest you start thinking 
of Innovate as a network 
of like-minded, socially 
conscious and creatively 
courageous people and 
places all around your 
school. 

Use the Network Mapping 
tool to help:

 Identify the places 
you know could be 
inspirational for students 

 Identify any gaps in your 
understanding of local 
networks, showing where 
more research is required

This resource has been co-
produced with Ella Britton, 
V&A Design Thinker in 
Residence.  
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As the facilitator for V&A Innovate, your role 
is to kick-start the creative culture required to 
make the process enjoyable, productive and 
innovative. Before you begin, here are a few 
things to consider. 

V&A Innovate has three stages: Collect, Make, 
Share. At the end of each stage there are crits 
to help students get ready for the next phase.



Define the structure of your Innovate programme, depending on the time you have available. 
This resource has been co-produced with Ella Britton, V&A Design Thinker in Residence. 

INNOVATE TIME PLANNING

A lean and rapid version of 
the Innovate process could 
be run over one full day. 
 
When planning your time, 
prioritise the Collect and 
Make stages, and identify 
some sources of inspiration 
ahead of time. 

A pre-planned sharing 
presentation or rapid 
testing workshop at the 
end of the day with invited 
guests could help. Also 
consider time at the end  
of the day to help 
participants plan how they 
might continue evolving 
their ideas.

 Create your own schedule 
and delivery plan here.

ONE DAY

COLLECT 
8.30–10.30

 Dig into unlikely sources of 
inspiration

 Arranged interviews and 
observations

 Rapid insight mapping and 
opportunity spotting

MAKE 
11.00–13.00

 Creative ideas generation against 
opportunity

 Rapid mixed materials prototypes
 Pre-arranged user testing 

workshop

SHARE
14.00–15.00

 Sharing concepts



Define the structure of your Innovate programme, depending on the time you have available. 
This resource has been co-produced with Ella Britton, V&A Design Thinker in Residence. 

INNOVATE TIME PLANNING

Ensure there is at least one 
class at the start focused on 
getting started with your 
students. Give the most 
time to the Collect and 
Make stages equally, leaving 
1/2 sessions at the end for 
consolidating and sharing 
the final idea. 

Ensure you programme  
in three dates and times  
for crits at the end of 
Collect, Make and Share. 
At these crits you decide 
together whether you have 
what’s necessary to enter 
the next stage.

You also might want to 
factor in inspiration visits, 
or visitors, to support the 
creative process.

 Create your own schedule 
and delivery plan here.

6 – 12 HOURS/SESSIONS

GETTING STARTED 
1–2 SESSIONS

Co-create classroom studio  
and manifesto 

COLLECT 
2–4 SESSIONS

 Research planning
 Inspirational visits or visitors 
 Interviews and observations
 Insight mapping and 

opportunity spotting
 Crit #1: defining your question

MAKE 
2–4 SESSIONS

 Creative ideation
 Prototyping strategy
 Rapid prototyping and iteration
 More developed prototyping
 Concept refinement 
 Crit #2: defining your answer

SHARE 
1–2 SESSIONS

 Visualisation and storytelling
 Crit #3: tell your story 



MY INNOVATE NETWORK

This resource has been co-produced with Ella Britton, V&A Design Thinker in Residence.  

Identify, draw, note down, 
and map out the places and 
people within your local 
area who could provide 
inspiration to form your 
Innovate Network.

LOOK FOR PLACES AND 
PEOPLE WHO ARE:

 Rethinking design for a 
changing world 

 Having a positive impact 
on society 

 Challenging the status 
quo

 Working together in new 
and interesting ways 

 Building creative 
networks 

 Schools
 Museums, galleries and arts spaces 
 Makerspaces and hubs
 Colleges and universities
 Creative studios and workshops
 Local industry
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ACTIVITIES FOR  
THE CLASSROOM

RE-THINKING DESIGN
Ensuring students 
understand the boundless 
possibilities within design, 
and the existence of social 
innovation and social 
design.

You will need:

 Screen/whiteboard 
 Library and internet 
 Paper and pens

Start by showing the 
Become an Innovator and 
The Innovate Journey 
animations.

Provide students with 
examples of everyday 
designers, people who 
use design skills to 
solve problems through 
observation, creative 
thinking and iteration. For 
example: How do football 
managers demonstrate 
iterative design skills? How 
do shop keepers respond to 
their customers?

Ask students to discuss 
when a product, service or 
space has made their day 
better – and when they’ve 
made it worse. 

CO-DESIGN THE STUDIO
Working collaboratively 
with students, help them 
see the creative potential 
of their workspace.   

You will need:

 Large paper 
 Pens of different colours
 Collage materials 
 Library and internet

Ask students to list the 
different types of work 
they might want to do in 
the classroom for Innovate. 
For example: work noisily 
in teams, use a wall to map 
ideas, present as a group. 
Now design the studio 
together. Move furniture 
around or bring in props 
– like corrugated card and 
reams of paper - to help 
create new types of spaces. 

Invite students to decide 
how they want to visualise 
their Innovate work in the 
classroom.

CO-DESIGN THE 
MANIFESTO
Uniting the whole group 
with a shared vision and 
values.

You will need:

 Collective Values cards
 Manifesto poster

Start by showing the 
Think Like An Innovator 
animation. In smaller 
groups, invite students 
to look at the Collective 
Values cards and 
arrange them in order 
of importance or choose 
their top five. As a class, 
choose the values that 
matter most, either 
through voting or finding 
consensus. 

Design your manifesto 
poster which can be 
displayed in the studio 
throughout the journey.

 0
2 

 G
ET

TI
N

G
 

ST
AR

TE
D

By the end of this stage your classroom is 
ready, your students have formed their teams, 
they have chosen their contextual challenge, 
and they feel ready to Innovate. 

This stage involves: 
 Sharing the vision and mission of Innovate 

with your students 
 Designing a studio culture within the 

classroom 
 Co-creating a manifesto for a shared vision
 Students forming teams 
 Teams choosing their contextual challenge
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BUILD AN INSPIRATION 
MAP
Giving students a voice on 
where they’d like to visit 
and who they’d like to meet.

You will need:

 Network Mapping tool
 Library and internet 

Students can work in teams 
to create their own map of 
local innovation through 
online research. Or create a 
shared map for the whole 
class, to print and put 
up in the studio, inviting 
students to keep building it 
throughout the process.

BUILDING THE TEAMS 
Giving students time to 
establish their Innovate 
teams. 

Divide the students into 
teams of 4–6. They could 
start with everyone 
choosing one challenge, 
encouraging them to make 
a choice based on what 
interests and excites them 
most, then organising 
themselves based on who 
wants to work on what.

CHOOSING THE 
CONTEXTUAL CHALLENGE
As a class or in teams, 
students can select the area 
they are most interested 
in: Eat, Go or Wear. These 
are starting points. They’re 
intended to provoke 
thoughts and open up 
creative possibilities. 

Use the Eat, Go or Wear 
inspiration kits and the 
industry insight films to 
introduce each context. Ask 
the students:

Do you care about this 
issue?

Do you know local people 
and places that could be 
part of your research?

Does something in this 
excite you?

This resource has been co-
produced with Ella Britton, 
V&A Design Thinker in 
Residence.  



WE ARE SEEKING 
RECOGNITION FROM THE 
PEOPLE WE LIKE.

WE ARE CURIOUS. WE 
WOULD LOOK EVERYWHERE 
AND SPEAK TO EVERYONE IN 
THE HOPE OF DISCOVERING 
THE ANSWER.

WE ARE RUTHLESS.  
WE WON’T TOLERATE 
MISTAKES, WE WON’T  
LISTEN TO EXCUSES.  

WE ARE DARING. WE 
WOULD DIVE OUT OF 
PLANES AND BUNGEE JUMP 
INTO CANYONS TO FIND  
THE ANSWERS.

WE AVOID RISK. WE 
WILL STAY SAFE AND 
COMFORTABLE AND NOT 
ROCK TOO MANY BOATS. 

WE ALL FEEL THE 
AUTHORITY. TO LEAD AND 
INSTRUCT AND MAKE 
IMPORTANT DECISIONS.

WE WANT TO BE TOTALLY 
INVISIBLE, CREATING 
CHANGE IN THE WORLD  
BY STEALTH.

WE ARE COMFORTABLE IN 
A CLOUD OF DOUBT AND 
UNCERTAINTY. WE DON’T 
ALWAYS NEED TO KNOW  
THE WAY.

WE WILL BE KIND TO EACH 
OTHER. WE WILL STOP AND 
HELP IF ANYONE NEEDS US. 

COLLECTIVE VALUES As an Innovate Studio, it is time to decide what your collective identity is. What do you believe in? What matters most? Use these cards to decide what is most 
important to you as a group to make innovative work happen. Choose the ones you feel represent you and your team most strongly.



WE ARE HONEST WITH 
WHAT WE SAY AND DO. 
EXPOSING THE GOOD, THE 
BAD AND THE UGLY. 

WE WILL BE CHALLENGING 
AND CRITICAL, PUSH 
OURSELVES AND EACH 
OTHER TO BE THE BEST.

WE WILL...

WE WILL LISTEN CAREFULLY 
TO EACH OTHER. ALWAYS.

WE WILL PONDER AND 
THINK AND MUSE OVER 
THINGS. NOT RUSH AHEAD 
REGARDLESS.

WE WILL EMBRACE OUR 
MISTAKES AND FAILURES. 
LEARNING ALL THE TIME.

WE WILL NEVER GIVE UP. 
WE WILL STAY COMMITTED 
TO SOMETHING THROUGH 
RAIN AND SHINE.  

WE WILL SHARE. FOOD, 
IDEAS, KNOWLEDGE, SKILLS. 
WHATEVER WE HAVE.

WE WILL COLLABORATE. 
BELIEVING ALL OUR HEADS 
ARE BETTER THAN ONE. 

COLLECTIVE VALUES 
This resource has been co-produced with Ella Britton, V&A Design Thinker in Residence. 



At the end of each Innovate 
stage – Collect, Make, Share 
– there is a decision point 
called a crit. At these crits 
you can share the work 
done, the lessons learnt, 
the decisions made, and as 
a group you can challenge 
and enrich each other’s 
work. 

Use the Creative Crit Die 
to share your journey and 
receive feedback from 
classmates. 

How to:
1. Get together as a whole 
class, in teams or pairs. 

2. A team or individual 
shares their idea or progress 
so far in a nutshell. 

3. They roll the die and 
follow the instructions 
on the side it lands on. 
Those listening should ask 
questions and feedback on 
what they have heard.

3. They roll the die two 
more times (or more if time 
allows). 

4. They pass the die on to 
the next team or individual 
to start the process again.

This resource has been co-
produced with Ella Britton, 
V&A Design Thinker in 
Residence.

THROW A CRIT!
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ACTIVITIES 
FOR RESEARCH 
PLANNING
These activities might help 
students plan for primary 
research they could do with 
peers, family members, or 
people they know in the 
community.

Start by using the Eat, Go 
or Wear inspiration kits to 
introduce each context and 
kick-start ideas.

QUESTIONS FRAMEWORK
Helping students identify 
the big questions they 
want to ask through their 
research.

You will need:

 Post-its
 Large sheets of paper

Ask students to write down 
everything they currently 
know about their context, 
what interests them about 
it and why they think the 
subject is important.

Then ask students to 
brainstorm the big 
questions they have about 
the context. Encourage 
the development of open 
questions.

For example: What 
influences people’s 
decisions to recycle? How 
do supermarkets deal with 
their food waste? What are 
the hardest materials and 
products to recycle?

STAKEHOLDER MAPPING 
Helping students identify 
what they are trying to 
discover, with who, and 
how.

You will need:

 Post-its
 Large sheets of paper 
 Pens 

Ask students to draw a map 
of the people and places 
connected to their context. 
Who could they connect 
with locally?

Look for the extremes – 
people who might have 
a unique understanding 
of their context and 
people who might have 
no understanding at all. 
For example: interviewing 
a Greenpeace advocate 

about climate change, then 
interviewing your Grandad 
about why he doesn’t 
recycle. 

RESEARCH PLAN 
Time-planning research to 
ensure it is possible, and 
everyone knows who’s 
doing what.

You will need:

 Design Research Methods 
cards 

 Large sheets of paper 
 Pens

Using the Design Research 
Methods cards, ask 
students to choose a few 
methods to try. Consider 
a range that achieves 
both breadth and depth 
of information. Share out 
tasks within teams and 
decide when and where 
the research will take place.
Some research will be done 
in pairs or more, some could 
be done individually.
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This stage is about exploring, discovering, 
listening, observing, getting out of the 
classroom and uncovering everything 
you need to know to help define a design 
opportunity.

This stage involves: 
 Identifying the right people/places to visit 
 Planning research questions 
 Designing research methods
 Looking for inspiration everywhere
 Analysing research and finding insight 
 Defining a unique design opportunity
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ACTIVITIES DURING 
RESEARCH 

OBSERVATION: UNPICKING 
CONTEXTS
Developed with designer 
Tom Gayler 

Helping students identify 
what they know or assume 
about people’s needs

You will need:

 Printed visual inspiration 
from Eat, Wear and Go

 Pens 
 Tracing paper

Using an image that could 
represent a problem or 
people’s needs, invite 
students to list all the needs 
and design opportunities 
they can see. For example: 
Image of a man waiting 
for a bus. Does he need to 
get somewhere without 
walking? Does he need 
someone to walk with? 

Students find as many 
needs and design 
opportunities as they can, 
then pass their image on 
to another group who add 
more ideas and feedback.

Students then add a piece 
of tracing paper to their 
image and sketch a solution 
to the problem. Encourage 

students to think about 
how the user would interact 
with the problem and the 
solution. 

SIX DEGREES OF 
SEPARATION
Helping students find 
interesting and unexpected 
connections in their 
observations.  

You will need:

 Six degrees of separation 
tool

 Pens

Six degrees of separation 
is the theory that 
everyone and everything 
is six or fewer steps away. 
Individually or in teams, 
students can use this 
tool around school, on 
their journey home, or at 
home to find connections 
between places, people and 
objects. In teams, students 
discuss the unexpected 
connections they found 
and whether they saw 
any problems or design 
opportunities.  

QUESTIONS 
Discussing and practicing 
the art of asking great 
questions.

You will need:

 Flip chart or whiteboard

Discuss how asking great 
questions is the key to 
getting great information. 
Encourage students to 
identify the differences 
between different types of 
questions and help them 
practice the art of open 
questions through practice 
interviews.

5 WHYS
Showing students the 
importance of looking 
below the surface of a 
problem.

You will need:

 Large paper 
 Pens of different colours
 Template of five boxes  

to fill 

‘5 Whys’ is a technique that 
identifies different causes of 
a problem, helping to clarify 
the root cause. Ask students 
to start with a problem 
they have identified during 
research. Ask ‘But why?’ and 
write down the answer. Ask 
‘Why?’ again. Ask why five 
times in total.
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ACTIVITIES FOR 
RESEARCH ANALYSIS

Here are some activities 
to take students from a 
mountain of information, 
to an edited collection 
of insights, to a design 
opportunity. 

SHARE YOUR STORIES 
Helping students and teams 
download everything they 
have seen, heard and learnt.

You will need:

 Post-its 
 Pens 
 Board or wall space

In teams, or 2–3 teams 
together, students listen 
to each other’s research 
stories: what they’ve seen, 
heard and learnt. Print 
out photos of people and 
places to help visualise 
these stories and prompt 
memories. 

Encourage students to write 
down or draw key pieces of 
information they hear from 
others.

FIND THEMES
Helping students and teams 
find some order in their 
research.

You will need:

 Post-its 
 Pens 
 Board or wall space

As a whole class or in 
teams, start to map out 
photos, drawings, ideas 
and post-its on the wall or 
floor and cluster related 
information together. 

Use The Big Diamond tool 
to help students zoom in 
and out of their research 
and find new connections. 

Ask students: Can you see 
patterns and connections? 
Is there something that 
stands out on its own? 
What feels surprising and 
why? What are you most 
excited about?

IDENTIFYING 
OPPORTUNITY 
Encouraging teams to 
discover the gems in their 
research that will form the 
basis of their design brief.

You will need:

 Post-its 
 Pens 
 Sticky dots for voting 
 Board or wall space

Ask students what feels 
most promising as an 
interesting and tangible 
problem to solve. Students 
could vote on their favourite 
and have a group discussion 
to come to a consensus.

Ask students to create 
multiple “How might we…?”  
brainstorming questions. 

Insight: If people can’t see 
where their waste goes, 
they don’t feel motivated to 
recycle it. 

So: How might we make 
the journey of a piece of 
waste visible to the person 
it belonged to?

Avoid preconceived 
solutions. So instead of: 
How might we design a 
faster bus? 
Ask: How might we make 
moving around the city 
an efficient and enjoyable 
experience?

DEFINE YOUR DESIGN 
OPPORTUNITY 
Creating a design brief from 
all the research to inform 
and inspire the next stage. 
 
You will need:

 Large paper 
 Pens 

Review the ‘How might 
we…?’ questions and 
discuss their strongest 
opportunity for design: 
Which question has the 
strongest connection to 
their research?
Which one has the potential 
to answer a real human 
need?
What excites them the 
most?

Once students have chosen, 
they can turn this open and 
inspiring question into a 
big visual poster to make 
sure they stay focussed on 
the opportunity or problem 
they’re trying to solve.

CRIT #1: DEFINING 
YOUR QUESTION

Use the Throw a Crit tool 
to help students reflect 
and get feedback from 
each other. 

At the end of this stage, 
students should have:

 Visual and written 
evidence of their primary 
and secondary research

 A clear set of insights 
gained through 
investigation, with 
documentation of how 
they analysed their 
research

 A clear design 
opportunity framing the 
question they’re trying to 
answer next: “How might 
we….” 

This resource has been co-
produced with Ella Britton, 
V&A Design Thinker in 
Residence.  



IN-DEPTH INTERVIEWS
Using open questions to have a conversation with 
someone individually or in a group. These people 
might be someone you know locally, or professionals 
with a specific area of knowledge that might help you.

WALKING TOURS
Inviting people who know a place or a service to walk 
you through the experience. Showing you what it 
looks like and what it means through their eyes.

INTERVIEWING YOUR CLASSMATES
Using open questions or a questionnaire to have a 
conversation with your classmates about the context. 
What do they think? What questions do they have? 
What are they passionate about?

JOURNEY MAPPING
Visualising the story of someone’s 
experience step-by-step to learn more about 
what you are trying to investigate.

RAPID PROTOTYPING
Quickly building or ‘mocking up’ ideas to gain more 
insight into what people will respond to best, or what 
may or may not work.

INTERACTIVE GAMES
Creating playful and interactive experiences 
for people, designed to help you find out more 
information about their experiences.

SIDEWAYS INSPIRATION
Looking at situations that seem unrelated and 
thinking about what relationship they might have to 
your research e.g. what can a supermarket learn from 
a Formula 1 pit stop?

DESIGN RESEARCH METHOD CARDS
Cut out these cards and choose which research methods you would like to use. This resource has been co-produced with Ella Britton, V&A Design Thinker in Residence. 

FLY ON THE WALL
Hanging out in a place and almost making yourself 
invisible to people. Just observing, listening and 
keeping notes of everything you notice.  

EMPATHY TOOLS
Putting yourself in other people’s shoes as much 
as possible and trying to experience what they 
experience.



SIX DEGREES OF SEPARATION 
is the theory that everyone and everything is six or fewer steps away.

Create links between places, people and objects and write how they are connected.
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ACTIVITIES FOR 
OPENING UP IDEAS
These activities will help 
your students open up their 
creative thinking. Encourage 
the students to unpick their 
design opportunity and 
explore it in multiple ways.

RAPID IDEATION
Opening up students’ 
creative thinking and 
generating ideas in relation 
to their design opportunity.

You will need:
 Post-its
 Pens

Give students a series of 
questions or statements 
from which they generate 
ideas related to their 
design opportunity. Each 
idea should be written or 
drawn on a post-it. For each 
question or statement give 
students a few minutes 
to brainstorm. Encourage 
them to come up with as 
many ideas as possible. 
Make a timer a feature in 
this activity to keep the 
pace up and reduce any 
preciousness. 

For example: Imagine you 
have £1 and you need to 
design a solution to your 
problem. Now imagine you 
have £1 million. 

Imagine you were designing 
something for one specific 
person from your research.

Imagine you were designing 
something that would 
reach as many people as 
possible across the world.

GROUP SKETCH
Opening up students’ 
creative thinking and 
generating ideas in relation 
to their design opportunity.

You will need:

 Large paper
 Pens

Each team member 
sketches an image related 
to a concept, idea or topic 
from their research that 
they want to explore 
further. Each sketch is then 
passed to someone else, 
who draws another related 
image building on the idea. 
This is repeated so that 
each team member adds a 
drawing. 

Put everyone’s sketches 
up on a wall. Use The Big 
Diamond tool to make 
connections between 
drawings from different 
teams. Ask: What visually 
connects these drawings 
and why? What would 
happen if we moved this 
here, or there? What would 
happen if we combined 
these two or three ideas? 

ITERATIVE IDEATION
Developed with designer 
Tom Gayler

Developing design ideas 
through a sketching activity 
that considers function, 
users and location.

You will need:

 A4 paper
 A4 tracing paper
 Pencil
 A4 image of an object. 

Images should be loosely 
related to the context, 
either existing solutions, or 
familiar objects.
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This stage is about inventing and exploring 
multiple possibilities, testing them openly 
and often, and learning quickly before making 
well-informed decisions about the right ideas 
to develop. 

This stage involves: 
 Brainstorming multiple ideas 
 Filtering and selecting ideas
 Rough prototyping and testing ideas
 Iterating designs
 Refining to one concept
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First, the students need 
to create a line drawing of 
their selected image on a 
sheet of plain A4 paper.

Then, ask them to place a 
sheet of A4 tracing paper on 
top of their drawing.

Function: Next, ask them 
to change the function of 
the object to match that of 
their design opportunity, 
sketching and annotating 
changes to the design on 
the tracing paper. 

User: Then, they will need 
to place another sheet 
of tracing paper on top. 
Students should now sketch 
and annotate changes to 
the design, thinking about 
their user and how they can 
adapt it to be more useful 
or more attractive to that 
person.

Location: Next, they 
should place the final 
sheet of tracing paper 
on top. Students should 
now think about the 
location of their design 
opportunity, sketching 
another iteration to the 
design to allow it to work 
in the location, considering 
the environment and the 
amenities.

Each student should have 
made four drawings, each 
built on top of the last one 
exploring Function, User, 
Location.

Students can select one 
iteration of the design to 
model and prototype, this 
can be any of the tracing 
paper drawings, not 
necessarily the final one.

MAKING AS INVENTION
Developed with designer 
Tom Gayler

Fast paced making skills 
as part of an iterative, 
explorative process.

You will need:

 Range of sketch 
modelling materials, such 
as plasticine, card, string, 
tape, paper straws

 Camera

Form: Ask the students to 
pick their favourite idea 
from the ‘iterative ideation’ 
drawing phase, and model 
it in 3D. This object should 
be kept small (to fit inside a 
mug) to save on time. Once 
completed, a photograph 
should be taken.

Transform (sensory 
experience): Ask the 
students to emphasise the 
interaction with or use of 
their object via one of the 
senses (touch, taste, sight, 
sound or smell). Students 
should then iterate on 
their prototype, thinking 
about one particular 
sense. Photograph again, 
capturing each iteration of 
the modelling.

Instructions: By drawing 
a set of instructions (4 x 
drawings with captions) 
students should describe 
how the object is to be 
used. Students should also 
describe their user. They 
should be encouraged to 
think about starting to use 
the object, using the object, 
and finishing using the 
object.

Ask students to share their 
ideas with their team and 
with another team. Each 
team member should 
explain how their idea 
meets their team’s design. 

ACTIVITIES FOR 
PROTOTYPING

When we describe 
prototyping in this stage, 
we are describing a method 
of testing and iterating 
ideas, not making finished 
models.

CRITERIA FOR  
PROMISING IDEA
Helping students select 
their best ideas.

You will need:

 Post-its 
 Small cards or A5 paper
 Pens of different colours 
 Sticky dots for voting 

Ask students to visualise 
all their ideas from 
the ideation phase, 
by sketching, making, 
storyboarding or mapping 
them on a wall/floor. 
Students should then 
decide which ideas feel 
strongest. Try using a 
criteria such as:

RELEVANCE – It relates to 
our opportunity and the 
insight in our research
IMPACT – It would have a 
real impact on the people 
it’s for and clearly answers 
a problem/meets an 
opportunity 

DELIGHT – It excites us and 
will excite others  
FEASIBLITY – This could 
realistically be made (cost, 
materials, manufacturing, 
sustainability) 

Teams rate the ideas, 
ending up with 3–5 ideas 
they want to take forward.

Now teams can sense-
check those final concepts. 
Ask them to make models, 
explaining how they work, 
with who, and why they 
are important. Encourage 
students to share with 
other teams, listen to 
feedback and questions, 
and improve their ideas 
based on this input.
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PROTOTYPING STRATEGY
Help students build a plan 
for how they will rapidly 
prototype their ideas with 
people.

You will need:

 Paper
 Pens
 Computer

Before they start 
prototyping their ideas 
with users, make sure you 
encourage the students to 
build a strategy for what 
they are trying to learn. 
Define the questions 
students want to answer 
through testing. 

For example: Does the user 
understand the idea and 
how it works? Why would 
people use my product 
instead of an existing 
product? How might people 
find out that my service 
exists? If I want this to last 
over time, what different 
materials should I test? 

Then ask students to 
define who they need this 
information from. Who are 
the target users for their 
idea? These people might 
have been involved in your 
Collect phase.

You then need to decide 
how you will test your idea. 
This could be through an 
interview, focus group, or 
role play within your team. 

ACT IT OUT
Students put themselves 
into the situation of the 
user.

You will need:

 Paper
 Pens
 Range of rapid 

prototyping materials, such 
as plasticine, card, string, 
tape, paper straws 

Create a role play and act 
out the experience of your 
idea from start to finish 
from the perspective of 
the user. By playing it 
out students will start to 
identify tricky moments or 
uncover questions users 
might ask.

Students then discuss 
their experience, cluster 
their feedback, and make 
changes to their ideas. Then 
they should test it again.

CRIT #2: DEFINING 
YOUR ANSWER

As a class, review the 
prototyping journeys. Use 
the Throw a Crit tool to 
help students reflect and 
get feedback from each 
other. 

At the end of this stage, 
students will need to 
show:

 Visual evidence of the 
million and one ideas they 
generated in answer to 
their design question 

 Visual evidence of how 
these ideas were tested, 
what was learnt and what 
happened as a result 

 A focussed concept 
which answers their 
design question and is 
clearly born out of testing 

This resource has been co-
produced with Ella Britton, 
V&A Design Thinker in 
Residence
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ACTIVITIES

During this final stage, 
encourage students to 
share what their idea is, 
what it does, with who and 
why. Practicing will help 
them refine the narrative 
and better understand how 
to share their story. 

VISUALISING IDEAS
Encourage students to think 
creatively about how they 
might share their idea for 
the V&A Innovate National 
Schools Challenge.

You will need:

 Judging Criteria

Ask students to read the 
Communicative section 
of the Judging Criteria. 
Remind students that they 
are trying to communicate 
their idea in the best way 
possible, to explain and 
describe their design to  
the judges. 

Students gather all the 
material from their Collect 
and Make stages and lay 

it out on a table. In teams, 
they look through all 
their research, ideas and 
prototypes and pick out key 
pieces of information they 
want to share visually. 

They could:
Include sketches and 
technical drawings. 
Take photographs of 
different prototypes.
Gather quotes from 
research and testing.
Storyboard their design 
process from start to finish.

STORYTELLING
Helping students practice 
telling the story of the 
Innovate experience, and 
their end result.

You could run practice 
pitches in the classroom. 
Another idea is to host 
a ‘thank you’ event for 
everyone who has helped 

during research and 
prototyping, or you could 
use a school assembly to 
encourage students to 
share their Innovate journey 
with the rest of the school.

SELF-REFLECTION 
Hosting a reflective 
discussion at the end of 
Innovate which invites 
students to share what they 
have learnt about design 
and about themselves.

Ask students to write three 
things they have learnt 
about themselves from 
the process, then come 
together and share these 
reflections. 

Ask questions such as: 
What have you learnt about 
yourself by working in a 
team? 
What obstacles did you face 
and how did you overcome 
them? 
How will you use the skills 
you have learnt in the 
future? 

Students could include 
these reflections in their 
entry to the V&A Innovate 
National Schools Challenge.
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This stage is about defining your idea, 
visualising it, and telling its story. If you are 
submitting your idea to the V&A Innovate 
National Schools Challenge you will need to 
read the entry requirements.  

This stage involves: 
 Finalising your design idea 
 Visualising ideas, for example hand 

sketching, technical drawing, 3D modelling, 
photography

 Creating a clear written narrative on what  
it is, what it does, for who and why

 Compiling all your work into a story that  
can be shared

CRIT #3: TELL  
YOUR STORY

Use the Throw a Crit tool 
to help students reflect 
and get feedback from 
each other. 

If entering the V&A 
Innovate National Schools 
Challenge students will 
need to communicate 
their concepts using 
visuals and words, making 
sure they describe:

 What their concept is 
 What problem it’s trying 

to solve
 Who it’s for
 How it works

Don’t forget students 
should share the whole 
process, from research 
to final idea. Read the 
judging criteria and entry 
requirements carefully to 
better understand what 
the judges will be looking 
for.  

This resource has been co-
produced with Ella Britton, 
V&A Design Thinker in 
Residence.  
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PROCESS
Evidence that students  
have developed the 
following skills:

RESEARCH
Students have:

 spoken to people to 
properly understand the 
problem

 considered how the 
global context relates to 
local area 

ITERATION
Students have:

 tested their ideas with 
people and taken feedback 
on board

COLLABORATION
Students have:

 worked together as 
a team throughout the 
journey

CONCEPT 

Evidence that students have 
created a design that is:

IMPACTFUL
Students have:

 designed a solution that 
answers a need and creates 
impact

 taken into account the 
environmental impact of 
their idea

INNOVATIVE
Students have:

 developed a creative, 
exciting and original idea

COMMUNICATIVE
Students have:

 shared their idea clearly, 
explaining what the 
concept is, what problem it 
is trying to solve, who it is 
for and how it works

 shared their idea 

creatively through a range 
of methods (photographs, 
technical drawings, models, 
text, links to websites, 
quotes users)

 described their design 
journey from research to 
final idea, showing how 
they answered their own 
design brief

Remember, we are looking 
for bold, creative ideas – 
something that has the 
potential to have real 
impact with real people. 

There is no right or wrong 
way to present your concept 
but make sure it is clearly 
communicated visually 
so that the judges can 
understand. 

ENTRY 
REQUIREMENTS

The entry period will be 
from 2 September 2019 to 
13 December 2019 at 11:59 
p.m. Late entries will not be 
accepted.

There is no limit on the 
number of submissions per 
school. 

Each team can only submit 
one idea.

To present their ideas to 
the judges, students should 
visualise their Innovate 
journey on two A3 design 
sheets, presenting:
1. the final concept
2. the story of their Innovate 
journey, from research to 
final concept.

The school and team name 
must be included at the top 
of each sheet.

For further guidance on 
what judges are looking  
for on the design 
sheets, please read the 
Communicative section  
of the Judging Criteria.
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IA When compiling and creating your work for 

the V&A Innovate National Schools Challenge, 
this is what the judging panel will look for:

SUBMISSION SPEC: 
Submit sheets as JPEGs  
or PDFs. 

Max. file size 3MB. Max. 
total email size 10MB. If 
you need to send an email 
over 10MB please use 
WeTransfer. 

HOW TO ENTER: 
Email innovate@vam.ac.uk 

The title of the email should 
be: “<Enter school name> 
Innovate Submission”

ATTACH: 
 Completed teacher 

submission form
 A3 design sheets as PDF/

JPEG. Max. 2 sheets per 
team of 4-6 students

 Each JPEG/PDF must have 
your school name in the file 
name

GOOD LUCK!
This resource has been co-
produced with Ella Britton, 
V&A Design Thinker in 
Residence.  


