
TOOL #5
REFRAME



Reframe

This activity will help you frame a 
design challenge through the process 
of analyzing and summarizing insights 
from the empathize phase. 

Download

Suggested Time: 60-120  minutes 

Level of Difficulty: Hard

Appears as a Pop-Up in the platform  

Note: for the Pilot #2, the tools will be shared in PDF or editable documents 

Reframing requires 3 key steps that you 
should follow as described: 
1. Summary Canvas
2. Analysis Canvas
3. Problem Framing Canvas 



This is a canvas that summarizes all the information you have gathered to 
learn more about the people for whom you will be looking solutions for. 

Summary Canvas 

v

Poster title: 

4. From what you saw and heard, write 3 to 5 

things that you think are important to change.

2. List up to 8 key points that you noticed about 

the problem you were learning more about. 

5. Here, you can add pictures or drawings to describe what you found interesting while you 

were learning more about the problem and the people you will be creating a solution for. 

3. Write below (in big letters) something that 

you found very interesting or surprising while 

doing your research.

1. Describe briefly what you did to learn 

more about the problem or the challenge. 

“

”
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Write below the observations you have made of the field work. Then take the 
time to understand how it took place and finally, uncover why it happened. 

Analysis Canvas

Project topic: 

3. WHY
Start the process of interpretation.

1. WHAT
What is the observation made? Make 
sure you have an evidence.

2. HOW
Move to understanding the 
observations you listed. 

4. SPOT PROBLEMS,
WANTS AND NEEDS
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Start with concrete observations and write 

down objective details. Don’t make any 

assumptions just yet. 

How is the person doing what they’re doing?

Does it require effort? Do they appear rushed?

Is the activity a negative or positive experience?

Why is the person doing what they’re doing? 

Make informed guesses regarding their 

motivations and emotions about the situation. 

This reveals the needs that motivate the action. 

Tip: use phrases packed with adjectives.

* A need is a requirement that 

adds value to a product or an 

environment for a person.

List below all the problems, wants 

(wishes or desires) and needs* you 

discovered while analyzing the findings.



Here you will reframe your design challenge based on what you discovered 
in the previous steps of summarizing and analyzing your results. 

Problem framing canvas

Now ask yourself the following questions 
when looking for the right framing of your 
design challenge question. Is it …  

Based on the Analysis Canvas, which 
problem, opportunity, want or need would 
you like to focus on? 

Rephrase it as a clear and short question that 
begins with "how" or "what" so it can help you 
generate solutions. 

Use this space to write and rewrite design challenge questions until it feels right.

Once you’re satisfied with your design challenge, write it here: 

 3/3

Achievable? Responsible?

Actionable? Necessary?

Tip: a quick test we often do on a design challenge is to see if we can come up with three to five possible solutions in a few minutes. If so, you're probably on the right track.



This is the facilitator's guide to conduct a reframing activity to define a clear design challenge 
that is in line with what’s been observed on the field and during the empathize phase. 

Activity: Reframing the design challenge

To facilitate this activity, you can follow 

the steps described below.

Before beginning this activity, make sure 

that pupils had the opportunity to 

investigate or do field work. 

Step 1: Summarize

After a field work or a research phase, 

ask the pupils to select highlights or key 

points they uncovered to fill the the 

Summary Canvas. 

Step 2: Analyse and extract insights 

The pupils should analyse what they 

were confronted with to extract insights 

and uncover needs and problems they 

wish to look solutions for. 

Step 3: Reframe 

In this last step, pupils should select 

what they want to focus on. And choose 

a perimeter on which they can act to 

clearly define their design challenge. 

Practical information 

Reframing a design challenge is an essential 

part of the design thinking process because 

it sets the right direction for the rest of the 

process. 

You’ll be able to learn from the field 

(Empathize phase) and then focus your 

challenge on a specific need or set of needs 

that you can make a difference on. 

Reframing requires 3 key steps outlined 

below, which you should complete with 

your pupils: 

1. Summary Canvas 

2. Analysis Canvas

3. Problem Framing Canvas 

Step 1 and 2 are done after the empathize 

phase. 

Benefits of this activity: Points to consider

Skills your pupils will acquire: 

Synthesizing

Analysing

Problem framing

Suggested Time: 60-120 minutes 

Level of Difficulty: Hard

1. Summary Canvas

After the students were 

confronted to the field or they 

interviewed or observed the 

people they will be designing a 

solution for. It’s important that 

they summarise key points that 

they learned as insights on this 

canvas. That way they can share 

the result in a more digestible way 

for other pupils to discover. 

2. Analysis Canvas

It’s advisable that all pupils 

discover what the other pupils 

have done before beginning this 

activity. 

3. Problem Framing Canvas 

Let pupils choose the areas they 

want to focus on. But take the time 

to check whether the challenge 

they have chosen is :

Achievable, in terms of what can 

be done.

Responsible: socially and 

environmentally

Actionable, calls for action? 

Necessary: does a solution already 

exist to meet it? or does it meet a 

real expressed need? 

How to facilitate this activity? 

All activities described here can be 
done in groups or individually.

The 3 templates: 

Summary Canvas

Analysis Canvas

Problem framing canvas

Materials needed

Marker


