
    
 

 
 

 
 

 

 

COLLECT / MAKE / SHARE
DESIGN PROCESS TOOLKIT 
V&A Innovate is based on design thinking and human-centred design 
approaches. The following toolkit, co-designed with professional designers 
and teachers, gives an outline of how you could run V&A Innovate with your 
school by following three core design stages: Collect, Make, Share. 

This toolkit ofers suggestions about how to deliver each stage. We have 
included activity ideas and printable tools for students to support them 
throughout the V&A Innovate journey – from exploring the project theme, 
to prototyping ideas, to sharing their work with the judges. 

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

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

SHARE 
Defne their idea and bring it to life through visualisations and narration of 
the process. 

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



  

 
 
 
 

  

   

  

 

 

  

  
 

  

  

 

 
 

 

 

  
 

 

  
  

  

APPROXIMATELY 2 HOURS MATERIALS STUDENTS AT THE END OF THIS STAGE, STUDENTS SHOULD HAVE: 
This toolkit includes: WILL NEED: • Evidence of their primary and secondary research COLLECT 
• Explore the theme • A3/A4 printouts of and what they learned during this process 

Explore, discover, listen and observe. This stage is 
all about getting students out of the classroom in 
search of a design challenge. 

EXPLORE THE THEME 
OVERVIEW 
Support students to draw, write or collage a map of the 
objects, people and places connected to their chosen theme. 

OUTCOMES 
Students will have identifed a range of objects, people and 
places that they will look at in greater detail and include 
in further research activities. The Research Methods and 
Exploring Your Interests resources can support students to 
do this. 

HOW COULD YOU USE IT? 
In groups, support students to sketch, write or cut and 
paste examples that draw on their own experience and 
understanding of the local area. Then ask diferent groups 
to swap sheets and continue the activity so that they can 
crowdsource ideas from each other. Once each group has 
flled out their sheet, ask them to share their ideas. 

• Research methods the toolkit 
• Explore your interests 
• Defne your challenge and pencils 

• Large paper, pens 

EXPLORE YOUR INTERESTS 
OVERVIEW 
Support your students to pinpoint what they’re trying to fnd 
out, where they need to go, who they need to involve and 
how they could go about it. 

HOW COULD YOU USE IT? 
Set a repeating two-minute timer and ask students to 
individually generate as many research activity ideas as 
possible within ten minutes. Encourage students to pick a 
diferent research method each time. 

Students then share their ideas with their teams before 
repeating the activity to refne their most exciting ideas. 
During the sharing ask them to refect on how suitable the 
method is for what they’re trying to fnd out; some methods 
will be more suitable than others if doing research with a 
specifc person or place, and other methods will be out of 
the students’ comfort zone. Help students explore how they 
could each take on a diferent role in the research activity. 

OUTCOMES 
They should have 1–3 research ideas that they feel confdent 
to  go and act on, either on their own or as a team. 

• A design opportunity they want to explore in the 
MAKE stage 

RESEARCH METHODS 
OVERVIEW 
This resource helps students to discover new and creative 
methods and approaches to research, including research tips 
for awareness and safety. Support students to read through 
the diferent methods and discuss any questions they have 
about them. Let them choose which ones they want to try. 

OUTCOMES 
Students will have familiarity with diferent research 
methods, which they can adapt for their research activity. 

DEFINE YOUR CHALLENGE 
OVERVIEW 
This resource helps students to narrow down what they 
found out during their COLLECT research activities and turn 
it into a focused question that they can explore during the 
MAKE stage.  

OUTCOMES 
Students should have one clear question that they are 
motivated by and keen to explore further in the Make phase. 
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Draw, write or cut and paste images to make a map of the objects, people and 
places connected to your theme. EXPLORE THE THEME 

YOUR CHOSEN THEME 
• What are you exploring? 

PLACES 
• Where are some relevant places in your area? At home, in shared 

spaces, high streets, buildings, hidden spaces, public spaces, etc. 

OBJECTS 
• What are some objects that are relevant? V&A collection objects, everyday 

items, materials, manufactured products, things in nature, vehicles, 
technology, digital platforms and apps, etc. 

PEOPLE
• Who in your area does this relate to, and why? Who doesn’t this relate to? 
• Who might know something about this? 
• Who could you ask to fnd out more?  
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RESEARCH METHODS 
TIPS FOR RESEARCH 
• Be safe, share your plans with your teacher 
• Be respectful, ask for permission from the people you involve 
• Be aware, think about how other people might feel (comfortable, awkward, etc) 
• Be creative, explore an approach to research that you haven’t tried before 

Cut out these cards and choose which research methods you would like to use. 

DESIGNER 
INSPIRATION 
Follow this link to 
watch how designer 
Ella Bulley uses a range 
of research methods in 
her work.  

LISTENING 

Listen to people’s stories about the topic you’re 
exploring.  You can do this in a structured 
conversation, a formal interview, or an 
informal chat. 
Ear icon created by iconsmind.com from the Noun Project 

DOCUMENTING 

Capture activities, people, objects, and 
experiences through drawing, photography, 
writing, flming, collecting items, etc. 
Camera icon created by Hoeda from the Noun Project 

EXPERIENCING 

Designers often try to understand diferent 
people’s perspectives by trying to see the world 
through diferent eyes. Put yourself in other 
people’s shoes as much as possible and try to 
experience what they experience. 

SENSING 

Smell, taste, touch, and sound can all be used 
to explore your interests. Also, think about 
what emotions you feel (safe, awkward, 
relaxed, etc.), and how you can capture this as 
part of the research. 
Finger print icon created by Robert William Mayers from the Noun Project 

QUESTIONING SEEING 

Surveys and questionnaires are often used to Hang out in a place and observe things and 
get a general view of a topic or idea. They can keep notes of everything you notice. 
be used face-to-face with people on paper or 
tablets. Or they can be sent to people by email. 
Cloud icon created by Jaohuarye from the Noun Project 
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EXPLORING YOUR INTERESTS 
Use this grid to create research activities to explore your interests. Pinpoint what you’re  
trying to fnd out, where you could go, who you could involve and how you could go about it. 

Write, draw, or cut and paste something in the boxes below. Swap it for a diferent example 
every time you start a new row. 

OBJECT, 
PERSON, 
PLACE 
Pick one example that interests you 
from your Objects, People, Places 
map. 

RESEARCH 
METHODS 
Pick any research method. 

Cut out the method cards or draw/ 
write it below. 

TIME 
When will it happen? 

How long will you need? 
At what time of day? 

OUTCOME 

You should have 1–3 creative 
research ideas to act on. 

 

  
 

 
 

 

   

 

 

 

n· -'d-ACTIVITY OUTPUT 
What will you do to learn something How will you share what  
or fnd something out? you’ve done?  

Notes, drawings, audio recordings, 
flm, etc 
Light bulb icon created by Chanetsa from the Noun Project 
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DEFINE YOUR CHALLENGE 
Narrow down what you found out during your COLLECT research activities and  
turn it into a focused question that you can explore during the MAKE stage. 

Draw/write/cut and paste images in the spaces below 
WHAT WE DISCOVERED 

What did you fnd out during your  
research?What was surprising, exciting,  
unusual, interesting? 

For example, 
Doctor waiting rooms feel very cold and scary  
to some young people. 

DEFINE YOUR CHALLENGE 

Pick one of your favourite ‘How might we…’ examples.  
This is your challenge or design brief. 

Ask yourself:  
Does it respond to a real need? 
Are you motivated by it? 
Can you imagine how you might explore it through making? 

HOW MIGHT WE… 

‘How might we…’ questions are a great way to turn  
something you discovered into a design opportunity.  

Pick examples from ‘What we discovered’ and turn  
them into a ‘How might we…’ questions. 

For example: 
How might we make waiting rooms more fexible to young people’s  
interests and needs? 

OUTCOME 

One clear question that you 
are motivated by and keen 
to explore further in the 
Make phase. 
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APPROXIMATELY 2 HOURS MATERIALS STUDENTS AT THE END OF THIS STAGE, STUDENTS SHOULD HAVE: 
This toolkit includes: WILL NEED: • Visual evidence of all the ideas they’ve generated in MAKE 
• Prototyping Journal • A3/A4 printouts of the toolkit  response to their design question 
• Ideas factory • Large paper • Visual evidence of how these ideas were tested, what was 

Inventing and exploring multiple ideas, • Adapt, test, learn, repeat • Pens and pencils learnt and what happened as a result  
testing them, and learning from feedback before • Rough prototyping materials • A focused concept which answers their design question 
reaching a decision about the right idea to (paper, card, tape, string, etc.) and is clearly the result of testing  

develop. 

PROTOTYPING JOURNAL 
Follow this link to get inspired by designer Oluwaseyi Sosanya’s 
research and prototyping process.   

OVERVIEW 
The prototyping journal should be used to capture the 
students’ prototyping process and development.  

OUTCOMES 
Students should capture how they developed ideas using 
diferent prototyping methods, showing what was learnt 
and what they changed as a result.  

IDEAS FACTORY 
This activity will help your students unlock their creative 
thinking. Encourage students to unpack their design 
challenge and explore it in multiple ways. 

OVERVIEW 
Use these prompt cards to help students come up with lots 
of ideas for solutions based on their design question. 

OUTCOMES 
Students will have a range of diferent ideas that they can 
use for further development. 

HOW COULD YOU USE IT? 
Cut out the individual cards and place them face down. 
Turn over one card at a time and ask students to brainstorm 
as many ideas as they can in a few minutes. You could use a 
timer for this activity to keep things moving and reduce any 
preciousness about ideas. 

ADAPT, TEST, LEARN, REPEAT 
OVERVIEW 
Support students to test their prototypes with relevant 
people or in relevant places and adapt their idea based on 
feedback or learning during the process. Before you start this 
activity, make sure each team knows who their target user/s 
are and the intended context of use for their idea. 

OUTCOMES 
Students should capture their testing and developments 
using notes, drawings, photos, etc. 
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 OUTCOME PROTOTYPING JOURNAL 
You should capture how you 

Draw/write/cut and paste images in the spaces below  developed ideas using diferent 
prototyping methods, showing to capture your prototyping journey.  
what was learnt and what you 
changed as a result. 

Follow this link to get inspired by designer Oluwaseyi Sosanya’s  

Use this prototyping journal to capture how your idea develops through 
prototyping. 

WHAT IS PROTOTYPING? 

Prototyping is a great way to quickly develop and test ideas, 
helping you to see what works, what doesn’t, and what you 
need to change. 

A prototype can be a rough physical version of your idea, 
made using simple materials such as paper, cardboard, 
tape, toothpicks, waste materials and textiles. 

Prototypes also stop us getting too fxated on 
one idea, and instead support us to look at 
things in many diferent ways by making lots 
of versions. 

MAKE 

INITIAL IDEA 

DEVELOPMENT OF IDEA 

FURTHER DEVELOPMENT OF IDEA 

research and prototyping process.  
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IDEAS FACTORY 
Cut out the individual cards and place them face down. Turn over one 
card at a time. For each card, spend two minutes brainstorming as 
many ideas as you can based on the design challenge you have set 
yourselves. 

Write or draw your ideas on the cards. 

OUTCOME 

You have lots of ideas! Refect and decide which ideas feel 
strongest by asking: 
• Does it connect to something you found out in your research? 
• Would it have a real impact on the people it’s for? 
• Could it realistically be made, thinking about sustainability, 

cost, materials, and manufacturing? 

£1 BUDGET £1 MILLION BUDGET ONE DAY TO MAKE IT 

LOCALLY SOURCED MATERIALS A SERVICE FOR ONLY ONE PERSON 

IMAGINARY TECHNOLOGY MADE AT HOME ADAPTING SOMETHING 
THAT EXISTS 
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TEST, LEARN, ADAPT, REPEAT 
Test out your ideas with the people it matters to most or in some relevant places. Use what you learn to make 
changes to your idea. Getting feedback is a great way to understand what people respond to best, or what may 
or may not work.  

Draw, write or place images of your development in the boxes below.  

OUTCOME 

You should capture how 
your ideas were tested, 
what was learnt and what 
you changed as a result. 

Test your idea with a relevant person or in a What did you learn, what feedback Adapt your idea based on what  
relevant place... did you get… you learned... 
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Repeat 

Here are some prompts to inspire you when adapting your idea. 

SWAP… COMBINE... MODIFY... PUT TO OTHER USES... ELIMINATE… REARRANGE... 
for diferent materials? diferent ideas? the scale, shape, explore a diferent use make it simpler? the diferent parts? 
the user? diferent materials? features? for it? reduce its the steps involved in 

its weight, texture, allow people to use it environmental impact? using it? 
feel? in diferent ways? 

10 MAKE 



 

 
 

  

 

 
 
 

 

 

 

 
  
 

 

 

 

 

 
 

 

 

 
 

 
 

  

 

 

 

 

 

  

 

 

  
  
  
  

    

APPROXIMATELY 2 HOURS MATERIALS STUDENTS 
This toolkit includes: WILL NEED: SHARE 
• Submission template • A3 printouts of the 
• Judging criteria and entry Submission Template 

If you’re submitting your students’ designs to the National Schools Challenge they’ll need to • Judging criteriarequirements 
present their design journey and fnal idea on two A3 design sheets. Read the judging criteria and • Large paper  
entry requirements carefully to better understand what the judges will be looking for. You can • Writing and drawing 

materials also take a look at examples of entries from last year on our website.  

SUBMIT TO V&A INNOVATE SELF-REFLECTION 
OVERVIEW OVERVIEW 
This resource is a double-sided A3 template for students to Host a refective discussion that invites students to share 
use as part of their submission. what they’ve learnt about design and about themselves. 

Students entering the V&A Innovate National Schools Ask students to write three things they have learnt about 
Challenge should communicate their ideas using diferent themselves from the process, then come together and share 
creative methods, making sure they describe the whole these refections. 
process from research to the fnal idea. 

OUTCOME Ask questions such as: 
Each team will have created two A3 design sheets to submit. 
One should describe their design process and the other their • What have you learnt about yourself by working in a 
fnal design idea. team? 

• What obstacles did you face and how did you overcome 
As long as ideas are presented on two A3 sheets, students them? 
have the freedom to display their design idea however they • How will you use the skills you have learnt in the future? 
wish. 

Students should have a documented range of refections 
Students looking for more structure or who have less time that they can include in their entry. 
can use the submission template as guidance. 
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VISUAL STORYTELLING 
OVERVIEW 
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 could 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 diferent prototypes. 
• Gather quotes from research and testing. 
• Storyboard their design process from start to fnish. 



 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 

SUBMIT: V&A INNOVATE JOURNEY 

Exploring the theme Teamwork 

Research & Testing Initial Ideas 

12 SHARE 
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SUBMIT: V&A INNOVATE IDEA 

What is your idea?  
Who/what is it for? 
Why does it matter? 
How does it work? 

Refection on our idea 
I like... 
I wish... 
What if... 

13 SHARE 



 
 

 

 

 

 
 

  
 

 

 

 

 

  
 

 
 

 
 

 

 
 

 

 
 

 

 

 

JUDGING CRITERIA 
When compiling and creating your work for the V&A Innovate National 
Schools Challenge, this is what the judging panel will look for: 

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 or 

in context and taken feedback 
on board 

Collaboration 
Students have:  
• Worked together as a team 

throughout the journey  

IDEA 

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 from research) 

• Described their design journey 
from research to fnal idea, 
showing how they answered 
their own design challenge 

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 idea but make 
sure it is clearly communicated 
visually so that the judges can 
understand. 
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JUDGING CRITERIA 

ENTRY REQUIREMENTS 

The entry period will be from: 

6 September 2021 to 7 January 
2022 at 23:59. Late entries will not 
be accepted. 

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

Each team of 4–6 students can 
only submit one idea. All entries 
must be submitted by a teacher. 

To present their ideas to the 
judges, students should visualise 
their V&A Innovate journey on two 
A3 design sheets, presenting: 

• the story of their design journey,
from research to fnal idea

• the fnal idea
• the school and team name must

be included at the top of each
sheet.

Submission spec 

Submit sheets as JPEGs or PDFs. 
Max. fle size 3MB. 
Max. total email size 10MB. 

If you need to send an email 
over 10MB please use WeTransfer. 

How to submit 

Email innovate@vam.ac.uk 

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

Attach 

• Completed teacher submission
form

• A3 design sheets as PDF/JPEG.
Max. 2 sheets per team. Each
JPEG/PDF must have your school
name in the fle name.

GOOD LUCK! 

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