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Semifinals
October to November

Champions and People’s 
Choice announced.
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Agenda
Item Time

Open welcome packs and set up resources 8.45 – 9:00

Welcome live! 9.00 – 9:15

1. Empathise 9.15 – 10.15

Break 10.15 – 10.30

2. Define 10.30 – 11.30

3. Ideate 11.30 – 12.30

Lunch 12.30 – 1.00

4. Prototype & Pitch Development  1.00 – 2.00

5. Pitches 2.00 – 3.00
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I acknowledge the homelands 
of all Aboriginal people and 
pay my respect to Country.

Acknowledgment of Country
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• We are all designers.
• We hold our ideas lightly.
• We let people reach their own conclusions.
• We are tough on problems and soft on people.
• We manage our time and value doing!
• We only move as fast as the slowest person.
• We always assume and communicate positive intent!

Rules of Play 
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GCC2020: Our wicked problem

How might we use 
technology to 
bring everyone in 
our community 
closer together?
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Steve Jobs, co-founder of Apple

"Design is not just what it 
looks like and feels like. 
Design is how it works."
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Introduction
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Designers are everywhere. They aren’t just working on 
fashion or houses, but they are in every workplace solving all 
sorts of problems. Designers are always considering a range 
of points of view too. They spend their days understanding, 
trying ideas out and tinkering until they are happy that their 
solution is a win for lots of people. 

They use their hearts to connect with people, their heads to 
think of clever ideas to make life better for those people, 
and their hands to create models and test out those ideas. 

Thinking like a designer
Thinking like a designer, or design 
thinking, is a way of viewing the world.

By learning about design thinking 
together we will …

• get to know a handy tool for solving 
problems

• try out new skills and use the process 
to solve problems big and small

• understand more about how people 
use design to solve problems. 
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Empathise
Being caring and curious; asking questions to know more.

Stages of Design
Try this
Think of something you think is really clever; a 
really great invention. It might be something 
digital, or something really handy.

• What makes this invention so great?

• Do you know what problem it solves?

• In what way does it make life easier or better?

You have 5 minutes to …

• Think of your invention

• Draw it or find an image of it

• Convince as many people in your team as you 
can that it’s the best invention ever. 

Define
Getting to the point; understanding and identifying the problem.

Ideate
Solving the problem; coming up with ideas.

Prototype
Don’t tell me, show me! Making ideas come to life through making. 

Test
Giving it a go; knowing what works and making your ideas better.
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Jane Goodall

“Empathy is really important. 
Only when our clever brain and 
our human heart work together 
in harmony can we achieve our 
true potential.”
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Remember, design thinking is all about 
using our heart, head and hands. It’s also 
a muscle you strengthen through doing. 
So you can grow your heart through 
empathy the more you use this skill!

Stage 1. 
Empathise
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Empathy is a really important part of design thinking 
because design is all about people and putting humans at 
the centre of design. Having empathy is a key ingredient to 
becoming the best person you can be.

You can practise empathy by:

• listening to someone rather than trying to talk to them

• asking someone how they are feeling if you think there is 
something wrong

• learning about people from different backgrounds and 
cultures

• showing concern and care for others

• paying attention to the needs of others

• getting to know someone better instead of judging them

What is Empathy?
Through building empathy and 
caring about our problem, 
together we will …

• see a range of perspectives 
different to our own

• ask questions to gain insights

• practice understanding
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The ‘empathise’ stage is where you work as a team 
to experience someone else’s complex problem: to 
understand the way they do things and why; their 
needs; how they think about the world and what is 
meaningful to them. In order to design solutions for 
someone, you must know who they are and what is 
important to them.

What is Empathy?
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‘No interest in customer satisfaction.'

That does not mean that customer experience is 
not important to Mercedes Benz. Quite the 
opposite. It means that customer experience is so 
important that satisfaction is not enough. Instead, 
the company wants its customers to feel 
delighted by their experience with Mercedes. The 
company’s president and CEO believe that 
engaging Mercedes employees is key to achieving 
that. For example, a recent company poll found 
that 70% of employees had never driven a 
Mercedes. They are now being given the 
opportunity to do so, so that they can better 
empathise with customers, and therefore engage 
with them more effectively.

When we get it right...
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'The dangers in stereotyping.'

Claude Steele, a psychologist at Stanford University, did 
a series of tests about stereotypes. He asked two groups 
of men and women to take a maths test. The first group 
was told that men usually did better in such tests than 
women. The second group was told nothing. In the first 
group, where people had been reminded about the 
stereotype, the men performed significantly better than 
the women. There was no difference in the second 
group. Steele suggested that being reminded of the 
stereotype activated emotional centres in the brain, 
resulting in anxiety among the women, which affected 
their performance. This shows how dangerous 
stereotypes can be, and how they can have a very real 
effect on performance.

When we don’t get it quite right…
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Empathise
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Give this a try.
The 5 ‘Whys’
When you’re talking to a user to understand their point of 
view, try asking one big question and then asking ‘Why?’
again and again (about five times) after their response, to 
dig deeper. Write down what you hear, paying particular 
attention to the moments you might find yourself saying,
‘Aha! I think I understand now!’

Think about their:

• point of view

• way of doing things and why

• needs

• way of thinking about the world

• values of what is meaningful to them.

Asking Questions
From your own 
perspective, partner up 
with someone in your 
group and try the 5 ‘Whys’.
You have 7 minutes
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Now look at this from a specific point of 
view.
Choose a ‘persona’ that is an example of 
someone really impacted by the problem we 
are trying to solve.
Start in the middle and work your way around.
The aim is to build a picture of who might be most impacted by the 
problem and the solution
Get very specific and let your imagination run free.
The more detail you have in this stage, the more clear and effective 
your solution will be.

You have 30 minutes.

Empathy Canvas
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Break Time
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John Dewey, philosopher, psychologist 
& educational reformer

“A problem well put 
is a problem half 
solved.”
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Stage 2. 
Define
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We’re now getting to the part where we activate our 
head, as well as our heart. Lots of ideas don’t go to 
plan because people don’t spend time 
understanding why something is a problem in the 
first place.

By defining problems properly, you make them 
easier to solve, which means saving time, money 
and resources.

The trick to getting really clear on defining a 
problem is to remember this rule: We are tough on 
problems, and kind to the people who are trying to 
solve them. 

What is define?
Through having some fun in 
learning how to ‘get to the point’, 
together we will …

• practise how to create ‘How 
might we …?’ questions

• get clear on a great challenge 
worth designing a solution for

• focus on things that are 
‘un-Googlable’.
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Start ‘defining’ from a particular point of view, then 
figure out what is needed for a solution to be 
correct from that point of view. This is called 
‘framing the problem’. The clearer your definition of 
the problem, the more valuable your solution will 
be. In the define stage the quality of the ideas you 
come up with will depend on how you frame the 
problem, what you choose to focus on and what 
you choose to ignore.

What is define?
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‘You don’t know what you want.'

Inventor of the automobile, Henry Ford, famously said, 'If 
I had asked people what they wanted, they would have 
said faster horses.' He knew that the unwelcome matter 
at hand was that horses were too slow. But this wasn’t 
really the problem that needed solving. There was a 
deeper need that his customers couldn’t articulate. 

This deeper need is at the root of what a user desires, 
whether or not they can articulate it. Ford’s customers 
thought they needed a faster version of what they 
already had. But Ford understood their deeper purpose: 
to get from one place to another faster. This distinction 
helped him avoid simply engineering a faster horse and 
instead opened the doors to create something that had 
never existed before.

When we get it right...
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‘What problem?'

In 2006, a tech company made the competitive move and 
released Zune, its version of the futuristic, one-buttoned, 
every-song-in-your-pocket iPod. The onscreen colours
were punchy and the interface was type-led with a 
beautiful minimalist font. It was a bold move to challenge 
Apple, but Zune was not a successful product because it 
didn't really address any special design problems in daily 
life that were not already fulfilled by features in other 
products. 

You could unearth many reasons why the Zune wasn’t a 
success (and also a pile of reasons why it should have 
been). One major underlying cause was that the design 
team had not identified a problem the Zune would solve. 
There were no clear user needs that the iPod was failing to 
meet or any new innovation that would shake things up. 
The Zune was solving nothing.

When it doesn’t go to plan...
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Define
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Use the same skill as you did when gaining 
empathy, but this time, pretend you are detective 
trying to solve a crime! The first thing we need to 
do it get really tough on that problem. So we might 
phrase the problem as …
‘The problem is that our community is 
disconnected.’

Try this...
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Now let’s look at the real problem at hand.
Frame the problem you have found from 
investigating your persona AND looking at 
the challenge question. 
Start in the middle, the trunk, by identifying the problem. 
For example 'that our community is disconnected' or 'the 
elderly don’t know how to use technology.’ It’s up to you 
and your team! 

Then head up into the branches; the consequences. Ask 
“and then’ as many times as you can

The important part are the roots of the tree; the causes of 
the problem. Ask, ‘Why?’ as many times as you can until you 
land on a AHA! moment.

You have 30 minutes.

Root Cause Tree
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Once you have landed on some pretty insightful root causes 
of your problem, you can begin to define and refine the 
question you are going to focus on. 

We frame this as 'How Might We…?'
The question crafting canvas helps you to get clear and 
agree upon the question you’re solving for the challenge. 

For example

How might we create a set of self guided lessons for 
people in nursing homes to teach them how to use video 
call technology?

Now craft your question.
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Peter F. Drucker, management consultant, 
educator & author

“If you want something 
new, you have to stop
doing something old.” 
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Stage 3. 
Ideate
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IDEATE is a made up word by designers.

It’s the process of combining up with ideas, and lots of 
them! Designers love to have lots of problems to solve, and 
lots of solutions to play with. They collect them, tinker with 
them, but importantly, they hold them lightly. Designers 
don’t get attached to ideas, they fall in love with real 
solutions with real impact.

Ideation is where we imagine, develop and express ideas for 
solutions to the problem we just defined. The aim is to 
generate lots of ideas, and they can go in lots of different 
directions as you build on each other’s efforts. Crazy ideas 
are welcome and it’s important to suspend all judgement 
and be really inclusive. 

What is ideation?
Through learning and 
experiencing how to come up 
with ideas, together we will …

• explore lots of perspectives

• be solutions focused

• develop skills to help us come 
up with lots of solutions.
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Ideation is like brainstorming, but broader. While 
you can work alone, a diverse group of people will 
produce much better results. You will generate 
more ideas, and they can go in lots of different 
directions as you build on each other’s efforts. Think 
widely: set targets, switch between coming up with 
ideas on your own and as a group, suspend all 
judgement and include everything.

What is ideation?
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'Too small to win.'

Gary Fraser took over the oral care business unit at 
Unilever, and had to take on two much larger, deeply 
entrenched competitors in the toothpaste market, 
Colgate and Crest. 

He couldn’t compete with them head-to-head from a 
product standpoint and couldn’t possibly outspend 
them in marketing. The solution was for Fraser and his 
team to question every facet of their business, including 
product packaging, pricing and advertising. 

The result was the world’s first baking soda and peroxide 
toothpaste, Mentadent, which was very successful.

When we get it right...
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‘Too big to fail.'

Old pattern thinking or resistance to change is what left 
Kodak, an icon of the photographic industry, out in the 
cold when digital photography invaded our lives. 

‘Innovate or die‘ is not only a motto of the radical 
entrepreneur but also a common reality whether you're 
just one person or a global conglomerate. Analogue film 
may still be around, but the revolution was decisive, and it 
didn’t happen overnight.

When we get it wrong...
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There are some rules for coming up with ideas that you can use over and over again. You’re aiming for 

LOTS of ideas; we call it the goal of HUNDRED and THOUSANDS Some designers won’t leave a room 

until they have 100 ideas to solve their ‘How might we (HMW)…?’ question!

Here are 3 simple rules for getting to your large quantity of ideas. 

Some rules for coming up with ideas

1. Silly and Crazy 
Weird, whacky and wonderful are all welcome! Think, “Why don’t we give everyone a scooter to ride 

around the school?” or “A Google 3D video of the school grounds can be airdropped to their phone!”

2. Bounce and Build
Throw ideas around and build on the ideas of others… one designer might say “Let’s give everyone their 

own map,” and another designer might reply, “YES AND… let’s think about being more sustainable by 

having map points set up around the school on touch pad devices.”

3. Welcome and Wilful
Coming up with ideas is fun and hopeful. All ideas and designers are welcome in this part of the 

process. Watch out for blocking language like “We’ve tried that!” or “That won’t work!” Go with the flow 

and give your ideas freely.
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Ideate
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Now try 
this…
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Now try 
this…
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Now try 
this…
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So you now have three ideas and some 
amazing new skills in coming up with ideas! 
AMAZING! Remember that you can do 
ANYTHING but you can’t do everything. So, 
like any champion, you are looking for the 
number one, the gold star, the best of the 
best. A champion has high impact; really 
makes a difference. They do this while using 
time, energy and resources really efficiently; 
low effort.

As a group, take 5 minutes to decide where 
each idea might sit on this scale. 

Filtering Ideas Canvas
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You’ve got your top idea! 
Now let’s build more of a story of the impact 
you want it to have. 
It’s also time to give your idea a name. 

If you can think of anything snazzy, try this… The ___________ 
Project, eg, The Nanna Tech Project for our video 
conferencing granny’s in nursing homes. 

You have 10 minutes.

Impact
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Lunch Time
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IDEO.org, non-profit design studio

“If a picture is worth a 
thousand words, a 
prototype is worth a 
thousand meetings.”
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Stage 4. 
Prototype
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Don’t tell me, show me! We’re about to make that great 
idea come to life through making, tinkering and trying. 
The idea is to move beyond explaining!

When you prototype you think with your hands or you make 
to think. This stage is all about experimenting – you are 
looking for the best solution to each of the problems you 
have found.

In the prototype stage you take your most popular solution 
from your work in the ideate stage and explore it by 
building models or expressing your idea in a more tangible, 
real way other than just words. Keep your prototypes cheap 
and simple.

Expect to fail quickly and often, so you can try different 
options without committing to one idea. The prototype 
stage is a chance to talk with users, get new ideas, and 
prepare to test your solutions.

What is a prototype?
Through making a prototype, 
together we will …

• develop skills in tinkering and 
creativity

• learn how to give and receive 
feedback

• communicate our idea with 
others.
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A prototype is an early model built to test an idea. 
When you prototype you think with your hands or 
you make to think. This stage is all about 
experimenting – you are looking for the best 
solution to the problem you have found. 
Prototypes can be anything that helps you test an 
idea.

What is a prototype?
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‘Use what works.'

When the first Apple Watch became available to the 
public in April 2015, it was a much smaller version than 
the prototype, the company first tested. In fact, the first 
prototype of the Apple Watch was actually a full-sized 
iPhone with a velcro strap attached to it.

What better way to test the features and functionalities 
the company wanted to include? It was a quick, cheap 
and effective option that gave them immediate 
feedback and results so they could refine the watch's 
actual design and usability.

When we get it right...
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'Insist on perfection.‘

The rise and fall of Theranos, the fraudulent blood-testing start-up, 
can be traced back to one wildly ambitious idea: run a bunch of 
medical tests off of a single drop of blood. In theory, the Edison 
machine prototype was supposed to run a handful of blood tests off 
of a single drop of blood — it sounds crazy because it is, and we 
know now that it couldn't do that. The 'Edison‘ device was named 
after Thomas Edison, the American inventor who was famously 
quoted saying, 'I have not failed. I've just found 10,000 ways that 
won't work.‘ 

But the Edison prototype straight-up didn't work, and that's putting 
it very broadly. Pieces of the machine would fall off, doors wouldn't 
close, and the device couldn't properly regulate its temperature and 
that's not for lack of trying; engineers worked tirelessly to figure out 
solutions, and were dismissed or fired by Holmes when they tried to 
raise concerns. The most common prototyping errors are found 
here – believing too strongly in your idea and striving for perfection.

When we get it wrong...
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Prototype
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How will you demonstrate your 
solution for your personal, to your 
persona?

Return to the empathy canvas 
to make some decision about 
how you will get your human on 
board with your idea
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Draw It! 
Sketch out simple drawings or mindmap of your solution so that it doesn’t only live in your mind and you can share these 
ideas with your friends and others for further discussion and ideation.

There are so many ways you can prototype. 
Use whatever is available to you and keep it cheap!

Tell a story! 
Storyboarding is an excellent way of guiding people through a an experience you want to create. Think of each step of the 
process or journey and make this one square of your storyboard. You can get feedback on one or more of the steps of the 
process to make your solution stronger!

Build it! 
Use materials that you have around your classroom or school (paper, tape, sticks, paints etc) to create a model or build a 
concept of your ideas.

Act it out! 
Role play allows you to play with scenarios. Make sure to use props, scenes and remember you are trying to feel the emotion 
of the person you are solving the problem for.

Mock it out! 
Like our friends in the car industry, maybe you can make a life-sized rough version of your idea. In fashion, they might make 
a skirt out of paper rather than fabric, or cut out a pattern and sticky tape it together.
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Stage 5. 
Pitch
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Pitch
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The pitch canvas is a helpful way to make sure your team is 
hitting on all elements of the challenge. While you have 
some members of your team finalising your prototype, other 
members should be finalising the pitch. Remember, your 
audience will pretend to be the persona you designed in 
your empathy canvas. 

It’s all about pitching your idea, the impact it will have and 
how it solves a real challenge … not about how technical your 
prototype is or how fancy your presentation is either! 

Pitch it!
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‘And the 
winners are…!
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• Who do you think should win?

• What have you enjoyed most about the Game Changer Challenge?

• What would you say you’ve learned from doing the challenge?

• Has anything surprised you while doing the challenge?

• Do you think the challenge is a good way for students to learn? Why?

• What have you enjoyed most about the Game Changer Challenge?

• What have you learned from the challenge?

Teacher specific

• How have your students responded to the challenge?

• Do you think the challenge is a good way for students to learn? Why?

Vox Pops
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Thanks!
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