
Design Thinking in 
the Makerspace 

 

Animal Features 
Purpose Statement: Using knowledge of animal 
features gained during the science unit, students will 
solve a human problem. 
 
Step 1: Understand 

● Empathize- Find the Need 
○ Animals: Show students the following 

picture with the prompt: Monkeys need 
help to…  

 
Have a discussion about how monkeys live 
and how they need to climb and swing from 
trees… What feature helps them be successful 
climbers and swingers? (tail) 
 
Humans: (This can be done in small groups) 
Interview adults (parents or staff members) 
regarding a time when they needed help with 
balance or grabbing an object, etc. Prep the 
adults ahead of time and talk to the kids 
about asking questions to help them solve this 
problem for them. Think about the questions 
you want them to ask and how much structure 
you want to the project.  

 
● Define-  

○ Problem Statement: Design a solution to a human problem using what you know about 
animal features.  

■ Students will use the information they gathered during their interview to design a 
solution for the adult.  

 
Step 2: Explore 

● Ideate- Allow students time to explore solutions and brainstorm. Remind them to think about all the 
animal features they know about to help guide their work.  

○ Present ideas to the group to get feedback and suggestions.  
 

● Prototype- Build/ Create your solution 
○ Supplies needed: Makerspace Items- students can also bring in specific items that might fit 

into their design idea 
○ Possible Extras: magnets, double sided tape, chip clips, washers, pennies, etc.  



Step 3: Materialize 
● Test-  

○ Students (groups) take time to present their design to the class and get feedback 
■ Allow students to make changes if necessary.  

○ Prepare a time for the students to present their prototype to the adult and get feedback 
■ Allow students to make changes if necessary. 

○ Reflection- Take time for students to reflect on their work and the design process. This could 
be done using a program like FlipGrid with some guiding questions like:  

■ What was the need of your client? 
■ How did you design your item? 
■ How did you change it along the way? 
■ How do you think this will solve their problem? 

 
● Implement-  

○ Present the item to the intended adult.  


