
The Design Thinking Guide 

Autodesk® Digital STEAM Workshop

Design Thinking is a creative process for discovering opportunities and finding new ideas. It’s 
about creative problem-solving, observation, and asking lots of questions in search of those new 
opportunities. It’s about not fixating on the most obvious solution and asking important questions. 
By working through the Design Thinking Process, you can learn to suspend your judgment and look 
at things in a new way. Just 
because something has 
always been a certain way 
does not mean you can’t 
question it;  remember, not 
all chairs have to have four 
legs. Think of all the new and 
imaginative designs you see 
every day!

The Design Thinking 
Process is used to align the 
Autodesk® Digital STEAM 
Workshop projects with the 
creative process. The Design 
Thinking Process helps 
students understand that 
the creative process is 

similar for all design challenges and can be applied to many 
different types of projects. 

The Autodesk Digital STEAM Workshop uses the seven-step 
process, which we believe will help teachers achieve the best 

results for their classes. 



•	 Understand: Watch and Listen.  First, students learn about the project by understanding what 
the challenge is from reviewing the project design brief and hearing the designer’s own words. 

o	 Have the students read the project 
design brief and discuss how the 
designer solved the problem. Ask 
your students how they might come 
up with a solution and begin the 
brainstorming process. 

•	 Explore: Curiosity and Possibilities.  
Following the designer’s lead, have your 
students start exploring ideas and looking 
at other ways in which people have tackled 
similar issues.

o	Have the students research and make notes, looking at different possibilities. Ask them to 
come up with as many ideas as possible, as quickly as they can, and then share their ideas 
with the class; sketching, writing, whatever it takes. Try to keep them from fixating on the 
most obvious solutions. Use a wall or blackboard to post notes of all the ideas on—and 

remember, no idea is a bad one! 

•	 Define: Clarify and Synthesize. Now it’s time for 
students to take what they came up with from the 
brainstorming session and define their concepts, 
using their research and reference material.

o	 Have students choose what they believe are 
their best solutions and break down what it 
will take to transform those concepts that 
exists in their imagination into reality.



	y Ideate: Creativity!  Sketching and hands-on activity 
such as creating paper models and mood boards are 
crucial in the Ideate phase. 

o	Keep students inspired; no drawing is a bad 
drawing. You can start to explore shapes 
and process in the software at this stage. 
Remember, design is an iterative process. 
The ability to communicate a concept is a 
vital aspect of this design cycle, and students 
should explore materials. 

•	 Prototype: Test!  In the Prototype phase, students can continue to explore hands-on prototypes as they 
work on their project design using the software.

o	 A good starting tip is to have students make notes on their sketches, referring to software 
techniques that they might use to create their design. This helps them to begin thinking in 
a different way about translating their ideas. They can use the Digital Study Packet videos 
to reference techniques. Working in the software, students can also use the technical 
learning videos and explore the datasets from the example projects as they learn the skills 
to transform their concepts into reality.

•	 Refine: Almost There.  Help the 
students find the resources they 
need in the software to make 
those final refinements to 
their design that will bring 
their ideas to life. 

o	 This stage will vary 
depending on how large 
the project is. Students 
should take this 
opportunity to explore 
alternative ways to resolve 
design issues, delving deeper into 
the software for techniques they might 
not have used before.



•	 Solution.  Have the students use the software tools to visualize, animate, and present their projects the same 
way that real world professionals do every day! 

o	 Remember, design is an iterative process; no one says you can’t rework your design, even after you have 
turned your project in for a grade. Who knows, maybe you can patent your design!


