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Design process

5 steps = 5 workshops

2
Research

3
Synthesis

4
Concepting

5
Prototyping

Diverge on user n
eeds

Converge on opportunities

Converge on solutions
Diverge on id

eas

1
Immersion

Converge on content



Workshop 1: Immersion

Students sorted and clustered 
the skills into meaningful groups.

Students made edits and 
changes to the skill definitions.
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The team started by sorting over 100 21st Century Skills into the 
10 most meaningful ones to them. They called them Human 
Achievement Tools.



Workshop 2: Research
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Students observed themselves 
and kept journals about when 
and why they used their skill.

Students conducted interviews 
with friends and family members, 
and observed their skill in use.

The team learned about user-centered research, and identified 
people in their lives who had these skills. They created research 
plans to understand how young people learn the skills today.
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Workshop 2: Research

The team captured all their research notes and photos in a 
Google doc - almost 200 individual stories!



Workshop 3: Synthesis
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They wrote insights and 
opportunities about each theme.

Students sorted their data by 
themes—common activities and 
behaviors.

Next the team sorted and clustered their visual data and looked 
for patterns. How are young people learning these skills? When, 
where and why are they practicing them?
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Workshop 3: Synthesis

Design opportunities, phrased 
as “How Might We...” statements, 
describe opportunities for 
growth or change.

Insights are statements that 
describe a tension and point 
to a problem worth solving.

The team created 24 distinct and meaningful insights, each 
related to one or more skills.
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Workshop 3: Synthesis

Design opportunities, phrased 
as “How Might We...” statements, 
describe opportunities for 
growth or change.

Insights are statements that 
describe a tension and point 
to a problem worth solving.

The team created 24 distinct and meaningful insights, each 
related to one or more skills.



INSIGHT 

Because we believe we'll 
always have more, we don't 
appreciate the value of 
what we do have.  

DESIGN OPPORTUNITY 

How might we know the 
true value of our assets? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

People would rather take 
the risk of learning for 
themselves than listening to 
others. 

DESIGN OPPORTUNITY 

How might we make taking 
good advice have the same 
satisfaction as learning 
from mistakes? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

When a person doesn't 
think they can do 
something, they don't try 
which is a lack of self 
confidence and hinders 
motivation. 

DESIGN OPPORTUNITY 

How might we put a greater 
emphasis on trying and 
effort than the overall 
result? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

A person must be able to 
succeed on their own 
before they can succeed 
with others.  

DESIGN OPPORTUNITY 

How might we recognize 
our progress without 
external validations? 

Replace this box with a 
picture of your secnd 
benchmark! 
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INSIGHT 

Achievement is the point in 
time where a person 
realizes they've grown, but 
not everyone can recognize 
this growth. 

DESIGN OPPORTUNITY 

How might we get people 
to recognize their personal 
success and growth? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

People would settle for 
acceptance rather than risk 
expressing their own 
original thoughts. 

DESIGN OPPORTUNITY 

How might we let 
everyone's opinions be 
heard without judgment? 

BENCHMARKS 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

We learn more from the 
bad things we do than our 
good deeds. 

DESIGN OPPORTUNITY 

How might we help people 
learn from all their 
experiences? 

BENCHMARKS 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

People try to be a "team 
player" instead of talking 
about what's bothering 
them. 

DESIGN OPPORTUNITY 

How might we express 
ourselves in a team without 
being selfish? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

Authority figures are usually 
the preventers of peer 
pressure, but they are not 
always present to prevent 
it.  

DESIGN OPPORTUNITY 

How might we prevent peer 
pressure without the 
presence of authority 
figures? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

Positive and effective 
collaboration skills are 
learned from experience. 

DESIGN OPPORTUNITY 

HMW present more 
opportunities to gain 
experience through 
collaboration in everyday 
life? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

People assume avoiding a 
problem solves a problem   

DESIGN OPPORTUNITY 

How might we help people 
accept that some problems 
are unavoidable?  

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

Simplifying information 
requires a lot of things 
being written and presented 
because of the need to find 
patterns 

DESIGN OPPORTUNITY 

How might we provide a 
template or layout for 
simplifying information? 

BENCHMARKS 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 



INSIGHT 

Not having proper social 
skills limits how much a 
person participates. 

DESIGN OPPORTUNITY 

How might we create a way 
to actively participate 
without the need for social 
skills. 

BENCHMARKS 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 



INSIGHT 

It's hard to be good at 
something without 
comparing oneself to others 

DESIGN OPPORTUNITY 

How might we take the 
competition aspect out of 
judging, being confident, or 
critiquing yourself? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 



INSIGHT 

People overlook 
organization because there 
is a false illusion that 
everything will fall into 
place. 

DESIGN OPPORTUNITY 

How might we make 
organizing not feel like an 
extra step? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

Most people do not take the 
time to reflect because they 
don't have the time to do 
so. 

DESIGN OPPORTUNITY 

How might we learn to 
learn from failure without 
being prompted to. 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

Because we believe we'll 
always have more, we don't 
appreciate the value of 
what we do have.  

DESIGN OPPORTUNITY 

How might we make the 
value of what we have 
more tangible? 
 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

Being constructive in large 
groups is tough.  

DESIGN OPPORTUNITY 

How might we find ways to 
make bigger groups more 
productive?  

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

Embarrassment outweighs 
self confidence; people's 
fears of embarrassment 
keep them in the same 
place 

DESIGN OPPORTUNITY 

How might we make 
criticism a positive thing?  

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a picture of your second 
benchmark! 
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INSIGHT 

People end up taking major 
risk due to the fact that 
don't have enough time to 
come up with a plan to 
avoid the risk 

DESIGN OPPORTUNITY 

How might we plan for risk?  

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

People tend to overthink a 
problems' solution. 

DESIGN OPPORTUNITY 

How might we show that 
the most elaborate solution 
is not always the best? 
 
How might we make simple 
ideas just as attractive as 
the complex ones? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

People have the ability to 
use the skills they have, but 
they need to apply them in 
different areas. 

DESIGN OPPORTUNITY 

How might we learn to 
apply traditional skills with 
new settings? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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INSIGHT 

Relying on others is viewed 
as a negative thing while it 
can be helpful. 

DESIGN OPPORTUNITY 

How might we bring out the 
strength of relying on 
others? 

Replace this box with a 
picture of your first 
benchmark! 

Replace this box with a 
picture of your second 
benchmark! 
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Insight 

When people work together 
different perspectives come 
together to come to one 
conclusion  

Benchmarks 

Design Opportunity  

How might everyone's 
opinions be heard without 
judgment? 
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Workshop 4: Concepting
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Students created storyboards of 
the strongest ideas, in order to 
envision each one’s experience.

Students sketched and shared, 
building on each other’s thoughts 
and encouraging wild ideas.

The team brainstormed hundreds of ideas that responded to the 
How Might We statements, and voted for their favorites.



Workshop 5: Prototyping
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Students presented their ideas 
and demonstrated their final 
prototypes.

Students created low-fidelity 
mockups of their ideas and 
gathered feedback from peers.

The team spent two days creating prototypes of their ideas and 
testing them on fellow teammates. After updating each idea 
based on user feedback, they did a final share-out.


