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The Research Question

How might collaboratively designing and making a
model of a New York City subway platform for the
year 2035 develop Form |l boys’ creative
confidence and problem-finding skills in
Technology?



The Action



Empathy

Empathy is the heart of the philosophy and the first
step in the process. Design thinkers must discover
people’s expressed and latent needs in order to
devise the right solutions. “Crazy curious” problem-
solvers gather this information through observation,
interviews and other research.



Synthesis

Synthesis makes sense of the disparate information
gathered during the empathy phase, working step-by-
step to group or “bucket” individual insights into
opportunities for action. Related ideas are distilled into
“how might we” questions key to the central challenge.
“How might we” questions lead to many potential
solutions in the next phase, ideation.



ldeation

Ideation means generating ideas to inspire concept
development. Teams brainstorm around a “how might
we” question, going for quantity, encouraging
whimsical, wild ideas and deferring judgment. Ideas
are expressed visually, in quick sketches and action-
oriented headlines. Those deemed the most promising
advance to the next stage, prototyping.



Prototype

Prototyping makes ideas tangible and testable.
Design thinkers devise meaningful experiments
through “rough and rapid” prototypes that reflect DT’s
bias toward action. Prototypes can be physical
objects, or experiences expressed through role-
playing. Design thinkers don't “pitch” a prototype;
they simply present it for user feedback and revise
and rebuild as necessary. This phase loops (build,
test, revise) until a prototype meets the user’s needs.



Storytelling

Storytelling brings concepts to life. Engaging
storytelling rallies people through emotion,
uncovers gaps in the underlying solution and is a
catchy way to spread great ideas. Design
thinkers create memorable characters that
transform audiences and expand the reach of
their design solutions.



Key Findings
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