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From architect, designer & engineer...to avthor!




Meet the Audience

We want to know... What are some of the biggest challenges YOU
face when teaching writing in the classroom?




Goals

We hope this session will:

e Inspire educators to explore
innovative storytelling strategies

e Empower students to find &
express their voices

e Build empathy and connections




What is Decign Thinkin 9.7

“Design thinking is a human-centered approach to
innovation that draws from the designer's toolkit to
integrate the needs of people, the possibilities of
technology, and the requirements for business success.”

— Tim Brown, CEO of IDEO
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S Step Process
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PROCESS IS AN ADVENTURE

The path from Point A to Point B icn't a straight line
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At its core...
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How does this apply to writing & teaching?




Parallels between design & writing
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Deciguers find inspiration in unlikely places

Easy to view
interface




They look at chalfenges from many angles...




And explore how complex systeme & ideas connect




They think visually
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And view mistakes/constraints as opportunities




lank page challenge

Ry

he word ‘oops’ will be smiling when they see the

afed.... funny and FUN, BEAUTIFUL OOPS!
/ age, enywhere, anytime.”

—JAMIE LEE CURTIS

> BARNEY SALTZBERG
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VERY-

The 5 steps form a/]flexible framework
for creative problem solving.



We are alf DESTGNERS (& we are afl WRITERS)

DISCOVERY

Learn about
the audience
for whom you
are designing,
by observation
and inteview.
Who is my
user? What
matters to this
person?

IDEATION

INTERPRETATION

Create a
point of view
that is based
on user needs
and insights.
What are their
needs?

Brainstorm
and come up
with as many
creative
solutions as
possible.

Wild ideas

encouraged!

EXPERIMENTATION

Build a
representation
of one or more
of your ideas to
show to others.
How can | show
my idea?
Remember: A
prototype is
Just a rough

draft!

EVOLUTION

Share your
prototyped
idea with your
original user for
feedback.
What worked?
What didn't?



15 CoVERNE

Develop deep understanding through immersion & observation

THINK & FEEL?

SEE? HEAR?

SAY & DO?

PAIN GAIN




(EYPERISENTATION:

Clearly articulate the challenge(s) you want to solve
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Activities: Character charte/diaries & If, then diagrams ’




ARE HIGHLY ENCOURAGED!



BRRINISTORMING

Imagine a wide range of solutions




Activities: Mood boards & Bubble webs
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Activity: Word sprints




(et'e write!

Remember those doodles we made earlier? We're going to
set a timer for 5 minutes and write something inspired by
that doodle.

Even if it feels like “word vomit” - keep going!
Ready? Set. Go!
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Give and receive constructive feedback to advance the work

Actfw’ty: Point-of-view Switcheroo
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AT HEART

BELIEVING You HAVE
ENDLESS VERSIONS INSipE You...

LEACH BETHER fHAN

THE LASH. i




Whate the result?

They become R
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They grow more

, They become
empathetic

systems thinkers

WHAT HAPPENS WHEN
STUDENTS EMBRACE They become Yvildly and
DESIGN THINKING? unabashedly different

They become BY JOHN SPENCER @SPENCERIDEAS
problem solvers

8]

They learn to think
divergently

They are ready for the
creative economy

They make connections
between ideas

They learn to take
creative risks



Connect with us:

15 minute Q & A

Rebecca Caprara
@RebeccaCaprara

Melanie Conklin
Tlmné @MLConklin

Shelley Johannes
@shelleyjohannes

Varian Johnson
@varianjohnson



https://t.co/9W9POVZr0l
https://t.co/yTZxBxNbwm
https://t.co/bxuGViL6mw
https://t.co/mjar1PdcIG

