Embrace Chaos:
Disrupting to Design.
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Kia ora & tena
koutou

Ko Rangitoto te maunga
Ko Waitamata te awa

No Tamaki Makaurau ahau
Kei Taranaki toku kainga
INaianel

Ko Nick toku tane

Ko Pascale ratou ko
Imogen ko Hudson oku
tamariki

Ko Claire toku ingoa
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Traditional teaching

S
FOR A FAIR SELECTION
EVERYSODY WAS TO TAXE
THE SAME EXAM: PLEASE
CLIMB THAY TREE

Traditional Classtoom

Teacher's role

teading and questions
que. tomorrow
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S0 YOULET YOUR STUDENTS

Dlsru ptlve CHOOSE THEIR OWN PARTNERS?
teaching
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GPOTSWOOD COLLEGE

TE KURA TUARUA O NGAMOTU
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Spotswood College is one of six schools in New Zealand using the

progressive DisruptED programme.

The other six schools ( Hobsonville Point Secondary School, Albany
Senior High School, Hamilton's Rototuna High Schools,
Christchurch's Haeata Community Campus, and Rolleston College)
have the shared goal to give students the problem solving abilities
and diverse set of skills they will need to succeed in a changing

Weldleh
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| had a total fangirl moment when | saw Nicola’'s TedTalk
and it made me wonder “How can we be creative, inspiring
and innovative?” and this reinforced in my mind why |
wanted to work at Spotswood College.
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CRE DTIVE

THINKING

(to get that brain engaged)

Creative Thinking starter activity cards can be used to help
students to creatively. Lots of kids have a barrier to ‘being
creative’ because they think they cant draw.

For your challenge you will need a pencil and paper.
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For your challenge today we are
going to do a simplified version
of crazy 8's...and do a crazy 4!

Fold your page into 4 and you
will have T min per square to
draw your new inventive way to
use a hair dryer.

CRAZY 8'S

QA

8 MINUTE CHALLENGE

Divide your page into
8 squares. Students have
1 minute per square to draw
a new inventive way to use

a hairdryer.







Now it's your turn to give it
go!

Remember it's about
thinking creatively and
innovatively NOT about your
ability to draw!
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BACK
TO BACK

2.5 MINUTE CHALLENGE

In pairs, back to back, 1 person
describes an object, without
saying what it is, while
the other tries to draw it.




{2 TENZ

P
7%

+*
R



How do we do it?

MONDAY TUESDAY WEDNESDAY THURSDAY FRIDAY

LITERACY

NUMERACY
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Literacy through Art The Arts JLARTLIT

Literacy through Art Journaling The Arts JLARTIRN

Literacy through Digital Art Technology The Arts iLDIGART

Literacy through Earth and s
Space LSPACE
Literacy through English JLENGLISH

Literacy through English - Year

10 Enrichment LENGLISHIO

Literacy through English - Year 9

i i GLISH9
Enrichment LENGLISH

Literacy through Medical
Science

Science iLMEDSCI

Literacy through Music The Arts jLMUSTX

Literacy through World

Knowledge LWRLDK

Numeracy and Literacy through | Health & Physical

Sports Education Education ILSPRTED



Click on the timetable below to view the various
courses on offer in 2024

Note: you will need to use the KAMAR code when selecting courses
and you will need to select a first and second option for each course.
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P3 i Learning
i Programme

23 2(LP2)

P5

*Learning Advi

Golf Math Mathematics

Cot a trade Got it made Technology

Music App on - NCEA

Performing Art
Musi

Physics L Physics Mathematics
Science of Plants Level 1 Science

Year 11 Art Visual Art

Te Ao Maori

hiko/Digital

Build a Motorbike Technology
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Why do we teach inquiry?

To immerse students into the world of innovation as a systematic
process of tackling relevant business, environmental, technological,
artistic or social problems.

To find, modify and apply methods for gathering stakeholder feedback.

To provide a social and thinking space for innovation challenges and
the design of creative solutions.

To apply design processes and procedures for drawing/generating,,
planning, developing and refining ideas.

To recognize the latest and future issues and challenges in innovation.
To expose the student with state of the art perspectives, ideas,
concepts, and solutions related to the design and execution of their
innovation driven projects using design thinking principles.

To develop an innovation and growth mindset.

To learn new methods for working with technology and materials
relevant to the idea.

To propose a concrete, feasible, viable and relevant innovation
project/challenge.

To utilize a method for documenting and presenting the process and
the outcome.

17



Junior Inquiry

2022

S*JTENZ



Think GLOBAL
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Act LOCAL
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The Designery
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1 st

Stanford d.school Design Thinking Process

* Share ideas
« All ideas worthy
« Diverge/Converge

« Interviews
+ Shadowing
« Seek to understand

z 5 + “Yes and” thinking
Non-judgmental « Prioritize
* Mockups
« Storyboards
* Keep it simple
« Fail fast
Q + Iterate quickly

PROTOYPE
Personas
* Role objectives
* Decisions
« Challenges
Pain Points + Understand impediments
« What works?
* Role play
« Iterate quickly




SUPERMSTARS

THE GAME OF DESIGN THINKING

Super
Star
game of
Design
Thinking
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SIIP[IMIARS

THE GAME OF DESIGN THINKING

¥

THE GAME OF DESIGN THINKING

STUDENTS

THE AIM OF SUPCR STARS IS 10 WELP YOU AND YOUR TEACHER MOVE THROUGH THE STEPS OF THE DESIGN THINKING
PROCESS. ALONG THE WAYS YOU WOLL COMPLETE CRALLENGES, COLLECT STARS AND ULTIMATELY THE GAME WHLL NELP
YOU T0 COMPLETE YOUR IMPACT INGUIRY PROJICT WHILE MONTTORING YOUR PROGRESS.

TEACHERS

SUPERSTARS IS AN EXCELLENT TRACKING AND MONITBRING DEVICE FOR YOU 10 TRACK THE PROGRESS OF YOUR
STUDENTS AS TREY WORK THEIR WAY THROUGH AN INDIVIDUALISED LEARNING PROGRAMME. 7 ALIOWS FOR
DIFFERENTIATION OF THE TASKS BY ALLOWING THE STUDENT TO SELECT THE CHALLENGES THAT ARE APPROPRIAIE T0
THEIR TOPIC AND THEIR LEARMING WNIEE MOVING AT THEIR OWN PACT THROUGH THE GAME.

PUT YOU GAME PIECES AT THE START AND THEN MOVE ARDOND THE SOARD COMPLETING THE CHALLENGES AS YOO
GO, EACH GAME SOBARE MAS IT OWN CHALLENGES O 17°S OWN CHALLENGE CARBS. ONCE YOU HAVE COMPLETED THE
TASK YOU CAN MOVE TO THE NEXT SQUARE.

THE BONUS SQUARES ARE NOT COMPULSORY AND CAN BE JUMPED BUT THEY OFFER YOU AN OPPORTUNITY 10 GAIN
MORE DESIGN STARS.
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Thank you & tena
koutou

2 mgmgmm g g =y TECHNOLOGY
TENZ 5
NEW ZEALAND claire.wigley@tenz.org.nz tenz.or g.nz



Don’t forget to
follow us to stay up
to date!
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Website Twitter/X
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Facebook YouTube
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Instagram Linkedin




