
 

INNOVATE 

IN PREPARATION 
This resource is designed to introduce you to the 
process of the V&A Innovate National Schools 
Challenge and to ofer guidance on how to start  
to deliver it. 

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 
for the students.  

These resources have been co-produced with 
teachers: Helen Vardy, King Ecgbert School; Liam 
Anderson, Trinity School; Stephanie Sweeney, DACA; 
and designer, Hefn Jones. 



   
  

 
   
 

  
 

THREE STAGES OF V&A INNOVATE 
Before you begin, here are a few things to consider: 

V&A Innovate has three design stages: 

COLLECT 
MAKE 
SHARE 

At the end of each stage you can run a review to help 
students get ready for the next part of the process. 
Use the Roll and Review die at the end of this toolkit to 
encourage your students to ask questions and refect 
on their progress at each stage. 

Working collaboratively in teams of 
four to six, students should: 

COLLECT 
Explore, research, 
discover and 
uncover everything 
they need to know 
to help fnd and 
defne a unique 
design opportunity. 

Review #1 

What design 
opportunity has 
been identifed? 

What has informed 
this design 
opportunity? 

MAKE 
Explore and model 
various design 
possibilities 
informed by 
research; test and 
evaluate them, and 
develop a solution 
based on feedback. 

Review #2 

How has the design 
solution been 
developed based on 
feedback? 

How does the 
solution relate back 
to the identifed 
design opportunity? 
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SHARE 
Defne their 
idea and bring 
it to life through 
visualisations and 
narration of the 
process. 

Review #3 

Is the concept 
clearly defned? 

Is the process 
clearly narrated and 
ready to submit to 
the V&A Innovate 
National Schools 
Challenge? 



  

 

TIME, NETWORK, SPACE 

TIME 

How long do you have to deliver V&A 
Innovate? This is up to you as the 
facilitator. 

Could it run over a term as an ongoing 
project in a creative subject? 

As an 'of timetable day' perhaps relating 
to Enterprise, Science or with a PSHE 
focus? 

As an extracurricular club for enthusiastic 
innovators? 

NETWORK 

The people and places in your town, 
city or community could ofer valuable 
inspiration. Could V&A Innovate be the 
start of a network of likeminded, socially 
conscious and creative people and places 
all around your school? 

When and where could you factor in 
inspirational visits, or visitors, to support 
the creative process? This could be online 
or in-person. 

Could any of the following be useful to 
contact locally? Museums, galleries and 
arts spaces? Makerspaces and hubs, 
colleges and universities, creative studios 
and workshops, local industry? 

SPACE 

Could V&A Innovate become the culture 
and environment of your classroom? 
Could a dedicated space be found - be it 
a room, wall, or fold-away boards to 
inspire the creative process? 

The time and space can be fexible, but 
the principles and process of the challenge 
remain the same. 

You also might want to factor in time 
for inspirational visits and/or visitors to 
support the creative process. 
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TIME PLANNING 
How can you structure V&A Innovate to ft your needs in the classroom? Below are examples of how 
you could deliver the challenge for two diferent time-scales: 

6 – 12 HOURS/SESSIONS 
Ensure enough time 
is spent focused on 
getting started with 
your students. Give 
the most time to the 
Collect and Make stages 
equally, leaving 1 or 
2 sessions at the end 
for consolidating and 
sharing the fnal idea. 

ONE DAY 

Getting Started 
1–2 Sessions 
• Introducing V&A Innovate 
• Building teams 
• Choosing your challenge 

theme 

Collect 
2–4 Sessions 
• Planning and research 
• Inspirational visits or visitors 
• Interviews and observations 
• Defning your design 

opportunity 
• Review #1 

Make 
2–4 Sessions 
• Creative ideation 
• Rapid prototyping  
• Testing and iteration 
• Concept refnement 
• Review #2 

Share 
1–2 Sessions 
• Visualisation and narration 
• Creating two A3 sheets 

about design journey and 
design solution 

• Review #3 

The reviews are essential in enabling your students to decide if they have what they need to move on so ensure these are 
included in your plan. 

A lean and rapid version of the Innovate process could Collect 
be run over one full day. 9.00–10.45 

• Introducing V&A Innovate 
When planning your time, prioritise the Collect • Watching designer flms for 
and Make stages, giving the students some time to inspiration 
focus on getting started, perhaps identifying some • Exploring the themes 
sources of inspiration ahead of time. through mind-mapping 

• Defning your design 
A pre-planned sharing presentation or rapid testing opportunity 
workshop at the end of the day with invited guests 
could help. Also consider time at the end of the day to 
help students plan how they might continue evolving 
their ideas and perhaps give some time to the 
students to incorporate this. 

Make 
11.00–13.00 
• Creative ideas generation 

against opportunity 
• Rapid mixed materials 

prototyping 
• Pre-arranged user testing 

Share 
13.45–14.45 
• Using the Submission 

Template to share your design 
journey and design concept 
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TEACHER LOG 
Print and fll out this resource to help you plan and record your delivering of the challenge, including how and when you might use other V&A Innovate resources. 

Session number and Aims Materials needed Resources to print Films and animations Local network 
content overview for students to watch links 
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ROLL AND REVIEW 

How to: 
1. Cut out along the 
solid lines, fold along the 
dotted lines, and glue 
together. 

2. Get together as a 
whole class, in teams 
or pairs. 

questions and feedback 
on what they have heard. 

At the end of each V&A Innovate stage - Collect, Make, Share - you 
can refect on your design journey so far in a group review. 

Use the Roll and Review die to share your design process and 
receive feedback from classmates. 
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Share something 
you have learnt or 
discovered 

Share 
w

hat you 
w

ould like 
to do next 

Share how
 you 

w
orked w

ith 
others 

W
hat w

ould 
you do 
diferently if 
you started 
again? 

What 
challenges 
have you 
overcome? 

3. A team or 
individual shares their 
idea or journey so far in a 
nutshell. 

4. Roll the die and 
follow the instructions on 
the side it lands on. Those 
listening should ask 

5. Roll the die two 
more times (or more if 
time allows). 

6. Pass the die on to the 
next team or individual to 
start their turn. 
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