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What is Idea Development?

[

USE THE
BLIPPAR
APP TO
WATCH
THIS VIDEO
ON YOUR
MOBILE
DEVICE
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UNIT 2 Idea Development
In this Unit:
2.1 Idea Canvas
2.2 Prototyping
2.3 Pivoting
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Idea Development is the exciting part. It

takes your idea from your head into the real world.

That first spark of an idea is only the first step in the development of a successful
product, program, event or project. Successful entrepreneurs know that ideas need
to be fleshed out, evaluated, tested and revised before they can really take flight.
Sometimes this process reveals that the “great idea” was not so great after all—but
that’s a valuable thing to find out too!
In Units 2 and 3, Idea Development and Customer (or Audience) Research are
treated separately, but it’s important to understand that the two activities go hand
in hand in an iterative process: a continuous cycle of development, testing, and
revising, which leads to more testing and revising . . .
In this Unit students will explore and try out strategies to develop their initial
ideas into realistic, achievable plans or products.

Learning outcomes
1.

Propel conversations by posing and responding to questions that probe reasoning and evidence; ensure a
hearing for a full range of positions on a topic or issue; clarify, verify, or challenge ideas and conclusions;
and promote divergent and creative perspectives;

2.

Work with peers to set rules for collegial discussions and decision-making (e.g., informal consensus,
taking votes on key issues, presentation of alternate views), clear goals and deadlines, and individual
roles as needed;

3.

Analyze the main ideas and supporting details presented in diverse media and formats (e.g., visually,
quantitatively, orally) and explain how the ideas clarify a topic, text, or issue under study.
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UNIT 2

Idea Development: 2.1 idea canvas

Why is it valuable?

What is an Idea Canvas?

[

It is a highly visual, easy-to-use road map for
how to improve and implement an idea.
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It focuses attention on the influence of the
context in which the idea will be viewed and
used.
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Idea canvas is a diagram that is used

It provides structure and direction without
being overly prescriptive. This is because it is
organized around a series of fluid questions
and relationships rather than rote instructions.

to design the strategy needed to execute an idea.

It encourages early consideration of the end
users (audience or customer) and how the
idea will be communicated to them

Verbal Cues for
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CRASH COURSE ON IDEA CANVAS

Tips

For Classroom Use

The canvas itself has been adapted from the original
tired of model
soggytosandwiches?
business
be more applicable to typical school
projects.
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it up to provide
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the
categories
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plan andornare
pulls together
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The idea canvas originated with Alexander
Osterwalder and Ives Pigneur, two academics
turned entrepreneurs. Their “Business Model
Canvas” has become an essential tool to help
entrepreneurs bring a new idea to market.
Teachers and students can use the idea
canvas to build on their ideas and start to
make concrete plans for executing it. Each of
the nine sections in the idea canvas is used
to describe a different factor that affects how
the idea could be developed and deployed.

factors onto one page.
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Meaningful Discussion

I agree with... because...
I don’t agree with... beause....
I’d like to go back to what... said about...

Growth Mindset: It’s
OK to Fail. Really.

Sometimes your idea development work —
prototyping or idea canvasing — reveals a really big
problem. Maybe the problem can be overcome, or
maybe your idea just won’t work. That’s good learning!
It means you need to go back to the drawing board to
find a solution. Or maybe, you need to come up with a
new idea.
Most successful entrepreneurs try and fail at launching
a business before they succeed. In fact, investors or
more likely to invest in a business person who’s had a
previous failure. Why? Because they’ve learned what

I’d like to add that...
I noticed that...
Another example is...
So what you’re saying is...
Do you think that...
Couldn’t it also be that...
Why do you think that...
Can you explain what you mean...
Can you tell me more...
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IDEA CANVAS

Name:___________________________________															Team: ____________________________________

KEY ACTIVITIES

(What are the steps you need to take to
accomplish your idea?)

KEY PARTNERS
(Who will work on this with you?)

KEY RESOURCES
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THE COST OF YOUR IDEA

(What are the challenges, risks, and actual $ costs (if any) of your project?)
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YOUR AUDIENCE

(Who will you communicate your idea
with?)

PRESENTATION PLAN

(What are the steps you need to take to
communicate your idea?)
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(What do you need to achieve your
goal? Expert help? Books? Equipment?)

n
E

YOUR IDEA

(Describe your idea in one or two
sentences)

Activity 2.1

PRESENTATION METHOD
(How will you present your results –
online, on a poster, orally, etc.)

THE VALUE OF YOUR IDEA
(What makes this idea worth doing?)
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UNIT 2

Idea Development: 2.2 prototyping

Activity 2.2:

What is Rapid Prototyping?

[

Prototyping is the process of giving an idea

a physical form so that it can be tested and improved.

Tips

n
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For Classroom Use

• This process can be applied to
any project where students can
produce rough work for feedback
before completing their final
project.
• A research project prototype could
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Entrepreneurs use rapid prototyping to
quickly try out different versions of their
product or service. This allows them to test
how customers will use the product or service,
what they will find most and least valuable
about it, and what improvements are required.
Rapid prototypes are research tools – not
finished products. They can come in the form
of sketches, simple 3D models, mock-ups,
modifications of found objects or spaces, or
any other way that an idea can be demonstrated
physically. The goal is to produce a quick,
inexpensive demonstration of the idea that
brings in useful feedback.

be an outline showing what will
be covered and how the material
will be organized and a two-page
mockup showing how headings,
illustrations, maps etc. will be
included. Students can then

exchange their prototypes and
give feedback on the logical flow
and whether any information is
missing or seems out of place,
give design suggestions, etc.
• A Makerspace and/or 3D printer,

1

In this activity, students prepare a prototype of
their idea, test it out, and then modify their idea
based on the results and feedback they receive.
Finally, they present their prototypes and explain
what they learned from making them and what
modifications they have made or planned.
Ideally, before starting on their prototypes
the students will have gone through the stages
of researching the problem, brainstorming
solutions, and choosing/developing their best
idea. It’s also a good idea to have them practice
interviewing skills (3.1 in the next unit) before
testing their prototypes.

2

BUILD. The group turns its idea/solution into
an easy-to-understand visualization: a sketch,
a rough model, a scale drawing, a point-form
plan, etc.
HINT: The prototype doesn’t need to be pretty or
polished – but it should clearly illustrate the key
ideas.
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TEST. There are many ways to test a prototype.
Thinking of the projects on p. 8: a game can be
tested by having people actually play it, observing
how they do, and asking them for feedback.
Objects created in the “Lost Shoes” challenge
can also be physically tested, and users asked
for feedback on comfort and usability. Sketches
and models can be presented to potential users
(fellow students, pet owners) and their feedback,
concerns and questions recorded.
HINT: Coach students to be open to all ideas.
Their role is to listen and understand, not argue.
Encourage them to ask questions like, “Why is
that?” and “What if we changed this?”
EXTENSION: Are there “real” potential users that
students could show their prototype to and
interview?
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CRASH COURSE ON PROTOTYPING

]

PRACTICE PROTOTYPING

Why is it valuable?

It helps focus ideas. This is because a
simple prototype will only contain the
most essential components of the idea.
It anchors ideas to the real world.
Creating a physical prototype forces
you to start addressing the practical
challenges of executing your idea.

It promotes resilience. Prototyping
clearly identifies areas that require
improvement and challenges your
initial assumptions about your idea.
It is practical learning that encourages
students to identify and formulate
processes to achieve an end-goal.
• “Redesign the Classroom” and “Pet
Mansion” (see p. 10) are both well-suited
to prototyping through sketches/scale
drawings and 3-D modelling.

3
4

ITERATE. Based on their feedback and test
results, the groups modify their prototype

PRESENT. The groups present their prototypes
to the class, explaining how they created and
modified them based on what they learned.

Teachers should ensure/coach:
•

Students adapt their ideas based on what they learned
from their peers. They make reference to what they were
told by the other group, ask follow-up questions and
change their proposed solution in response to feedback.

•

Students express their ideas in multiple ways. They use
analogies, sketches, key words, gestures, and simple
models to express and test their ideas.
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UNIT 2

IDEATION: 2.3 pivoting
Activity 2.3: test and pivot
INTERPRET

What is a Pivot?

[

A pivot is a shift in direction,

made in response to new information.

Tips

n
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For Classroom Use

• Model pivoting in your own
teaching practice. When you feel
your approach isn’t connecting with
students and decide to try a new
strategy, let students in on your
thought process and show them
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Good entrepreneurs (and scientists) don’t
allow themselves to get “locked in” to their
original hypothesis, assumptions, idea or
design. Instead, they are continually open
to learning more and modifying their ideas.
They build on the most valuable elements
of their concept, incorporate new elements,
and discard those that are not useful.
The information gained from prototype
testing, research and customer discovery,
when combined with creative problemsolving, can lead to pivots that turn
potential failures into success. But pivoting
– adapting to setbacks and finding new
ways to overcome challenges – is also an
important skill in learning, and in life.

how this is a kind of pivot.
• Self-evaluation is a valuable skill
that can also reveal the need to
pivot. For example, the design
team may test out their constructed
backpack and find it breaks as soon

as a load is added – a clear indication
that their prototype is not ready to
present for feedback. Or students
can compare their own draft work
to a set of criteria to identify areas
that need improvement.

REVISIT THE CANVAS

A pivot or change of direction may be needed. Students should incorporate
any changes in direction to their business canvas.

PIVOT or TWEAK

Students amend and improve their prototypes.

TEST/SURVEY

Students test and survey again for validation of the improvements.

REPEAT OR BRAND

If needed, student repeat this process until they are ready to move ahead to
the branding stage.
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CRASH COURSE ON PIVOTING
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Have students review their survey feedback results from their prototype
testing: both feedback from their test group and any actual performance
problems that they observed in hands-on testing. Allow 30 minutes for
discussion to consider how they can improve their idea based on this data.

Teachers should encourage:

• Active listening. Accepting criticism pro-actively
is key to growth and improvement.
• Persistance. Going back to the drawing board
takes energy and an open-mind.

• Optimism. Picturing the end-goal and success is
the wind beneath their wings.

Why is it valuable?
Learning is a process of continually adding to our
ideas, and modifying ideas that are based on flawed
assumptions or incomplete information.

By encouraging students to continually test and revise
their ideas as their projects take shape, we are arming
them with a fundamental tool for lifelong learning.

Our ability to learn is frustrated when we become overly
protective of our ideas. We should see them as stepping
stones to more sophisticated concepts.

It teaches students that a first attempt isn’t usually a last
attempt to achieve successful endeavour.
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What is Customer Research & Discovery?
USE THE
BLIPPAR
APP TO
WATCH
THIS VIDEO
ON YOUR
MOBILE
DEVICE

[

i
r
u
e
n
re

UNIT 3 Customer Research & Discovery
In this Unit:
3.1		Customer Interviews
3.2 Customer Surveys
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Customer Research & Discovery
aka R&D, is a process that helps entrepreneurs
understand and find potential clients

It’s all too easy to fall in love with your own ideas. But if your idea is something to be
shared with the world – with readers, or an audience, or customers, for example –
then you need to understand how they perceive your idea. For entrepreneurs, early
“customer discovery” is invaluable to help them step back and critically analyze
their work.
Rather than looking for evidence to support your initial idea, customer discovery
seeks to uncover the assumptions you have made about your audience and how
they will react to your product. This is done by interacting with that audience,
often in the form of a written survey, a structured conversation, or a demonstration
that allow the customers to try out the idea and give their feedback.
When they understand the end user’s viewpoint, entrepreneurs are able to
adjust their initial idea and make it more valuable and compelling.
In this unit, students will explore several research methods used to gain insight
from the intended audience or customers.

Learning outcomes
1.

Read, describe, and interpret data, and explain relationships between sets of data;

2.

Apply a variety of data management tools and strategies to make convincing arguments about data;

3.

Summarize numerical data sets in relation to their context, such as by describing the nature of the
attribute under investigation, including how it was measured and its units of measurement.
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UNIT 3

Why is it valuable?

R&D: 3.1 customer interviews

What is a Customer Interview?

[

The art of interviewing

is a process by which entrepreneurs come
to understand people’s reaction to their ideas

]
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CRASH COURSE ON INTERVIEWING

Tips

IT SEEKS OUT INFORMATION
that challenges rather than supports what
the researcher already knows.

IT PROMOTES RESILIENCE in research
by revealing the value of identifying and
correcting our assumptions.
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Activity 3.1: Personal Interviews

Students practice conducting a personal interview, with
an emphasis on maintaining neutrality and being open
to all responses. Therefore, the interview topic should be
something that students will hold their own opinions on.
For example:

• Students ask their interviewee to name a musician,
band, actor, movie or TV show they really like (or
really dislike). Then interview them to find out as much
as possible about what they like or dislike about their
choice and why they think it’s good (or bad).
• With a show of hands, find out who in the class loves
watching team sports, and who doesn’t. Have students
from one side interview students from the other side to
understand why.
• The interview can also be applied more specifically to
the design process. For example, if students are working
on redesigning a problematic space in the school,
the interview would cover questions like: Is there
anything about this space you dislike now? Are there
ways you’d like to use this space that aren’t easily done
now? Are there things you like about the space as it is?
In particular, interviewing is often an essential part of
testing prototypes (see 2.2).

It would be ideal to have students record their interviews
with each other, and listen to their interview before
finalizing their notes.

1

Introduce the exercise and discuss the idea of neutral
questions. Encourage students to use open-ended
questions, prompts like “can you tell me more?” and followup questions to get more detail, without sharing their own
opinions.

2
3

Hand out the Interview Recording Sheet and (if available)
recording devices.

Give students time to choose their leading interview
question (unless you’re supplying it) and prepare some
initial questions.

4

Have students take turns interviewing each other,
keeping the most accurate notes possible. They can fill
in their notes while listening to the recording if a device
was used.

5

When the notes are complete, the interview pairs get back
together and the interviewer shares what they learned
from the interviewee. The interviewee confirms that they
were fully understood, or corrects any misunderstanding.

EXTENSION Encourage students to conduct real potential
customer interviews on Skype or phone.

For Classroom Use
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• It’s important to keep your questions neutral
and avoid leading your respondents (the people
answering your questions) towards the answers
you hope to get.
• The respondents need to feel comfortable and
that it is OK to say whatever they think, so
interviewers need to be friendly and accepting
even when they disagree with the thoughts being
expressed.
• The answers must be accurately recorded,
without any interpretation from the interviewer.

IT GATHERS, COMPARES and learns
from multiple perspectives on the same
topic.
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An interview is a structured conversation used to
find out information from other people. Whether
you are interviewing a single person or a focus
group of several people, there are some basic
principles to a valid and successful interview:

Some of the largest barriers to effective
research are the assumptions that we
bring to our work. A customer discovery
approach guards against this because:

• While
this isquis.
a process
useddiam,
frequently
justo
consectetur
Nunc sapien
tinciduntin
are
used ineumany
idbusiness,
quam ut, interviewing
auctor euismodskills
purus.
Maecenas
contexts,
including
academic
research,
viverra justo, at fringilla ex. Nam non quam sit social
work,
and
journalism.
Asatsuch,
cantincidunt
be built into
amet
orci
tempor
iaculis in
dui. it
Duis
a varietyarcu,
of curriculum
subjects.
interdum
et mattis tortor
consequat in. Cras

• Before starting an interviewing activity, discuss
the difference between neutral and leading
questions. An example to start off: “What would
you like to do on your birthday?” vs “Wouldn’t
you like to go bowling for your birthday?”
Brainstorm more examples with the class to

ensure understanding.
• Rating scales and open-ended questions are
other ways to encourage valid, full responses.
Yes-no answers (e.g. “Do you have any problems
completing your homework?”) are OK to start a
topic, but then follow up with something that
35

UNIT 3

RESEARCH & DEVELOPMENT 3.2 customer surveys

What is a Customer Survey?

[

to get information or feedback from many people at once.

Activity 3.2

CLASSROOM SURVEY

In this activity, students work in groups to design
a short survey of their classmates and administer it
online.

Surveys often use rating scales to get
respondents to evaluate a product or
express how satisfactory or important
something is to them. This allows the
researchers to add up the responses to get
a sense of how most people feel about the
question. Surveys may allow respondents
to answer anonymously so that they
feel more comfortable sharing personal
information or opinions without fear of
being identified.
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Tips

E

For Classroom Use

If students will be surveying each
other, it’s best to do this in groups
so that they don’t have too many
different surveys to complete (as
respondents).
• Encourage students to include

multiple choice or rating scale
questions, so they can tabulate
numerical responses to support
math and data management skills.
• Encourage students to test their
questions within their group
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A customer survey is a way

CRASH COURSE ON CUSTOMER SURVEYS
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HELPFUL
TECH TOOL

There are reliable free programs that allow users to create and conduct a
simple online survey. The sites typically include a short guide to writing
effective survey questions and other tips.
It’s strongly recommended that teachers explore these sites (Google Sheets,
Survey Monkey etc.) and conduct a survey themselves before having students
tackle a project. You could, for example, do a “customer satisfaction” survey
with your class after a field trip, asking students to rate how much they
learned, how interesting the trip was, and what they’d change.
Then you’ll be ready to guide your students as they create and conduct a
short survey.

before “going live” with their
survey, checking: Is the question
easy to understand? Are we asking
just one thing at a time? Are you
able to answer the question with
the options given in the survey?

1
2

Introduce students to online surveys and break
into groups.

Either assign survey topics or have each group
develop their own topics. Groups should clear
their topic with the teacher before designing the
survey.

3
4

Students work in groups to create and trial-run
their survey questions.

Students set up their online surveys using a
variety of features such as multiple choice
questions, rating scales and comment boxes.

5

All students complete all the surveys over the
next week; for a bigger classes with multiple
groups decide on a reasonable number of surveys
for students to respond to (3-4?) and ensure even
distribution.

6

After everyone has completed their surveys,
students tabulate their results and present them.
This is a great opportunity to have them create
graphs or charts illustrating their results.

Sample survey topics

]

To explore market research, students can
pick a product marketed to their age group
and survey classmates as to how they view
that product (including as compared to its
competitors).
As part of a healthy living unit, students
can find out about the sleep habits of their
classmates (how much sleep they get
per night, how often they have trouble
sleeping, how often they feel tired in the
morning, when they typically go to bed on
weeknights and weekends, etc.) or their
fitness levels (time spent being active per
week, activities participated in, favourite
fitness activities, disliked activities and
barriers to being more active).
For geography or to explore diversity in the
classroom, students can survey each other
on where they or their ancestors came from
and how long ago (making sure there are
suitable options for Indigenous students)
and create a world map illustrating the
results.
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