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“

Tell me and I forget. Teach me
and I remember. Involve me and
I learn.
Benjamin Franklin
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”

#01
YESict
VISION
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About the
YESict project
Young Entrepreneurial Skills thanks to ICT (YESict) is a three-year project (2015-2018), funded by the
ERASMUS+ programme, which is led by aNTIC Pays Basque (France) and includes partners from five
European countries including Spain, Cyprus, Denmark and Austria.
Most European countries have been hit by the economic recession, a decline in growth and rising
unemployment. As a result, there has been a shift in Europe, and further afield, to develop programmes
that encourage entrepreneurship and initiative in young people, rather than adults, who are typically
targeted. Whether a young person is entrepreneurial or not often depends on their mind-set rather
than them possessing particular skills or know-how, and usually begins early in life.
How can a digital approach encourage young people to become entrepreneurs of the future and
overcome the economic recession? To address this challenge, the YESict project aims to design and
implement an innovative digital teaching method to help teachers encourage entrepreneurship in
school children between the ages of 11 and 15. The YESict project aims to remove barriers that could
prevent a young person from becoming an entrepreneur in the future, such as fear of taking risks,
limited experience and a lack of family support. The programme will use ground-breaking teaching
methods and technology to make learning fun and to break down barriers.
The project consortium includes aNTIC (France), the University of Nicosia (Cyprus), Synthesis (Cyprus),
MGEP (Spain), Vaeksthus Sjalland (Denmark), FH Joanneum University of Applied Sciences (Austria)
and Ikastolen Elkartea (Spain).
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“

Every child is an artist. The
problem is staying an artist when
you grow up.
Pablo Picasso
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#02
PEDAGOGICAL
METHODOLOGY
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Overview of the
Pedagogical Methodology
SKILLS TO BE FOSTERED
According to the conclusions drawn from the state of the art, it was decided that the partners would
focus on entrepreneurial skills rather than competences. The four skills selected are: creativity,
problem-solving, collaboration and self-awareness/self-confidence, which include both cognitive
and non-cognitive skills.

CREATIVITY

PROBLEM
SOLVING

COLLABORATION

SELFCONFIDENCE

PEDAGOGICAL METHODOLOGY
The pedagogical methodology selected for this project is Challenge Based Learning and Design
Thinking. More and more educators are moving away from traditional teaching and learning models
towards student-centred learning. With technological advancements, students have direct access
to massive amounts of information (online social networks), while becoming content generators and
publishers themselves (Ktoridou & Doukanari, 2016)1.
Challenge Based Learning (ChBL) is a student-centred, active learning, engaging multidisciplinary
approach to teaching and learning that can offer to school age students and educators engaging
learning experiences. It is a hands-on approach that promotes student collaboration; with peers,
teachers, and experts (entrepreneurs) to discuss challenges, develop questions, communicate
possible solutions and action-taking strategies, as well as sharing experiences. ChBL offers a flexible
learning framework with students being responsible for their own learning. The focus of the approach
is broad, making it suitable to adjust to any area of study.
ChBL encourages students to leverage the technology they use in their everyday lives, thus developing
21st century work skills, such as:
• collaborating with diverse groups;
• utilising the latest trends of technological tools found in the workplace;
• using a multidisciplinary approach to come up with solutions to real-life problems;
• and implementing the solutions with real stakeholders.
ChBL is a collaborative learning experience for both teachers and students who work together towards
learning about compelling issues, proposing solutions to real problems, and taking actions. Educators
must not only develop students knowledge but should teach them communication skills, develop

1

Ktoridou D. & Doukanari E. (2016). Promoting Multidisciplinary Collaboration through a Challenge-Based Virtual Learning Environment.
Accepted to be published in book titled “Teaching with Team Projects in Higher Education. Publishers: Informing Science.
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their confidence and critical thinking, and train them to be creative; that is, develop professionals
of the future. The ChBL process challenges students to ask questions; to engage with the material
in front of them; to think about and discover which process works for them; and to leverage the
technology they use in their everyday lives, all while enjoying the process!
For the purposes of the project, the ChBL approach is modified with the integration of Design Thinking
(DTh), a methodology used by designers to solve complex problems and find desirable solutions. In
the case of education, DTh can be described as student-centred since the design is done “with”
the students instead of “for” them. DTh is integrated at the stage where students need to identify a
variety of possible solutions to meet a challenge and select a justifying solution (Briggs 2013)2. Simply
put, DTh suggests a collaborative, solution-focused and creative approach rather than an individual,
problem-focused approach. The investigative and integrative character of the DTh process promotes
the development of students’ observation, interdisciplinary group collaboration, enjoyable learning,
idea visualization, fast prototype development, and the development of entrepreneurial skills.

2

Briggs S. (2013). 45 Design Thinking Resources for Educators Retrieved February 13tht, 2016 from:http://www.teachthought.com/
pedagogy/45-design-thinking-resources-for-educators/ (July 29, 2013)
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Stages in the
YESict Toolkit
The YESict Toolkit consists of seven stages (see Fig.1), which are:
1.
2.
3.
4.
5.
6.
7.

INTRODUCTION / MOTIVATION
CHALLENGE IDENTIFICATION
TEAM CREATION
EXPLORATION
IDEATION
PROTOTYPING
COMMUNICATION

Prior to running the Toolkit in the classroom, it is important that teachers become familiar with the
Toolkit.
Depending on the time dedicated, the implementation will take about 3 full days. It is not, however,
necessary to make these consecutive days. The first two stages, for example, can be split from
the remaining stages and completed in advance. It is recommended that stages three to six are
completed in order and together (approximately 2 days). Stage seven can take place a few days after
the completion of stage six.
The seven stages of the Toolkit, as well as the activities and steps involved in each stage, are clearly
outlined in this guide.

Fig 1.

Stages of the YESicty Toolkit

COLLABORATION ACTIVITIES cover stages 1, 2, 3 and 7. Activities defined in these stages foster
collaborative working among members of the group based on ICTs. Collaborative working is put into
practice by the usage of Google Drive (for material sharing among group members) and Google Docs
templates (for students simultaneously working on the same document).
HANDCRAFT ACTIVITIES cover stages 4, 5 and 6. Activities defined in these stages are based on
Design Thinking foundational elements related to hands-on physical approach to the creative
process.
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Table 1, summarizes the activities to be undertaken in each stage.

Table 1. Stages and activities of the Toolkit

STAGES

TYPE OF ACTIVITIES

ACTIVITIES

ICT ROLE

COLLABORATION
ACTIVITIES

1.1. Short introductory
video
(The neighbourhood
of my dreams)
1.2. Jigsaw.
• Oranges
• Second Hand
Market
• School trip
1.3. Let’s ask them!
1.4.
What
is
necessary?

Google Docs

1. INTRODUCTION/
MOTIVATION

2. CHALLENGE
IDENTIFICATION

2.1.
Brainstorming
plenary
2.2.
What's
the
problem?

3. TEAM CREATION

3.1. Target diagram
strategy
3.2. Team progress
folder
3.3. Student role

4. EXPLORATION

4.1. Association
4.2. 5W+1H
4.3. Stakeholders
4.4. Briefing

5. IDEATION

HANDCRAFT
ACTIVITIES

5.1. Brainstorming in
group
5.2. 5 Senses
5.3. Superheroes
5.4. Scenarios
5.5. Selection

6. PROTOTYPING

Think about how the
scenarios are going
to be built

7. COMMUNICATION

7.1. Poster of the
proposed solution
7.2. Poster of the
process followed
7.3. Preparing the
presentation

COLLABORATION
ACTIVITIES

Printed PDF

Google Docs
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“

Anyone who stops learning is
old, whether at twenty or eighty.
Anyone who keeps learning stays
young. The greatest thing in life
is to keep your mind young.
Henry Ford
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#03
HOW TO USE
THE TOOLKIT
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Types of
student interaction
The YESict Toolkit defines different types of interaction among students throughout the process:
some activities will be carried out in plenary sessions, others in groups and others individually.
When students are requested to work in groups, a Secretary should be defined within each group.
The basic role of the Secretary is related to keeping records of the work and sharing these records
among group members. This role is very important both when working in COLLABORATIVE activities
and HANDCRAFT activities.

ICTs
in the Toolkit
Information and Communication Technology (ICT) make up an important part of the YESict Toolkit.
Therefore, Wordpress, Google Drive and Google Docs3 will be used to support the actions of the
students. These are combined with a hands-on, physical approach (e.g. during the prototyping stage).
The YESict Toolkit is accessible to teachers and students through the following online wordpress
website: http://yesict.fh-joanneum.at/wordpress/
Students will follow the website structure and download all files and store them in their own Google
Drive unit4, which should be shared with their teacher and group members (if working in groups).
The files hosted on the website are: motivation videos, Google Docs templates and PDF files:
Videos to motivate students and contextualize entrepreneurship.
Google Docs templates, stored in Google Drive and shared with group members and the teacher, to
foster simultaneous and collaborative working
.
Finally, PDF files (to be printed) to facilitate handcraft activities.

3

If you are not familiar with the usage of Google Drive and Google Docs, a useful tutorial on Google Drive and Doc is available here: https://
www.youtube.com/watch?v=CeFJvXhFJd8
4

A recommended Google Drive structure is explained in next section.
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Recommended Google Drive
structure for YESict material usage
We recommend the following practical Google Drive structure for students organizing the material
to be used in YESict project.
Each student should create the following structure in their own Google Drive unit and share it with the
teacher in “can edit” access.The folder of each student will be called YESict Project_Surname_Name,
which will assist the teacher to organize the drive (Fig 2).
Example:
•

Teacher: Ester Val

•

Student group members:
- Amaia Montes (Secretary)
- Wolfgang Schabereiter
- Golfo Kateva
- Jonas Ørts Holm

Fig 2. Google Drive structure: Student sharing with teacher.

For each stage, if proposed activities are based on group interaction, the Secretary should download
the corresponding files from the website to their own Google Drive folder and share the files with all
the group members in “can edit” access (see Fig 3).
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Fig 3. Google Drive structure: Student sharing with group

The teacher needs access to all student folders and files. To facilitate this, when the Secretary shares
a file with the group, each student should move the shared file to the corresponding folder in their
own Google Drive structure (e.g. 1. Introduction/Motivation, 3. Team Creation, etc.).
For each stage, if the proposed activities are based on individual work, each student is responsible for
downloading the corresponding files from the website to their own Google Drive structure.
If everything has been organized and filed correctly, the teacher Google Drive structure should look
like Fig 4.

Fig 4. Google Drive structure: Teacher view.
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“

Enthusiasm is the sparkle in
your eyes, the swing in your
gait, the grip of your hand and
the irresistible surge of will and
energy to execute your ideas.
Henry Ford
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#04
GENERAL
TIPS
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General tips to take
into account along the process
Below are some general tips that teachers are encouraged to take into account as they go through
the process:

1.
Resources for students: make sure that students have all the material available
a.

ICT resources: camera, all ICTs working properly

b.
Non-ICT resources: templates printed on A3 or A4 size paper depending on the
technique the students are going to use (refer to the table for each phase to check on the
recommended paper size); markers, glue, post-its, paper craft material, etc.

2.
Students working in groups: whenever students groups are create, one of the
members of the group needs to assume the role of Secretary, to be in charge of:
a.

ICT work: The Secretary will be in charge of

i.
		
ii.
		
iii.
iv.
		
		

Creating in their Google Drive unit the corresponding structure and sharing it 		
with the teacher (“can view” access).
Downloading Google Docs templates from the website and putting them in 		
their corresponding Google Drive structure folders.
Sharing Google Docs templates with group members (“can edit” access).
Making sure that group members create the corresponding structure in their 		
own Google Drive unit and put shared templates in their corresponding Google
Drive structure folders.

b.
Non-ICT work: The Secretary will be in charge of writing down all the ideas or information
shared within the group, taking pictures when necessary and uploading them to their Google
Drive unit.

3.
Photos and videos: Teachers need to record students working throughout all
stages of the process.
This material can be used for stage 7: Communication. An equal amount of recording material from
each stage is recommended. It is very important to obtain parental/guardian permission for public
usage of photos and video material.
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4.
After finishing the stage 6: Prototyping all groups should take pictures of the
handcraft activities material (completed templates and physical prototypes) and
upload these pictures to their corresponding Google Drive unit.

“

Coming together is a beginning, staying together
is progress, and working together is success.

”

Henry Ford

YESict \ Teacher’s guide | 23

“

The essential part of creativity is
not being afraid to fail.
Edwin H.Land

24 | YESict \ Teacher’s guide

”

#05
STAGES OF THE
PROCESS
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1.
INTRODUCTION /
MOTIVATION
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1. IN TRODUCTION / MOTIVATION
AIMS
•
•
•
•
•

Introduce and generate interest in the topic
of entrepreneurship.
Identify some characteristics that are
necessary to be a good entrepreneur.
Identify problems and be aware of the
importance of being able to solve them
ourselves.
Identify good entrepreneurial practices.
Complete the characteristics that a good
entrepreneur should have.

•
•
•
•
•
•
•

1.1. Short introductory video. (The neighbourhood
of my dreams)
1.2. Jigsaw
- Oranges
- Second Hand
- School trip
1.3. Let’s ask them!
1.4. What is necessary?

TYPE O F A CT I VI T Y

I CT ROL E

Collaboration activities

Google Docs

R ES O U RCES
•
•

A CTI VI TI ES

Videos
Computers with internet
access
Earphones
Person(s) to be interviewed
Cardboard or large paper
Scissors
Markers
Camera (to record students
working)
Templates (A4 size)

I NTERACTI ON
Individual
Group
Plenary

TI M I NG
2 hours
1.1. Short introductory video
(15’)
1.2. Jigsaw (30’)
1.3. Let’s ask them! (30’)
1.4. What is necessary? (45’)

TI PS
•
•
•

Make sure the ICTs are working properly before you start the session.
Choose an appropriate person to be interviewed and help him/her adapt the content s/he is
going to explain to the student’s age.
Choose shorter versions of the activities from the guide below if you think they might be too long.
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1. Introduction/Motivation

1.1. SHORT INTRODUCTORY VIDEO
Steps:
1.

Explain to the students that in a few days (or during the next two days), you are going to work
on entrepreneurship. Ask them if they know what this means.
2. To get an initial idea of what this project is going to be about, play the video (to the whole
class).
3. Ask the students some questions:
•
•
•
•

What do you need to do?
Who has asked you to do this?
Who are you going to do this for?
Why are you going to do this?

Comments:
Plenary approach.
Make sure the students know how to answer the abovementioned questions. Explain to them when
they will be working on this project and how long it will take.

•
•
•
•

Videos
Computers with internet
access
Earphones
Camera (to record students
working)
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Individual
Plenary

(15’)

1. Introduction/Motivation

1.2. JIGSAW
The jigsaw structure is based on positive interdependence between teammates; it
means that the work done by each member is essential to the whole team.

Steps:
1.
2.

3.
4.

5.

•
•
•
•
•

Form aleatory groups of 3 students and assign one of the videos to each member of the
group (alternatively, let them choose).
Students must watch the assigned video and fill in table below stating the problem identified,
the solution suggested by the character in the video and the characteristics of a good
entrepreneur. They need to fill this in electronically. Remind or show them how to make a
copy of the template and save it on their Drive folders.
Next, have the students sit with other classmates that watched the same video and exchange
ideas.
After this, they should go back to their original groups and each member of the group should
orally report back about the information from their table. In this way, the students will be able
to complete the table by filling in all the information and identifying three characteristics that
are necessary to be a good entrepreneur.
Finally, check that the students have a good understanding of basic entrepreneurial
concepts/characteristics by engaging in a group discussion.

Videos / Earphones
Computers with internet
access
Cardboard or large paper/
Scissors/Markers
Camera (to record students
working)
Templates (A4 size)

Individual
Group
Plenary

(30’)
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3

2

1

Co-funded by the European Union

Organising the school trip: we
spent too much time trying to
sell T-Shirts and we didn’t raise
much money.

Syrian children/people need help.

Too many oranges.

PROBLEM

We are going to try and sell
chocolates instead.

Self-confidence, learning by
doing. We can learn by making
mistakes.

Cooperation: everybody’s good at
something and everybody can
help.

Positive attitude to cope with
problems, self-management.

CHARACTERISTICS OF A GOOD
ENTREPRENEUR

25-30 minutes

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
To view a copy of this license, visit
https://creativecommons.org/licenses/by-nc-sa/4.0/

Organise a second-hand sale to
raise money to send to Syrian
people.

Make orange juice and share it
with children who cannot afford
to have an afternoon snack.

SOLUTION

Fill in the problem, solution that the character in the video found and the characteristics of a good entrepreneur in the
table below.

VIDEO

JIGSAW

1. Introduction/Motivation

Example:

1. Introduction/Motivation

1.3. LET’S ASK THEM!
In this activity, the students are going to interview a local entrepreneur. Before
this, you need to decide who could be a good example of a local entrepreneur
and invite them to school. Try to choose a person whose product or service might
interest the students. It could be a parent of one of the children. If you see the topic
might be a bit difficult for them to understand, help the visitor to adapt the content
they are going to explain to the student’s age/level of understanding.
Explain that to become entrepreneurs ourselves, we need to understand what this
means. Therefore, somebody who has experience in this field is going to visit the
class and talk to them about entrepreneurship.

Steps:
1.

Create groups of 3-4 students (you can use the previous groups or form new ones) and ask
them to write down what they would like to ask the entrepreneur.
2. Ask each group to choose a couple of questions from their list to ask the visitor.
3. Introduce the local entrepreneur and let them explain their background and experience.
4. Let students ask them some of the questions they have prepared beforehand (if these have
not been answered yet) or any other questions that they thought about after listening to the
presentation.

Example:
•
•
•
•
•

When did you start thinking about your project?
Did you need somebody’s help?
What material did you use?
Can anybody be an entrepreneur?
How long did you need to set up your company/business?

•
•

Videos
Computers with internet
access
Earphones
Person to be interviewed
Camera (to record students
working)

•
•
•

Individual
Group
Plenary

(30’)
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1. Introduction/Motivation

1.4. WHAT IS NECESSARY?
Based on the knowledge acquired on the topic of entrepreneurship after performing
the previous activities, the students are going to create a human-sized poster
listing the necessary characteristics, steps to follow and any other ideas they find
interesting.

Steps:
1.
2.
3.
4.
5.

•
•
•
•
•

Let students sum up a few ideas that the local expert has commented on about
entrepreneurship.
In groups of 3-4 students (same groups as in previous activities), hand out the necessary
material (cardboard, paper, etc.).
Ask each group to discuss the characteristics that are necessary to be a good entrepreneur
and write these on the Google Docs template.
Ask them to present the information orally to their classmates.
Encourage them to include characteristics or ideas that they heard and liked from the other
groups on their posters.

Videos
Computers with internet
access
Cardboard or large paper
Camera (to record students
working)
Templates (A4 size)
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Individual
Group
Plenary

(45’)

1. Introduction/Motivation

Example:

WHAT’S NECESSARY

Complete the following template writing the necessary characteristics,
steps to follow and any other idea you ﬁnd interesting on top.

45 minutes

CHARACTERISTICS:

-

Creativity
Problem-solving
Collaboration
Risk-taking
Self-confidence

STEPS TO FOLLOW:

- Investigate and identify a need
- Look for possible solutions
- Planning
- Design
- Improve your version!
MORE IDEAS:

- A great idea
- Imagination

Co-funded by the European Union

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
https://creativecommons.org/licenses/by-nc-sa/4.0/
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2.
CHALLENGE
IDENTIFICATION
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2. CHALLENGE IDENTIFICATION
AIMS

A CTI VI TI ES

Considering the topic: “the neighbourhood of
my dreams”:
• Identify problems related to the topic.
• Identify and complete the causes and
consequences of the problem, the
feelings and interests/needs of the
stakeholders.

2.2. What’s the problem?

TYPE O F A CT I VI T Y

I CT ROL E

Collaboration activities

Google Docs

R ES O U RCES
•
•

2.1. Brainstorming plenary

Post-it notes
Camera (to record students
working)

I NTERACTI ON
Individual
Plenary

TI M I NG
45’
2.1. Brainstorming plenary(15’)
2.2. What’s the problem? (30’)

TI PS
•

Adapt the challenge to your own context: “The neighbourhood of my dreams”, “The town of my
dreams”, “The school of my dreams”...
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2. Challenge Identification

2.1. BRAINSTORMING PLENARY
Steps:
1.

Remind the students about entrepreneurship characteristics. If you see that it is not very clear
to them, play the video in Activity 1.1 again.
2. Tell them that in the neighbourhood (village, town, city, school) where they live/learn, there
are probably some problems they would like to solve. Ask them to think about any problems
that are related to their interests, hobbies, needs, etc.
3. Give out some post-it notes and ask each student to write down at least one problem they
have identified on the post-it and stick it on the board or wall.
4. Once everybody has finished, ask for 2-3 volunteers. These students will be responsible for
listing the challenges the classmates have shared and for writing them on the board.

Comments:
Plenary
If necessary, ask the students to take turns coming up to the board or wall, so that everybody does
not walk around the class at the same time.

Example:
•
•
•
•
•
•
•

There is no skate park
The library doesn’t have places to work in groups
There are not enough covered/indoor places to meet friends
A cycling path is missing that would allow students to cycle to school
The swimming pool is too cold
There are not enough football fields
There is no covered basketball court

•
•

Post-it notes
Camera (to record students
working)
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Individual
Plenary

(15’)

2. Challenge Identification

2.2. WHAT’S THE PROBLEM?
After finishing the brainstorming activity, you will have a list of challenges that are
of interest to the students written on the board.

Steps:
1.

Ask the students to choose the four challenges that interest them the most and to list
them in the “Problem” column in the table provided. They need to fill this in individually and
electronically. Remind them how to make a copy of the template and save it to their Drive
folders.
2. Go through the headings in the table and make sure that they understand what they need to
fill in under each heading.
3. Give them some time to complete the table. If necessary, circulate amongst the groups and
assist them.
4. When they have finished, access their activities on your google drive (or collect the pages if
you did it on paper) so that you can take into consideration student interests and preferences
when putting together the groups.

Comments:
We want students to be motivated and to be creative throughout the unit and we strongly recommend
that they work on a challenge from those they have chosen. We believe that by asking the students
to identify the four challenges that interest them the most, that the teacher can create groups based
on cooperative learning criteria but also by respecting the student choices. However, you could ask
them to choose less than four challenges if the class did not generate many different ideas.

•
•

Templates
Camera (to record students
working)

Individual
Group
Plenary

(30’)
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The librarian tells us
off. We can’t talk out
loud. We disturb students who want to read
or to study on their own.
We are too cold. We
cannot meet during rainy
days. We need to stay
at home when the weather is bad.

Not enough space for
us to work in groups.

Too many bars and
parks. Not enough money
to build a warm covered
place for young people.

Not enough money. The
road is not wide enough.

The library doesn’t have
places to work in groups.

Not enough indoor/covered places for young
people.

There is no bicycle path
to go to school.

HOW DO YOU FEEL
ABOUT THAT?

Co-funded by the European Union

We need to walk a long
way. Pollution, because
our parents give us a
lift.

Unhappy.

A bicycle path would
benefit our health and
limit the pollution in
town.

We need a place to
meet; there are lots of
properties in town where
we could meet, play
board games...

We need small, separate
rooms to work in teams
without disturbing the
rest of the people in the
library, but with easy
access to the library
resources.

We need a skate park to
learn new tricks. We
don’t want to cause
trouble to pedestrians.
Skating is a good form
of exercise!

INTERESTS, NEEDS

30 minutes

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
To view a copy of this license, visit
https://creativecommons.org/licenses/by-nc-sa/4.0/

Furious. Adults can go to
bars, children and grandparents have a lot of
covered parks and we
have nowhere to go.

Angry, we just want to
do our school projects in
a place where we can
find lots of resources.

We can’t skate properly.
Frustrated.
It can be dangerous for
the people in the street.

No money, no space (because they built another
park)

There is no skate park.

PROBLEM

CONSEQUENCES OF
THE
PROBLEM

Choose the four challenges that most interest you and copy those on the “problem” column in the table provided.
Then, go through the titles in the table.

WHAT COULD HAVE
CAUSED THE
PROBLEM?

WHAT’S THE PROBLEM

2. Challenge Identification

Example:

NOTE: In the example provided, elements highlighted in pink are to
illustrate those chosen as we progress through each stage of the process
and build the final design.
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3.
TEAM
CREATION
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3. TEAM CREATION
AIM
•
•

Strengthen team identity.
Assign roles.

A CTI VI TI ES
3.1. Target diagram strategy
3.2. Team progress folder
3.3. Student role

TYPE O F A CT I VI T Y

I CT ROL E

Collaboration activities

Google Docs

R ES O U RCES
•
•
•
•
•

Templates
Computers with internet
access
Markers or crayons
Craft cardboard (one for
each group)
Camera (to record students
working)

I NTERACTI ON
Group

TI M I NG
1 hour 15 minutes
3.1. Target diagram strategy
(20-30’)
3.2. Team progress folder (3045’).
3.3. Student role (10-15’).

TI PS
•
•
•
•

We recommend 4 members in each group. If there are more students per group, the role of the
Secretary could be assumed by two students.
We recommend cooperative learning groups.
It is better to start with the team creation stage the following day in order to have enough time to
form the groups based on their interests
Try to group students according to their interests while forming cooperative learning groups.

In this stage we are going to create cooperative learning groups based student interests and
preferences. Cooperative learning is the instructional use of small mixed ability groups, so that
students work together to maximize their own and each other’s learning.
Before this stage, you need to form the groups carefully and decide which challenge each group
will be responsible for. We propose four students per group and that each group should have a
good balance of individual abilities.
As their teacher, you know each student’s characteristics, preferences, talents, interests… Pay attention
to how student interests relate to the challenges when forming the groups (i.e. pay attention to their
choices in activity 2.2). The aim is for students to do their best while being as motivated as possible.
They will likely be more creative if they are working on a challenge they have chosen themselves or are
interested in.
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3. Team Creation

3.1. TARGET DIAGRAM STRATEGY
Steps:
1.
2.
3.

4.
5.

•
•
•
•
•

Allocate the students to the groups and explain the challenge they will be working onSet up
the tables so that the groups can work together.
Explain that in a group, each member is different and has different preferences and qualities.
These is what gives the team an identity. Hand out the target diagram template and explain
that the students are going to work on their group identity.
Ask them to fill in the template by including the following information about themselves:
• Name or nickname
• Three hobbies
• Three strengths
• Any special habits
• A dream / wish
• Something they like about another group member (they should note this down in the
relevant column).
Once the target diagram template is complete, ask them to have a look at their targets. They
should have everybody’s identity represented there. This information provides the group
with an identity.
After reviewing the information in the diagram, ask them to invent a name for their group.

Target diagram template
Computers with internet
access
Markers or crayons
Craft cardboard (one for
each group)
Camera (to record students
working)
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Group

(20-30’)

TARGET DIAGRAM

Co-funded by the European Union

20-30 minutes
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Complete the target diagram including information about the members of your group (name or nickname, three
hobbies, strenghts, any special habit, a dream/a wish, something you like about another partner...)

3. Team Creation

Example:
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3. Team Creation

3.2. TEAM PROGRESS FOLDER
Tell the students that once the team identity has been defined and their group
name has been chosen, it is time to design a logo. They will create a team progress
folder in this unit to keep all their tasks and drafts, and the logo will appear on the
cover.

Steps:
1.
2.
3.
4.
5.
6.
7.
8.

•
•
•
•
•

Allow the groups time to come up with a proposal for the logo. The logo should be linked to
the name they have chosen for their group, since this identifies them.
Once all the proposals have been considered, ask them to choose one or combine various
ideas and create a draft design on the template provided.
When they have all agreed on the draft, ask them to copy it neatly and colour and/or paint
it (if necessary). Remind them that everybody’s participation is necessary; no matter how
talented an artist one member might be, everyone should help.
Ask them to create a big folder with the craft cardboard or any other material you have
provided them with.
Instruct the students to take a picture of the logo and upload it to the 3.2 Folder template.
Ask the students to fill in the template digitally with the name of the group and the team
members.
Tell them to print the template and stick it on the progress folder.
Help them understand that this is going to be a very useful tool, since all their work will be
saved in the progress folder.

Team
progress
folder
template
Computers with internet
access
Markers or crayons
Card (one for each group)
Camera (to record students
working)
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Individual
Group
Plenary

(30-45’)

Co-funded by the European Union

Maite Elkoro

Ester Val

The Lions

Create a group name and make a design of the group logo,

Group members

FOLDER

DATE:
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Amaia Montes

Mikel Errazkin

GROUP NAME

30-45 minutes

3. Team Creation

Example:
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3. Team Creation

3.3. STUDENT ROLE
Explain to the students that if we want the teams to work properly, we need
everybody’s participation and input. To help them organise their tasks better, each
student will be assigned a role.

Steps:
1.

Ask them to review the Student Role table (below) which outlines the roles and responsibilities
of team members, and assign the roles in their groups themselves. They can fill this in digitally.
2. Insist on the importance of accomplishing their corresponding tasks; all tasks are essential
and rely on the work done by the other team members.

Comments:
•
•

•
•
•

In longer units, we recommend that you change the roles in the group. However, as this is a short
unit, we think students should keep the same role throughout the project.
If there are more than 4 students per group, the role of the Secretary could be assumed by two
students.

Student role template
Computers with internet
access
Camera (to record students
working)
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Individual
Groups
Plenary

(10-15’)

Co-funded by the European Union
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Is responsible for the group material
Records the information sources used

MEMBER IN CHARGE OF
MATERIAL & INFORMATION

Writes notes and other necessary ﬁles
Downloads necessary ﬁles from the platform
Shares the material in Google Drive

SECRETARY

Helps any member who needs help
Covers any absent member’s role

Moderates activities
Makes sure that the documents of the group are correct and
complete

COORDINATOR
&
SPOKESPERSON

HELPER

TASK AND RESPONSABILITIES

10-15 minutes

ROLE

You need to assign roles in the group, taking into account each one’s strengths. Have a look at the tasks and
responsibilities for each role.

MEMBER IN THE GROUP

STUDENT ROLE

3. Team Creation

Example:
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4.
EXPLORATION
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4. EXPLORATION
AIMS
•

A CTI VI TI ES

To understand the challenge, the problems
related to it and their implications.

4.1. Association
4.2. 5W+1H
4.3. Stakeholders
4.4. Briefing

TYPE O F A CT I VI T Y

I CT ROL E

Handcraft activities

Printed PDF

R ES O U RCES
•

Templates (printed A3
paper)
• Post-it notes
• Markers
• Tape
• Craft paper
• Computers with Internet
access
• Camera
Each group will use craft paper
stuck to a wall, so that they can
stick the printed templates to
it.

I NTERACTI ON
Group

TI M I NG
3 hours
4.1. Association (30-45’)
4.2. 5w+1h (45-60’)
4.3. Stakeholders (30-45’)
4.4. Briefing (30-45’)

TI PS
•
•
•
•

Before you start with the exploration stage, you can think about the challenges that the children
are going to focus on.
Explain to your students that the problems that concern them are indeed important. Encourage
them to develop an in depth understanding of the challenge.
Encourage them to focus on what they know, think, or feel. Stop them from searching for possible
solutions until the IDEATION stage.
Encourage and remind your students to take photos, film videos, make drawings or write down
phrases. Anything that helps them build their story for a better understanding of the challenge
should be registered. .
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4. Exploration

4.1. ASSOCIATION
Once you have assigned a challenge to each group, the students need to start
familiarising themselves with it. The association flower brings together different
thoughts. A flower association is the first investigation of the context about a specific
core concept, in this case, the challenge. It helps the students to take the first step
in becoming detached from the most logical directions by naming elements or
people associated with the challenge. So, students are going to create a complete
flower based on the knowledge they have about the challenge.

Steps:
1.

Remind the Secretary about their task. It is very important to write down all the thoughts and
ideas that the group members state.
2. Ask the students to think about the challenge. What are the core concepts in the challenge?
a.
Allow the participants to write down the challenge.
b.
Allow the participants to name the challenge.
3. Then, ask them to write the challenge in the centre of the paper.
4. Now there are ready to do the flower association session activity. Ask them to start filling in
the petals of the flower:
a.
They have to write down all the words (like flower petals) around the challenge
which takes the central place.
b. Questions that could help with completing the template:
		
i. What do you associate this challenge with?
		
ii. What type of aspects does the challenge have?
		
iii. What does the challenge remind you of?
You can find an example below, where the challenge was “missing skate park”.

•
•
•
•
•

Templates (printed A3
paper)
Post-it notes / Markers /
Tape
Craft paper
Computers with Internet
access
Camera
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Group

(30’-45’)

ASSOCIATION
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Skateboarding

CHALLENGE: Skatepark
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30-45 minutes
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Complete the ﬂower taking into account the context related to the challenge.

4. Exploration

Example:

pl
e

p
lear
or
f
lace
ning

Not suitable for beginners
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4. Exploration

4.2. 5W+1H
The 5W+1H tool consists of a list of the fundamental questions: What? Why? Who?
Where? When? and How? related to the challenge. By answering all of them, the
students will generate a complete overview of the challenge they want to explore
and understand. You need to make sure the students understand the purpose of
the activity.
It is very useful to help to understand different points of view related to the challenge.

Steps:
1.
2.
3.
4.
5.

•
•
•
•
•

Remind the Secretary about their task. It is very important to write down all the thoughts and
ideas that the group members state.
Next, instruct each group to use the QUESTIONS TO HELP STUDENTS to complete the
template (the Secretary could read the questions aloud but any member could do this task).
Have the students write down everything they think and know about the challenge.
Encourage the students to answer all the questions.
Remember that this is the time for them to deepen their understanding of the challenge. So,
encourage them to focus on what they know, think, or feel about the challenge.

WHAT?

What is the problem?
What can be done?
What is being done?
What happens?
What do you need/want?

WHO?

Who wants it?
Who would want it?
Who uses it?
Who should use it?
Who does use it?

WHY?

Why do you want it?
Why is it necessary?
Why is it that way?

HOW?

How to do it?
How is it done?
What
are
the
characteristics that have
to be satisfied?

WHERE?

Where is it done now?
Where could it be done?

WHEN?

When to do it?
When do you want to use
it?

Templates (printed A3
paper)
Post-it notes / Markers /
Tape
Craft paper
Computers with Internet
access
Camera
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Group

(45’-60’)

people

WHO?

-

in the town centre
at school
at sport centers
in parks
squares

IN MY TOWN:

place

WHERE?

- Children
- Students
- Professionals
- Teens
- Young people
- Adults
- People who like skateboarding
- People with disabilities

Co-funded by the European Union

- With a skate ramp
- Cover to use it in
winter
- Free
- Accessible to everyone
- Possibility of using the
bike
- With different areas
for different sports,
people...

way

HOW?

- There is no skatepark
- Design a skatepark
- Enable an area for
skateboarding, cycling...
- Skatepark for children
- Skatepark for beginners

purpose

WHAT?

Skatepark missing in my town

Answer the following questions taking into account the challenge.

CHALLENGE:

5 W + 1H

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
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- free time
- in the playground
- during different seasons (winter, spring,
summer, autumn)
- all day (24h): at night,
in the morning, afternoon

WHEN?

sequence/timing

- there is no money
- there is not enough place
- to learn skateboarding
- to play with friends
- to improve skateboarding
- people don’t like skateboarding
- to make new friends
- to watch competitions

reason

WHY?

45-60 minutes

4. Exploration

Example:
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4. Exploration

4.3. STAKEHOLDERS
After finishing the 5W+1H activity, it is important for students to think about the
different people involved in the challenge. Stakeholder analysis lets the group
explore who the stakeholders are. Understanding this can have a positive impact
on the success of the challenge. In this way, they come to realise that more people
are implicated in the problem and, thus, they widen the target users.
In this activity, students are going to create a mind map with all the people they
think could be engaged in the challenge.

Steps:
1.

Remind the Secretary about their task. It is very important to write down all the thoughts and
ideas that the group members state.
2. Ask the students to place the challenge in the centre of the template.
3. Ask them to discuss, as a group, the different people involved in the challenge. Once identified,
they should write down these people around the challenge concept displayed in the centre.
Stakeholders might include individuals, community leaders, groups, and other organisations,
among others.
4. As a final step, and in order to conclude their analysis, the students need to choose the target
user they will focus on. So, instruct them to discuss this and ask them to choose one target
user.

•
•
•
•
•

Templates (printed A3
paper)
Post-it notes / Markers /
Tape
Craft paper
Computers with Internet
access
Camera
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Group

(30’-45’)

FRIENDS

POLICE

WORKERS

PEOPLE WITH
DISABILITIES

TEACHERS

ANIMALS

DOCTOR

FAMILY

Cats

Dogs

Rats

Animals

Workers

Co-funded by the European Union

Street
cleaner

Teachers

Children

Skatepark
missing

CHALLENGE:

Skateboarders

Sister

Parents

person in a
wheelchair

Father

Mother

30-45 minutes
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Brother

Family

Friends

people
with
disabilities

Complete the following gaps considering people (stakeholders) involved in the challenge.

CHILDREN

STAKEHOLDERS

4. Exploration

Example:
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4. Exploration

4.4. BRIEFING
Defining the briefing is the last step in the exploration stage. A design brief is a
document that summarises all the requirements (i.e. technological, human, etc.)
that the solution needs to fulfil. So, before you move on to the ideation stage, it is
important to make decisions about what you want to design and who you will be
designing for.

Steps:
1.
2.
3.
4.
5.
6.
7.

Remind the Secretary about their task. It is very important to write down all the thoughts and
ideas that the group members state.
Next, ask the students to discuss what they have analysed and the conclusions they reached
during the exploration phase.
Explain to them that they must decide about the kind of solution they are going to design.
In order to produce a good design brief, ask them to answer the template questions (they
have to define the goals of the solution they want to design, the target user and some
specifications of the new design).
Help the students to provide as much details as possible when answering the questions
shown in the template6.
Make sure that they are not writing specific solutions to the problem. They should think about
what they want to focus on and write it down in one or two sentences.
Check that they all understand the design brief. It is very important to complete this part of
the process properly as it will affect the next stages of the project.

6

Remind them that there are questions to help answer the main question, but not all of them have to be answered or might
make sense.

•
•
•
•
•

Templates (printed A3
paper)
Post-it notes / Markers /
Tape
Craft paper
Computers with Internet
access
Camera

56 | YESict \ Teacher’s guide

Group

(30-45’)

4. Exploration

Example:

BRIEFING

Answer the following questions and create a design brief in which you
describe the objective of your proposal.

What is your goal?Why?

30-45 minutes

What is the overall goal of the new design? Why?

We want to design a skatepark to use it throughout in all the seasons. Because in our town it
rains a lot and we can not use it. Also, the only skatepark that we have there is outside the
town and it is not covered to use it for example in winter.

Who is the target user?

Age, gender, income, tastes, views, attitudes, employment, geography,
lifestyle of those you want to reach.

The skatepark will be used by active people. They practice more than one sport but specially,
they like skateboarding. On the other hand, they like to go on trips to see professionals doing
skateboarding.
There is no age limit. The skatepark will be used by everyone; people who are starting to do
this sport and people who are more “professional”.
These group of people live in a relatively small town, a town in which they know each other.
Regarding the weather, it changes a lot. It rains and it is cold but also there are very sunny
days.

What are the
speciﬁcations?

What size is the new design going to be? / Where is it going to be used?
What other information should the designer consider?/ Is it relevant to
consider the colour, forms or material of the new design?

It has to be spacious
Placed in the centre of the town
Free for all people

DESIGN BRIEF

Write a sentence in your own words that describes the new design challenge
selected. Remember to include all you have written in the previous questions.

Nowadays, all skateparks of the town are outdoor. So, a skateboard that
can be used during all the seasons has to be designed. Because of where we
live, the weather changes a lot and in winter we can not use it.
Also, it has to be a spacious place, situated in the centre of the town and
accessible to beginners and experts. Finally, the new skatepark has to be
free for everybody.
Co-funded by the European Union
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5.
IDEATION
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5. IDEATION
AIMS
•
•
•

A CTI VI TI ES

To generate lots of ideas
To promote students to think expansively
and without constraints
To select the right solution

5.1. Brainstorming in group
5.2. 5 Senses
5.3. Superheroes
5.4. Scenarios
5.5. Selection

TYPE O F A CT I VI T Y

I CT ROL E

Handcraft activities

Printed PDF

R ES O U RCES
•
•
•
•
•
•

Templates (printed on A3)
Post-it notes
Markers
Pens
Computers with Internet
access
Camera (to record students
working)

I NTERACTI ON
Individual
Group

TI M I NG
2 hours
5.1. Brainstorming in group (3045‘)
5.2. 5 Senses (30-45‘)
5.3. Superheroes (30-45‘)
5.4. Scenarios (30-45‘)
5.5. Selection (15-30’)

TI PS
•
•
•
•
•

Encourage the group to use their imagination, come up with crazy, bold and/or fantastical ideas
without judging any proposals and building on the ideas of others.
It is essential to listen to each other: they have to respect the speaking turn of others and try to
explain their ideas in a clear and simple way.
Be patient as the start of this phase is not easy. In a similar manner, it is not easy to generate
innovative or disruptive ideas.
Bear in mind that they don’t need to use all the tools/activities. We do recommend, however, to
choose at least one from activities 5.1, 5.2 and 5.3. Activities 5.4. and 5.5. are compulsory.
Encourage and remind your students to take photos, film videos, make drawings, write down
phrases.... Anything that helps them build their story for a better understanding of the challenge.
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5. Ideation

5.1. BRAINSTORMING IN GROUP
Brainstorming is the process of generating creative ideas and solutions through
intensive and freewheeling group discussions that promote lateral thinking. It
encourages people to come up with thoughts and ideas that can, at first, seem a
bit crazy. Some of these ideas can be developed into original, creative solutions
for a problem, while others can spark even more ideas. This helps to get people
unstuck by getting them out of their normal ways of thinking.

Steps:
1.
2.
3.

4.
5.

•
•
•
•
•
•

Remind the Secretary about their task. It is very important to write down all the thoughts and
ideas that the group members state.
Ask the students to remember the briefing they have defined; it is important to have a clear
vision about the problem they want to solve.
Students should remember and follow the basic rules for the diverging phase, as listed below:
• Don’t judge
• Don’t criticize or argue (These are convergent activities and can inhibit people from
giving ideas.)
• Don’t evaluate early in the process
• Do think of alternatives
• Do look for associations
• Do look for a solution using crazy ideas
Make it clear that the objective of this activity is to generate as many ideas as possible.
Quantity over quality! or Quality through quantity!
Ask them to write their ideas on a piece of paper or on post-it notes their ideas and to share
these with the other members of the group.

Templates (printed on A3)
Post-it notes
Markers
Pens
Computers with Internet
access
Camera (to record students
working)
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Group

(30-45’)

First rewrite the design brief bearing in mind the problem you want to solve. Then, it is time to generate as many ideas
as possible!
30-45 minutes

open 24h

COVERED

material
for rent
(free or
paying)

Urbanism
a maker of
levels

transparency
aspect

Co-funded by the European Union

skatepark
fenced not
to disturb
pedestrians

lot of levels

Indoor

air
conditioner

for
everybody

clean, fresh

for
beginners
soft
materials

courses zone
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colourful

for
beginners
protective
equipmentto
buy

Also, it has to be a spacious place, situated in the centre of the town and accessible to beginners and experts. Finally,
the new skatepark has to be free for everybody.

Nowadays, all skateparks of the town are outdoor. So, a skateboard that can be used during all the seasons has to
be designed. Because of where we live, the weather changes a lot and in winter we can not use it.

DESIGN BRIEF

BRAINSTORMING

5. Ideation

Example:
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5. Ideation

5.2. 5 SENSES
5 Senses is about random ideation based on the five human senses: taste, touch,
sight, hearing and smell.

Steps:
1.

Ask the students to start generating ideas using the five senses. For example, they can think about
the context and how each of their senses could be involved in that.
Possible questions to help students when generating ideas:
• What kind of smell should there be?
• What textures or shapes would we feel?
• What should we hear?
• What should we see?
• What food and drink we would like to taste?

2. Ask them to be creative and to come up with as many ideas as possible.

Comments
This technique is extremely helpful when you are creating new spaces or places as, thanks to the five
senses, students are able to consider various aspects.

•
•
•
•
•
•

Templates (printed on A3)
Post-it notes
Markers
Pens
Computers with Internet
access
Camera (to record students
working)
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Group

(30-45’)

5 SENSES

Sport
drinks

Something to
eat

Concerts

Indoor

Stands

Sports
Sheltere
competiti
d
on

Bar

Fountain

be
careful

spacious

Soft
ground

30-45 minutes
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Cleaning

Ventilation
system

Material
for rent:
gloves,
helmet

Freshness

Different
surfaces
for
different
levels

Graffiti

Areas
Different
with
level
different
ramps
levels
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Candy
shop

Music

With
many
drawings

Colourful

Complete the template taking into account the ﬁve senses. What would you like to SEE/SMELL/TOUCH/ TASTE
/HEAR?

5. Ideation

Example:
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5. Ideation

5.3. SUPERHEROES
In this activity, students are going to be superheroes. In comic strips, everything is
possible: superheroes are not bothered by the fixed patterns of reality so patterns
are broken and boundaries are removed. Students are going to stimulate their own
fantasies by “climbing into the skin” of their favourite superheroes.
This technique helps students to be more creative and open minded. It is
recommended not to use it at the beginning of the ideation phase but somewhere
in the middle or at the end.

Steps:
1.
2.
3.
4.

5.

To introduce the new technique, you can start asking the students: Who was your favourite
superhero when you were younger?
Then, instruct them to choose one superhero (from the list provided or any other) and to
put themselves in the place of the superhero (descriptions of the superheroes’ abilities are
provided to help them connect with the superhero).
Students have to place the name of the first chosen hero in the gap “………….hero”.
Now, they are ready to start thinking of creative and crazy solutions. Ask the students to write
down the ideas on post-it notes and to stick the paper beneath the name of the superhero.
Possible questions:
• What solution would Iron Man or Catwoman come up with?
• How would Iron Man or Catwoman tackle this problem?
• How would Iron Man or Catwoman like it to be?
• ...
Ask them to continue by choosing another superhero (4 superheroes should be enough
to generate enough ideas) until there are no more new ideas generated by repeating the
process and the questions.

Comments:
If you find it necessary, you can share with them some videos about superheroes.

Some videos
http://marvel.com/characters/29/iron_man
http://marvel.com/characters/54/spider-man
http://marvel.com/characters/25/hulk

•
•
•
•
•
•

Templates (printed on A3)
Post-it notes
Markers
Pens
Computers with Internet
access
Camera (to record students
working)
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Group

(30-45’)

- Weather manipulation
- Flight
- Ecological empathy

- Shapeshifting
- Superhuman agility and reﬂexes
- Agelessness (lasting forever, eternal,
undying)
- Accelerated healing factor

- Superhuman strength, speed and agility
- Ability to cling to most surfaces
- Genius-level intellect
- Precognitive spider-sense
- Utilizes web-shooters to shoot strong
spider-web strings from wrists

- Genius-level intellect
- Superhuman strength
- Superhuman durability
- Regenerative healing factor

- Expert burglar
- Highly skilled gymnast
- Highly skilled hand-to-hand combatant
- Utilizes bullwhips, razor-sharp retractable
CAT WOMAN claws, and steel spring-loaded climbing
pitons

STORM

MYSTIQUE

SPIDER
MAN

HULK

IRON MAN

- Genius-level intellect, highly proﬁcient
scientist, engineer and business person
- Expert hand-to-hand combat
- Via powered armored suit: Superhuman
strength and durability, supersonic ﬂight,
energy repulsors, missiles and regenerative
life support (sometimes powered by solar
power)

have
rounded
edges
have
different
parks
inside the
skate
park

indoor and
outdoor
skatepark
depending
on the
weather

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
To view a copy of this license, visit
https://creativecommons.org/licenses/by-nc-sa/4.0/

Add as
many
floors as
you want

Solar
panels

A place to
use it for
other
activities

30-45 minutes

STORM

recycled
materials

personalized

Connected
to nature

private

Modular
skatepark

change of
the building
orientation

MYSTIQUE

Ramps
can be
relocated

a skatepark over
buildings

a high
skatepark

more
than one
level

adrenalin

big
ramps

SPIDER MAN

have the
possibility
to compete
personalized
protectors

have to use
the
intelligence,
mind

Co-funded by the European Union

have a
circuit

feel
safer

IRON MAN

have
accessories
to create
the armor
itself

have
sense of
danger

How would .................hero tackle this problem?

Answer the following questions imagining that you are a diﬀerent superhero.

SUPERHEROES ABILITIES

SUPERHEROES

5. Ideation

Example:
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5. Ideation

5.4. SCENARIOS
In this activity, students are going to convert their ideas of possible solutions to the
challenge into visual images. By now, the idea wall should be full of post-it notes,
some useful and some not as useful! It is time for the students to pass from the
ideas listed on the post-it notes to sketches that will highlight their ideas in a more
visual way and provide essential features without going into great detail. For this,
we use the scenario template in order to have the same format among all groups
and to facilitate the task. This technique helps to group the post-it notes that are
linked together and to represent them visually.

Steps:
1. Ask the students to discuss all the ideas in the group.
2. Next, they have to connect the strongest ideas by creating a draft of the solution.
3. Ask them to draw the most interesting ideas. You can tell each of the members of the group
to choose the idea they like the most and to draw it on the template. Another option is to
choose a few ideas and then each member of the group can draw one of the ideas selected
on the template.
4. Ask the students to write the main characteristics of the idea and a title which represents the
idea.

Comments
Remind the students that each student should draw at least one idea on a scenario template.
Remember, each student should have their own scenario template printed out and provided to them.

•
•
•
•
•

Templates (printed on A3)
Markers
Pens
Computers with Internet
access
Camera (to record students
working)
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Group

(30-45’)

of danger

Co-funded by the European Union

- Big ramps to amplify the sense

- Ramps can be relocated

skateboarding and new tricks

- Different levels to learn

- Clear division of the levels

- Modular skatepark

CHARACTERISTICS

A BUILDING FOR SKATEBOARDING

30-45 minutes

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
To view a copy of this license, visit
https://creativecommons.org/licenses/by-nc-sa/4.0/

IMAGE

Complete a scenario with your idea. Each member of the team has to ﬁll in this template showing their favourite idea.

SCENARIO nº:

SCENARIOS

5. Ideation

Example:
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different profiles

Co-funded by the European Union

- Available for skateboarders of

- Colourful/graffiti skatepark

weather)

open/closed depending on the

energy. The other part, can be

and has solar panels to generate

(one part of the roof is fixed

an indoor or outdoor skatepark

- Depending on the weather, it is

place

skateboarding and concert/party

- Double use skatepark:

CHARACTERISTICS

Community

30-45 minutes

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
To view a copy of this license, visit
https://creativecommons.org/licenses/by-nc-sa/4.0/

IMAGE

Complete a scenario with your idea. Each member of the team has to ﬁll in this template showing their favourite idea.

SCENARIO nº:

SCENARIOS

5. Ideation

Example:

beginners, medium and expert

- Skateboarding level division:

competitions

- Stadium seats to enjoy

there

- Decorated by people who go

- Urban skatepark

CHARACTERISTICS

Co-funded by the European Union

Dreamland park

30-45 minutes

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
https://creativecommons.org/licenses/by-nc-sa/4.0/

IMAGE

Complete a scenario with your idea. Each member of the team has to ﬁll in this template showing their favourite idea.

SCENARIO nº:

SCENARIOS

5. Ideation

Example:

YESict \ Teacher’s guide | 69

5. Ideation

5.5. SELECTION
This activity should follow the scenario activity. The students are encouraged to
select a single scenario per group for prototyping. However, the teacher can feel
free to let the students choose more than one scenario for prototyping, if they feel
that it would be useful to do so. Different selection strategies can be used, which
go from general agreement in the group to voting among the members.

Steps:
1.

Inform the students that they need to choose one single scenario for prototyping. If one
of the students of the group is sure about which idea they want to develop then let them
proceed. However, if they all want to agree on an idea, explain to them how to do so.
2. If they want to use a voting strategy, note that voting assumes that everybody's vote is equal.
Explain to them that when voting, each person can vote once and for only one idea. The idea
that receives the most votes is the one that moves forward to the prototyping stage.

•
•
•
•

Scenarios templates
Markers
Pens
Camera (to record students
working)
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Group

(15-30’)

YESict \ Teacher’s guide | 71

6.
PROTOTYPING
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6. PROTOTYPING
AIMS
•

A CTI VI TI ES

Making ideas tangible, learning while
building and sharing with other people.

Think about how the scenarios are going to be
built.
Prepare the materials and resources needed.
Prototype.

TYPE O F A CT I VI T Y

I CT ROL E

Handcraft activities

-

R ES O U RCES
•
•
•
•
•
•
•
•
•
•

Selected scenarios
Cardboard
Coloured craft cardboards
Clay
Scissors
Tape
Markers
Glue
Lego (optional)
Camera

I NTERACTI ON
Individual
Group

TI M I NG
3 hours

TI PS
•
•
•
•
•
•
•
•

Prototypes should be simple and useful, because the intention is not to make art, it is to
communicate between the group and to better define the idea.
If they have chosen more than one scenario for prototyping, let the students choose if they want
to work in groups or individually.
Make sure that the technique that students have chosen is the correct one for the idea they have
(the prototyping phase should not take them too long).
Make sure you have enough materials for all the groups and students.
Encourage and remind your students to take photos, film videos, make drawings, write down
phrases .... Anything that helps them build their story for a better understanding of the challenge.
If the solution displayed in the scenario is a product, clay modelling can be a good prototyping
technique. The prototype can also be created based on an existing product by modifying it.
If the solution displayed in the scenario is a space, cardboard, coloured craft cardboard or Lego
can be used.
Make sure that all group members take part in the prototype creation.
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6. Prototyping

PROTOTYPING
Prototyping is an important part of the design process, as it lets you and your group
review and share concepts with others. It makes ideas tangible, from what students
have in their minds. Prototyping also allows the identification of errors and usability
problems before going ahead with the development stage.
The main approach is that the group should select one single scenario for
prototyping. However, remember that it is possible to let groups choose more than
one scenario if they do not agree about which scenario to develop. In this case,
each student can choose their best idea to prototype.
Remember that prototypes should be made to scale and using a variety of materials.
Steps:
1.

Make sure students have chosen one scenario for prototyping. Agree with them if they are
going to create a single prototype of more.
2. Inform them that they can use any materials they want. They can also use real objects to build
the prototype.
3. Make sure that the materials they are going to use for the prototype are suitable and available
(so as not to waste time on things that are not necessary).

Comments
Remember that students should take pictures of the handcraft activities material (completed
templates and physical prototypes) and upload these pictures to their corresponding Google Drive
unit, after finishing stage 6: Prototyping.

•
•
•
•
•
•

Selected scenarios
Cardboard
Coloured craft cardboards
Clay/ Scissors / Tape /
Markers / Glue
Lego (optional)
Camera

74 | YESict \ Teacher’s guide

Group
Individuals

(3h)

6. Prototyping

Example:

PROTOTYPE 1: A BUILDING FOR SKATEBOARDING.
Materials: Cardboard, tape, coloured wooden sticks, scissors

PROTOTYPE 2: COMMUNITY
Materials: Cardboard, glue, coloured craft cardboards, scissors

PROTOTYPE 2: DREMLAND PARK
Materials: Cardboard, glue, tape, scissors, coloured craft cardboards
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7.
COMMUNICATION
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7. COMMUNICATION
AIMS
•
•

A CTI VI TI ES

Documenting and communicating the
proposed solution and the process followed
to interested community members.
Sharing the experience of the process.

7.1. Poster of the proposed solution
7.2. Poster of the process followed
7.3. Preparing the presentation

TYPE O F A CT I VI T Y

I CT ROL E

Collaboration activities

Google Docs

R ES O U RCES
Preparation
• Templates
• Computers with Internet
access
• Prototypes
• Camera
Communication Day
• Assembly Room
• Interested
community
members
• Families
• Camera

I NTERACTI ON
Group
Plenary

TI M I NG
5 hours
Preparation 3 hours
7.1. Poster of the proposed
solution (30-60’)
7.2. Poster of the process
followed (30-60’)
7.3. Preparing the presentation
Communication Day 2 hours

TI PS
•
•
•
•

Make sure the students use the posters (new design and process followed) for the presentation.
Students can also use the templates they used during the process. Or, if they want, they can
make a new presentation.
Make sure they rehearse the presentation and check they have all the material finished (space,
material,…).
Remember to take photos and videos of the presentations.
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7. Communication

Teachers are in charge of organising a Communication Day where students
can show their work to interested community members. For instance, people
from the Council or other interested institutions could be invited. We suggest
an exhibition format.
The Communication Day should take place in a big space, such as a gymnasium,
assembly hall or local exhibition hall. Students should be divided into groups, and
each group should have a stand or table where they can organize all their material,
such as prototypes, communication templates or others.

Communication Day structure
First, the teacher should make a short introduction, giving an overview of the YESict project and
thanking the students, the families, the school and the interested community for having taken part in
the project and for attending the event.
The student presentations will be split into two rounds.
In the first round, the audience will go through all the stands in order, and the students will give a brief
presentation explaining their project. Questions can be asked at this stage. Then, the teacher will give
a qualitative and informal feedback to the students as suggested in Final Evaluation and Feedback.
In the second round, the teacher will tell all the students to stay in their stands and the audience will
be free to walk around and ask the students about any other aspect they are interested in.
To close the event, the teacher should thank again the audience for attending and students for their
work. An informal snack can be organized.

Description of activities
This section will cover two main blocks of activities:
First, there are 2 activities (7.1 and 7.2) that children need to go through in order to prepare a proper
presentation of their work.
Then, there is the Final Evaluation and Feedback guidelines that teachers give to the students in the
Communication Day related to the skills that this toolkit aims to foster:
(1) creativity,
(2) problem solving,
(3) collaboration and
(4) self-confidence.
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7. Communication

7.1. POSTER OF THE PROPOSED SOLUTION
To summarise the final proposal of the group, the group has to make a poster
describing the proposed solution. There is a template provided in order to maintain
a consistent presentation style among all the groups. The poster includes: the
challenge, design brief, prototype picture, and its description.

Steps:
1. Make sure that the students have already finished their prototypes.
2. Ask them to take some pictures of the prototypes.
3. Instruct them to create a poster (one poster for each prototype).

Comments:
They can take pictures of the physical prototype and upload them to the template.

•
•
•
•

Templates
Computers with
access
Prototypes
Camera

Internet

Group

(30-60’)
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PROPOSED
SOLUTION
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Skatepark missing in my town

PROTOTYPE PICTURE

TEAM:

Co-funded by the European Union

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
https://creativecommons.org/licenses/by-nc-sa/4.0/

DATE:

In total, it has 3 floors that allow a clear division
of levels. The first floor is for beginners, the
second one will be medium level and the last one, for
expert skateboarders.

The new design is a skateboarding building. We can
say that it is modular because you can relocate the
ramps depending on your skateboarding level.

DESCRIPTION:

material used for prototyping: cardboard, cellotape, coloured wooden sticks, scissors

others

30-60 minutes

seasons has to be designed. Because of where we live, the weather changes a lot and in winter we can not
use it. Also, it has to be a spacious place, situated in the centre of the town and accessible to beginners
and experts. Finally, the new skatepark has to be free for everybody.

DESIGN BRIEF: Nowadays, all skateparks of the town are outdoor. So, a skateboard that can be used during all the

CHALLENGE:

Complete the following template with all the relevant aspects related to your new design.

7. Communication

Example 1:

PROPOSED
SOLUTION

Skatepark missing in my town

PROTOTYPE PICTURE

TEAM:

Co-funded by the European Union

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
https://creativecommons.org/licenses/by-nc-sa/4.0/

DATE:

Also, it has a reversible roof. Depending on the
weather, it can be an outdoor or indoor skatepark.
So part of the roof can be moved and the other
one, is fixed. This last part, has solar panels in order
to achieve energy.

The community skatepark is not only a common
skatepark. Here, you can do skateboarding, play
concerts, have parties and be in the bar/candy shop.
So it has more than one use.

DESCRIPTION:

material used for prototyping: cardboard, glue, coloured cards, scissors

others

30-60 minutes

seasons has to be designed. Because of where we live, the weather changes a lot and in winter we can not
use it. Also, it has to be a spacious place, situated in the centre of the town and accessible to beginners
and experts. Finally, the new skatepark has to be free for everybody.

DESIGN BRIEF: Nowadays, all skateparks of the town are outdoor. So, a skateboard that can be used during all the

CHALLENGE:

Complete the following template with all the relevant aspects related to your new design.

7. Communication

Example 2:
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PROPOSED
SOLUTION
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Skatepark missing in my town

PROTOTYPE PICTURE

TEAM:

Co-funded by the European Union

This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
https://creativecommons.org/licenses/by-nc-sa/4.0/

DATE:

Also, there is a stand to see the competitions that
are organized by the shop. The shop is a place to
rent or buy material. The different levels are
divided by colours.

It is an urbanism skatepark. The decoration is
made by people who assist there. It is a place that
has been designed by skateboarders.

DESCRIPTION:

material used for prototyping: cardboard, glue, sticks, scissors, coloured cards

others

30-60 minutes

seasons has to be designed. Because of where we live, the weather changes a lot and in winter we can not
use it. Also, it has to be a spacious place, situated in the centre of the town and accessible to beginners
and experts. Finally, the new skatepark has to be free for everybody.

DESIGN BRIEF: Nowadays, all skateparks of the town are outdoor. So, a skateboard that can be used during all the

CHALLENGE:

Complete the following template with all the relevant aspects related to your new design.

7. Communication

Example 3:

7. Communication

7.2. POSTER OF THE PROCESS FOLLOWED
The group must complete a short assessment about the process they have
followed. The group will be provided with the corresponding template, so that they
can reflect on the process using a step-by-step approach.

Steps:
1.

Ask the students to write the challenge and the design brief they have defined in the
exploration stage.
2. Instruct them to complete the template, by answering the following questions for each stage:
• What have I learned?
• What resources did I use?
3. Make sure that they have understood how to complete the template. It is important for them
to spend some time recalling and thinking about what they have done and how they went
about doing so.

•
•
•
•

Templates
Computers with
access
Prototypes
Camera

Internet

Group

(30-60’)
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7. Communication

Example:

PROCESS
FOLLOWED

Complete the following template taking into account the process
followed.

CHALLENGE:

Skatepark missing in my town

30-60 minutes

TEAM:
DATE:

DESIGN BRIEF: Nowadays, all skateparks of the town are outdoor. So, a skateboard that can be
used during all the seasons has to be designed. Because of where we live, the
weather changes a lot and in winter we can not use it. Also, it has to be a
spacious place, situated in the centre of the town and accessible to beginners and
experts. Finally, the new skatepark has to be free for everybody.

PROCESS

01|
Introduction

02|

Challenge
identiﬁcation

03|
Team creation

04|
Exploration

05|
Ideation

06|
Prototyping

07|
Communication

The characteristics of an entrepreneur.
Short introductory video, Jigsaw, Let’s ask them!, What is necessary?
How many things can be improved in my town.
The neighbourhood of my dreams, What’s the problem?
Role distribution. I’ve learned how to be a good secretary and the responsability that it
involves.
Target diagram, Folder, Student role

I’ve increased the capacity of analysing a problem with different techniques and the
importance of defining a good brief for further stages.
Association, 5W+1H, Stakeholders, Briefing

I’ve increased the capacity of analysing a problem with different techniques and the
importance of defining a good brief for further stages.
Brainstorming, Superheroes, 5 Senses, Scenarios, Selection

The difficulty to make something tangible. You can’t make exactly what you have drawn
but it is very useful to understand and explain the idea/solution to other people.
clay, cardboard, glue, sticks, scissors, coloured craft cardboards…

I’ve improved my oral communication, and I’ve been able to explain the idea and the
process properly
Templates, prototype, photos, presentation

What I have learned
The resources I have used

others

Co-funded by the European Union
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This work is licensed under the Creative Commons Attribution-NonCommercial-ShareAlike 4.0 International License.
https://creativecommons.org/licenses/by-nc-sa/4.0/

7. Communication

7.3. PREPARING THE PRESENTATION

Students need to prepare their presentation for the organized event.
The presentation format is free, but using the posters and physical prototype created is highly
recommended.
•
•
•

•
•
•
•

The poster of the new design 7.1 shows the solution and the added value of the chosen
design.
The poster of the process followed 7.2 shows the steps undertaken to reach the final design
and a general reflexion from the members of the group about the process.
The physical prototype shows the tangible approach of the solution chosen.

Templates
Computers with
access
Prototypes
Camera

Internet

Group

(30-60’)
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7. Communication

FINAL EVALUATION AND FEEDBACK

Teachers should give qualitative feedback during the event to each group related
to the following skills and based on the process followed. You can consider the
following issues:
(1) creativity
• Number of identified challenges and curiosity of members of the group
• Number of ideas generated, developed and prototypes created
(2) problem solving
• Number of problems identified and explored, problem understanding process
• Number of solutions proposed to problems and quality of the solution proposed
(3) collaboration
• Understanding the role of each group member
• Cooperative working through the process and decision making process within the group
(4) self-confidence
• Understanding each group members´ strengths and weaknesses (own and others)
• Belief in your ability to explore innovative solutions
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