
GATE ~ Curriculum and Coffee 

Presentation Fall 2018  

Facilitated by:  

Barbara Hinton, District Gifted and Talented Coordinator 

and Jessica Gitzinger, GT Instructional Specialist 



We Believe 

RELATIONSHIPS 

RELEVANCE 

RIGOR 

REFLECTION 

We believe that all kids are naturally creative and that 
every classroom should be filled with creativity and wonder. 



DESIGN THINKING 

Understanding Purpose and Practice 

We are all DESIGNERS! 



If we are going to empower 

students, we must help them 

find what they love and 

create learning experiences 

that encourage them to 

develop their strengths.   



Design Thinking 

Design thinking, which is a 
dynamic, creative and 
collaborative approach to 
problem solving, presents a 
unique model for educators 
who wish to facilitate from 
within the class, rather than 
impart knowledge to it. 

 

https://youtu.be/LhQWrHQwYTk


Design Thinking: Lessons for the Classroom 

The Design Thinking Process 

While design thinking has its roots in 

the innovation/design sector, the 

process itself can be used anywhere. 

Indeed, it is a great tool for teaching 

21st century skills, as participants must 

solve problems by finding and sorting 

through information, collaborating with 

others, and iterating their solutions 

based on real world, authentic 

experience and feedback… 

https://www.edutopia.org/blog/design-thinking-betty-ray


21st Century Thinking and Learning 

 Design Thinking is an approach to addressing challenges 

in a thoughtful and fun way, where you get to apply the 

4Cs -- collaboration, creativity, critical thinking, and 

communication –- to your own work as you develop new 

solutions for your classroom, school, and community. 



 

Design Thinking is a Process and a 

Mindset 

 
 Engineers, businesses, social entrepreneurs and other 

innovators have used design methods and processes 

for decades to create new solutions for many different 

types of challenges. But Design Thinking isn't just about 

specific steps to follow in order to innovate -- thinking 

like a designer can transform the way you approach the 

world when imagining and creating new solutions: it's 

about being aware of the world around us, believing 

that we play a role in shaping that world, and taking 

action toward a more desirable future. Design Thinking 

gives us confidence in our creative abilities and a 

process to take action through when faced with a 

difficult challenge. 



 
Design Thinking: A Problem Solving Framework 
Students learn to empathize with others around the globe while solving 

real-world problems. 

 

Click to view Design Thinking in Action 

https://www.youtube.com/watch?time_continue=41&v=kfBa2AdjRB4


Why is Design Thinking so Popular?  



Design Thinking Helps us in the Process of 

Questioning 

 Design Thinking is extremely useful in 

tackling problems that are ill-defined or 

unknown, by re-framing the problem in 

human-centric ways, creating many 

ideas in brainstorming sessions, and 

adopting a hands-on approach in 

prototyping and testing. Design Thinking 

also involves ongoing 

experimentation: sketching, prototyping, 

testing, and trying out concepts and 

ideas 

https://www.interaction-design.org/literature/topics/brainstorming
https://www.interaction-design.org/literature/topics/sketching


 Collaboration and teamwork 

 Critical thinking and problem solving 

 Communication on multiple levels 

 Resourcefulness and resilience 

 Creativity and innovation 

21ST CENTURY SKILLS FOR  

DESIGN THINKING 



Thinking Outside the Box 

 Thinking outside of the box can 

provide an innovative solution to 

a sticky problem. However, 

thinking outside of the box can 

be a real challenge as we 

naturally develop patterns of 

thinking that are modeled on the 

repetitive activities and 

commonly accessed knowledge 

we surround ourselves with. 



A Story… 

Some years ago, an incident occurred where a truck driver tried to pass under a low bridge. 

But he failed, and the truck was lodged firmly under the bridge. The driver was unable to 

continue driving through or reverse out. 

The story goes that as the truck became stuck, it caused massive traffic problems, which 

resulted in emergency personnel, engineers, firefighters and truck drivers gathering to devise 

and negotiate various solutions for dislodging the trapped vehicle. 

Emergency workers were debating whether to dismantle parts of the truck or chip away at 

parts of the bridge. Each spoke of a solution which fitted within his or her respective level of 

expertise. 

A boy walking by and witnessing the intense debate looked at the truck, at the bridge, then 

looked at the road and said nonchalantly, "Why not just let the air out of the tires?" to the 

absolute amazement of all the specialists and experts trying to unpick the problem. 

When the solution was tested, the truck was able to drive free with ease, having suffered 

only the damage caused by its initial attempt to pass underneath the bridge. The story 

symbolizes the struggles we face where oftentimes the most obvious solutions are the ones 

hardest to come by because of the self-imposed constraints we work within. 



What Happens when Students Experience 

Design Thinking? 

 #1: Students become more empathetic. 

 #2: Students work harder. 

 #3: Students engage in iterative thinking. 

 #4: Students learn to embrace criticism. 

 #5: Students see learning as authentic. 

 #6: Students learn how to market their work. 

 #7: Students become brave. 

 



What I Love About Design Thinking 

 This is what I love about design thinking. It 

works within the standards in every 

subject. It’s a flexible approach that you 

can use with limited resources. It isn’t 

something new that you add to your 

crowded schedule. Instead, it’s an 

innovative approach to the work you are 

already doing — a process designed 

specifically to boost creativity and bring out 

the maker in every student.  
- A. J. Juliani  



When students use design thinking, they are more likely to develop a 

maker mindset and when that happens, you see this . . . 

 

  



How to get a job at Google 

 Thomas Friedman’s article “How to get a job at Google,” highlights five hiring 
attributes that the company desires in employees. 

 
 Cognitive Ability – the ability to process on the fly 

 

 Leadership – emergent leadership versus traditional leadership 
 

 Humility – the ability to say “I don’t know,” and be able to step back and embrace better 
ideas 
 

 Ownership – understanding and working together to solve is crucial  
 

 Expertise – least important because you must always keep exploring new options 



DESIGN THINKING AT GATE 

So what does Design Thinking Look Like at GATE? 



1st grade Design Thinking 

• First Grade GATE students come to us excited and ready to 

try new things!  To empower our students to question, 

collaborate and create, we use the Design Thinking model 

during our STEAM activities.  In Design Thinking, students 

ask questions, plan solutions, create a project, test the 

project and make improvements.  

• We used Caine’s Arcade to answer the question, “What 

could you create if you were bored?”  Students used 

everyday materials like cardboard, paper tubes and tape to 

create games that others could play. They spent time 

planning and designing their game. After allowing the 

classes to play each other’s games, students spent time 

reflecting on how they could improve their games.  Caine’s 

Challenge was the perfect opportunity for our students to 

experience the process of Design Thinking! 

 

 





2nd grade Design Thinking 

• Second grade GATE students 

use Design Thinking in their 

science explorations, their 

social studies Mind Missions, 

their PBLs, and their STEAM 

FOCUS activities 

• How can we, as producers and consumers, 

create a product to sell at the Viking store? 

• Learners researched using various online 

resources such as kiddle.co, PebbleGo, 

BrainPOP Jr. and created an economy circle 

map, t-chart on needs and wants, bubble 

map on goods and services, tree map on 

community helpers, double bubble map on 

producers/consumers, and a production 

flow map.  

• Finally, we had purchasing day where each 

PBL group had the opportunity to produce 

their own product to sell, created a 

storefront, made an ordering form on 

Google with their product picture, written 

description, and video of their jingle. 





CRITERIA IPS 

Insufficient Progress on Standard 

AS 

Approaching the Standard 

MS 

Mastered the Standard 

  

  

  

  

Technology 

  

  

  

  

Your group will create a Smore page which does not show 

the following: 

  

 A picture of your item to sell 

 A written description of your item to sell 

 A jingle on your page 

  

Your group will create a Smore page which includes some 

of the following: 

  

 A picture of your item to sell 

 A written description of your item to sell 

 A jingle on your page 

  

Your group will create a Smore page which includes the 

following: 

  

 A picture of your item to sell 

 A written description of your item to sell 

 A jingle on your page 

  

Math Skills 

Your  group will still be developing correct math skills to the 

following: 

  

 Complete a ledger using correct addition, 

subtraction and total 

 Correctly count and exchange money 

Your  group will use correct math skills to do some of the 

following: 

  

 Complete a ledger using correct addition, 

subtraction and total 

 Correctly count and exchange money 

Your  group will use correct math skills to do the following: 

  

 Complete a ledger using correct addition, 

subtraction and total 

 Correctly count and exchange money  

Final Product 

For your final product your group demonstrated they are 

still developing an understanding of being a producer and 

consumer by incorrectly: 

  
 Creating a store front 
 Making a sample of your item to sell 
 Writing and performing a jingle for your 

product 
 Selling items at your store and completing 

order form 
 Producing final items sold 
 Purchasing items from others 

For your final product your group will show some mastery 

of being a producer and consumer by: 

  

 Creating a store front 

 Making a sample of your item to sell 

 Writing and performing a jingle for your 

product 

 Selling items at your store and completing 

order form 

 Producing final items sold 

 Purchasing items from others 

For your final product your group will show mastery of 

being a producer and consumer by: 

  

 Creating a store front 

 Making a sample of your item to sell 

 Writing and performing a jingle for your 

product 

 Selling items at your store and completing 

order form 

 Producing final items sold 

 Purchasing items from others 

  

  

  

  

Collaboration 

Student does NOT: 

 Talk with group members 

 Listen to other people 

 Get along with group members 

 Take turns 

 Ask questions when needed 

Student: 

 Talks with group members some but also 

works alone 

 Listens to other people some but also wants 

to use own ideas 

 Argues some with group members 

 Takes turns some of the time 

 Occasionally asks questions when needed  

Student: 

 Talks with group members 

 Listens to other people 

 Gets along with group members 

 Takes turns 

 Asks questions when needed 

Communication 

Student does NOT: 

 Talks loud enough when presenting 

 Makes eye contact when talking to intended 

audience 

 Stands up straight and tall 

Uses correct volume for task 

Student: 

 Is occasionally hard to hear when 

presenting 

 Infrequently makes eye contact when 

talking to intended audience 

 Occasionally stands up straight and tall 

 Is occasionally too loud for task 

Student: 

 Talks loud enough when presenting 

 Makes eye contact when talking to intended 

audience 

 Stands up straight and tall 

 Uses correct volume for task 

Behavior & Responsibilities 

Student:  

 Is NOT motivated to learn  

 Does NOT take responsibility for actions 

 Does NOT complete tasks on time  

 Does NOT follow directions and is NOT on 

task 

Does NOT work neatly on assignments 

Student:  

 Is motivated to learn some of the time 

 Occasionally blames group members for 

actions 

 Completes some but not all tasks on time  

 Usually follows directions and is on task 

 Works neatly on some assignments 

Student:  

 Is motivated to learn  

 Takes responsibility for actions 

 Completes tasks on time  

 Follows directions and is on task 

 Works neatly on assignments 



3rd grade Design Thinking 

 Design Thinking makes an empowered student in our 3rd Grade 

GATE. In Design Thinking, students experience understanding, 

defining, solutions, testing, building, and planning. This is an great way 

for students to show their creative and genius thinking, and takes it to a 

level that they want to experience.  

 This year in 3rd Grade GATE, we used Caine’s Arcade as a basis for 

our students to experience true Genius Thinking. With Caine’s Arcade, 

our students develop a purpose, a power of imagination, confidence, 

and patience with the process, for their idea to be truly successful in 

their own eyes. Every child is creative, but it takes a GATE 3rd grader 

to truly experience a Caine’s Arcade Genius mindset.  

 







4th grade Design Thinking 

 The engineering design process in fourth grade is 

practiced in classroom activities such as STEM challenges, 

maker space activities, monthly family STEM projects, and 

science activities.   

 A recent project students worked on in science was 

creating a paper sculpture that had to include six LED 

lights.  Students made their projects light up using paper 

circuits.  Groups of 3 or 4 students followed the 

    steps of the engineering design process to meet 

    this challenge:  ask, imagine, plan, create,  

    test/evaluate, improve, and share.   







5th grade Design Thinking 

 Fifth grade GATE is committed to propelling students into leadership 

opportunities that will allow them to try new learning, learn by doing, and take 

ownership of their understandings. Compelling questions drive our 

investigations. Self-evaluation is a huge component of our program, and 

students regularly reflect on their feelings about their learning and success to 

set personal goals both in and out of the content areas. 

 In our most recent PBL, students had a $150 grant to meet the physical 

learning space needs of all learners in our classes.  Students studied various 

seating arrangements, evaluated the strengths and weaknesses of various 

models, created and surveyed classmates to gather research about learning 

styles and preferences, learned from Mrs. Kahil how to complete a purchase 

order, and created their own ultimate classroom design by hand or 

electronically. After sharing all with classmates, they presented many of them 

to Mrs. Gitzinger and Mrs. Hinton, to get feedback from all stakeholders.  

 

 



 



Ultimate Classroom Design 



6th grade Design Thinking 

 "There are different types of governments, limited (constitutional) and 

unlimited (totalitarian)  - each PBL group was assigned a government- 

they were to create a newscast to help all students in class to 

understand their assigned govt.  system.  - including whether it was 

limited or unlimited, characteristics of their govt. , and an explanation of 

why governments should be limited in its power.   

 Your task is to design a game to help practice integer skills.  You will 

have to make a few decisions before designing your game, including: 

     What skills do you want to practice in the game?   

     (choose  at least 3 – add, subtract, multiply or divide, or all of them?) 

 They had to work on several things to demonstrate their ability to work 

independently, be decisive, reflect, motivate, adapt and 

collaborate.  The students had checkpoints and were allowed to reflect 

on their performance as well the groups at the end of the presentation 

time. 

 



Integer Games 



The Project 

  

  

Mathematical 

Content 

There is no 

opportunity for the 

game players to 

practice using 

integers. 

  

There is little 

opportunity for the 

game players to 

practice using integers. 

(ONLY 1 

OPERATION) 

Game players are 

practicing ONLY 2 

integer operation as 

they play the game you 

designed.  

Game players are 

practicing 3 OR 

MORE specific 

integer operations as 

they play the game.  

  

  

Rules 

No rules are 

included with the 

game.  

The rules are not easy 

to follow. The 

objective of winning 

the game is unclear or 

does not exist. 

The rules are not 

typed. One step of the 

directions makes no 

sense or the objective 

is confusing.  

The rules are neatly 

typed and easy to 

follow. The game 

objective (how to win 

the game) is clear. 

  

  

Answer Key 

No answer key is 

included. 

The answer key 

contains many 

mathematical errors. 

  

The answer key 

contains few errors.  

The answer key 

contains no errors.  

  

  

. 

  

  

Overall 

Game 

Design 

The game is not 

well packaged in all 

areas.  

 Several components 

are missing.  A box is 

not included.  

Necessary game 

materials are missing 

and/or do not all fit in 

the box.  Packaging 

lacks creativity and 

design. 

The game materials 

are neatly packaged 

and fit in the box.  

The game is colorful, 

creative, and 

packaged to sell.  

  

  

  

Mechanics and 

Effort 

The game contains 

many spelling or 

grammar mistakes.  

The project is 

incomplete. 

The game contains 

some spelling or 

grammar mistakes.    

The project is 

completed with 

minimal effort. 

The game contains few 

spelling or grammar 

mistakes.    The project 

is completed with 

some effort. 

The game contains no 

spelling or grammar 

mistakes.  The project 

is completed with 

exceptional effort.  

  

Checkpoints 

  

ALL checkpoints 

were missed.   

Two checkpoints were 

missed.   

One checkpoint was 

missed.   

All checkpoints were 

met on time.   

  

“Playable” 

The game could not 

be played using the 

directions.    

The game could be 

played but there were 4 

or 5 errors. 

The game could be 

played but there were 2 

or 3 errors. 

The game could be 

played successfully.   

Integer Game Rubric 
    1 Point           2 Points                        3 Points                  4 Points 

       

   Score: ________________ out of 28  



The PBL 



Power of Design Thinking 


