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1. INTRODUCTION  

Industrial Design (ID) education in Kindergarten through 12
th
 grade (K-12) is still an underrepresented 

area for the discipline. As we reflect on the critical need of the discipline for the future, Industrial Design is 
a key component in developing creative and critical thinking skills in K-12 students. New models for 
education should be developed to educate K-12 students about ID so that the right skill sets may be 
nurtured. In 2010, IDSA-Atlanta initiated a program, aided by the School of Industrial Design at Georgia 
Tech, aimed to promote industrial design among high school students as well as support the efforts of the 
Atlanta School System by introducing younger students to the design practice. The Outreach program 
began by working with one high school class, one teacher and 9 IDSA professionals. Since that time, the 
program has grown to the participation of two Atlanta high schools, multiple classes, over 15 design 
professionals, and over 30 college-level (academic) students. The Outreach program is a three-week 
charrette event where teams of high school students, led by a professional and coached by academic 
students, are tasked with developing a formal product solution to a proposed design problem. 
 
This paper is a follow-up to a previous submission (Rebola and Shankwiler 2011) and outlines a 
repeatable Outreach program model for implementation and adoption by other schools and/or other IDSA 
chapters with the goal of educating future industrial designers. This paper outlines the theoretical 
approach and the program structure as it evolved. The authors discuss growth, refinement of the program 
model and keys to organizing and executing the program.  
 

2. PROGRAM FRAMEWORK 

There exist various primary school ID outreach programs (Linder 2008, Heidt 2012, Hooper 2012), 
including IDSA’s own Design Learning Challenge, championed by Doris Wells-Papanek (Wells-Papanek 
2012). This paper presents an outreach structure of a design community partnership with an academic 
institution. In the fall of 2010, the Atlanta Chapter of IDSA and Georgia Tech engaged with a local high 
school within the Atlanta Public School System, located approximately 2 miles from the Georgia Tech 
campus in Midtown, Atlanta. The two-week program was conducted during the middle of fall semester 
and was run as part of the high school’s curriculum. 
 
Eight teams were formed, comprised each of 3 high school students, 2 academic students (college) and 1 
IDSA professional. The program ran for two weeks and culminated in two exhibitions of student work. As 
reported in the first paper, the large majority of participants felt the program a success and recommended 
the program continue forward. Several areas for improvement were also identified.  
 
Based on the experience of three years of facilitating this program, this paper outlines a general 
framework and guidelines for enacting a similar high school outreach program across the United States. 
The framework is presented in 10 major categories, in suggested chronological order of execution: 
 
1. Sponsorship 
2. Program theme 
3. Identify and recruit participants 
4. Scheduling, timeline and project scoping 
5. Exhibition planning 
6. Pre-Program Training and Planning with Volunteers  
7. Intellectual collateral and project materials 
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8. Executing the outreach program 
9. Parent involvement 
10. Assessment 
 
2.1. SPONSORSHIP (6 MONTHS OUT) 
The first step in organizing an outreach program is to secure sponsorship. Sponsorship is used to bring 
funding to support the Outreach program. Funding is used for several areas of the program: 1- materials 
for the teams to prototype and fabricate, 2- materials and supplies for organizing the event, 3- catering 
events, 4- printing and mailing collateral materials. We have found a budget of $50-$100 USD per team to 
be sufficient, depending on the project scope. Additionally, sponsors may provide a unique venue for 
presentation of projects at conclusion of the program. Over the past two years, our program has had the 
generous sponsorship of Coca-Cola (2011) and The Home Depot (2012). In addition to funding, Coca-
Cola provided materials for modeling and beverages for events. The Home Depot provided not only 
funding for the program but also opportunities for product exhibition. As such, engagement in an outreach 
program also affords the sponsors opportunities for exposure and positive public relations. Venues for 
publication, press and/or promotion should be discussed with the sponsor at this point. 
 
Proper funding support is critical to success of the program. Even though there are different ways to 
allocate funding for the program, we have found that running a program with $2000 is achievable.  
 
2.2. PROGRAM THEME (6 MONTHS OUT) 
A theme needs to be set for a successful Outreach program. Sponsors can help set the theme for the 
outreach program (reinforcing the need to identify a sponsor first). We have found the sponsors eager to 
engage along their own corporate goals in support of the outreach program. Coca-Cola helped set a 
theme of “reduce, reuse, recycle,” where the outreach teams were tasked with designing new products 
made from reused, recycled or remanufactured packaging material. The Home Depot scoped a theme 
around promotion of DIY and low-energy lighting, sourcing LED and CFL bulbs from their stores. Teams 
were given a store gift card ($50) and asked to construct the prototype with materials only found at the 
store. In addition, they were asked to create a manual for the general public to replicate at their homes. 
 
2.3. IDENTIFY AND RECRUIT PARTICIPANTS (5-6 MONTHS OUT) 
Identification and recruitment 
The Outreach Program should be designed with the participation of industrial design professionals, 
academic (college-level) industrial design students and high school students (see Figure 1). The goal is to 
bring together industrial designers from different levels—experienced designers, young designers and 
future designers—so they can learn from each other throughout the program.  
 

 

Figure 1. Outreach program model. 

The first task in terms of participants is to recruit design professionals from the local area where the 
Outreach Program will be performed. It is beneficial to work with organizations such as IDSA chapters 
since they maintain a membership database. The program should be structured such that design 
professionals function as project leads. Understanding the demanding schedule from professionals, they 
lead the scope of the project, supervise the project development and give direction in critical parts of the 
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project. The interaction with the other participants is limited (couple of times) and set up in advance so it 
can fit in their schedules. A call for professionals can be distributed through the membership database 
and mailing list for volunteers. The call should briefly describe the program theme and goals, role 
responsibilities of volunteers and include important dates. 
 
The second task in terms of participants should be to identify partner academic industrial design 
institutions to participate in the program. It is recommended to work with faculty to set up a course where 
students are awarded credit hours for participation in the Outreach program, to maintain an expected 
level of commitment of volunteer students. Enrolled academic students are recommended to be a junior 
or senior level. This is a requirement since the role of academic students is to transfer skills to high school 
students while following the directives from design professionals. For example, industrial design college 
students both undergraduate and graduate level were recruited from the School of Industrial Design at 
the Georgia Institute of Technology for the Outreach Program in the Atlanta area. Industrial design 
academic students are required to interact with high school on a day-to-day basis during design 
development, supplementing the professionals. By supplementing the design professionals, academic 
students are able to develop a rapport with the professionals and network for future job opportunities. 
 
Lastly, it is recommended to select high schools that are located within 15 minutes drive of the partnering 
college. This is important for the ability of academic students to meet with high school students in a daily 
basis, as transportation issues may need to be addressed. Note the majority of academic student may not 
have access to personal transportation. As such, it is also equally important to identify easy access for 
public transportation between sites.  
 
The identified high schools should have courses committed to educate students about design or related 
field of design (i.e. engineering). Not only can the program give a valid service to the high school but it 
can also be successfully embedded in the school curriculum. Even though it is a rich opportunity to be 
exposed to the Industrial Design discipline and to have a preview access to college education/resources 
and professional, some high school students can easily be distracted from the rigor of the program. As 
such, embedding the program in the high school curriculum will guarantee the successful participation of 
high school students. Our experience has shown high school instructors are eager to incorporate this 
program structure into their curriculum. Recruitment of high school students is at the discretion of their 
instructors, but it is recommended they be from the sophomore to senior levels. Additionally, involvement 
of two high schools encourages an atmosphere of friendly competition and an opportunity for each school 
to learn from the other 
 

Team Composition 

Program participants should be equally divided among teams. Each team should be comprised of one 
professional, two academic students (one graduate student and/or one undergraduate student) and three 
high school students (see Figure 2). As such, a total of 6 people should form a team. The purpose of this 
number is to have half of the team members knowledgeable with the design discipline, and the other half 
to be taught about the discipline. Meaning, a ratio of one design related member for one non-design 
related member. In addition, two academic students are a recommended number as college students 
have busy and different schedules. This guarantees that at least one academic student can meet with the 
high school students at any given class time. Three high school students per team is a successful number 
as they will need to support each other in the project development. Having only one or two students might 
be an overwhelming task. Within this framework, it should be expected to have around 96 participants 
total for the program (excluding the program organizers and class instructors). 
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Figure 2. Team composition per high school 

2.4. SCHEDULING, TIMELINE AND PROJECT SCOPING (5 MONTHS OUT) 
This paper details a program conducted over a 2 ½ to 3-week duration. This affords ample time for the 
design teams to fully engage in the design process and investigate the project, with influence, but minimal 
impact on high school class curriculum. This duration also acknowledges and is respectful of professional 
volunteers’ schedules and limited time commitment. We have found success in scheduling the program to 
run from late September through early October. This allows time for the high school teachers to prime 
their students for the program in the fall semester and completes the program before competing time 
commitments due to holiday schedules arise. Running the program within this time frame is also 
beneficial for college students who are enthusiastic to return to school after summer. 
 
Detailed project scoping should emerge from several areas: 1) Theme set with program sponsors, 2) 
desired output as developed with program sponsors, 3) exposure to the industrial design process of 
ideation, prototyping, refinement and fabrication, and 4) consideration of high school course learning 
goals. Several iterations of project scope to be reviewed by the program sponsors and high school 
instructors may be needed to sufficiently craft a successful program. 
 
As with any design project, expectations, deliverables and milestones (to be respected by all parties) 
should be clearly articulated. These are divided between project expectations and participant 
expectations: 
  

Project. Deliverables and goals expected of each team should be clearly identified. Deliverables 
should include a tangible prototype of an idea that emerged through a design process. Additional 
outcomes may include poster designs explaining the product design and/or brochure. The 
general program scope should be descriptive but general enough to allow for individualization of 
each team. More specific project focus will be further detailed by the volunteer teams 
(professional team leaders and academic students) during the pre-program planning and training 
sessions. This is necessary in order to enable the design teams to start producing work from day 
one of the charrette event. 
Participants. Each program participant has different levels of expectations throughout the 
program.  
1. The professionals are expected to attend pre-program planning meetings, set expectations 

with their academic teammates, facilitate the kickoff meeting for their teams, conduct a mid-
project review and attend the program wrap-up presentations.  

2. The academic students are there to facilitate day-to-day activities with the high school 
students. The academic students should participate in pre-program planning with their team 
leaders, attend the kickoff session, be present at each high school class meeting (at least 
one student per class session), and attend the post-program presentations. 

3. The high school students are largely directly by their class instructor, except when working 
directly with the academic students and design professionals. As such, they are expected to 
attend class regularly. It is important they attend the program kickoff session as they will first 
meet their project groups and conduct preliminary brainstorming on the project direction. 



IDSA 2013 EDUCATION SYMPOSIUM 
August 21, 2013 - Chicago 

 

Additionally, the students should attend post-program presentations and exhibitions. 
Communication with parents of the high school students is critical, as they often handle 
scheduling and transportation. This should be facilitated primarily through the high school 
instructor. 

 
The example Outreach program has been structured with three major milestones: Kickoff meeting, mid-
project review and final project presentations including exhibition. These are discussed further in the 
“Executing the Outreach Program” section. 
 

2.5. EXHIBITION PLANNING (3-4 MONTHS OUT) 
In addition to the final product/prototype delivery, participants should be required to prepare their 
deliverables for presenting their products at a special exhibition. The special exhibition should be set up 
at local galleries, museums, organizations or retail stores. For example, Outreach Program Exhibitions 
have taken place at the Museum of Design Atlanta and the Design Within Reach Store in the Atlanta 
area. The goal of the exhibition is intended to promote the value of their work within a public audience.  

 
The public exhibition is also an opportunity to invite additional industrial design professionals to evaluate 
the work produced during the program. High school students are eager to hear constructive feedback on 
their projects. Not only the public exhibition feedback but also the professionals can fulfil this need. 

 
As part of the evaluation, professionals should be invited to function as jurors of the exhibition. They can 
be given a “jury scoring sheet” to assess different areas of the projects. Evaluations can include how well 
the outcome met the program criteria, the creativity of the outcome, the fidelity level of the prototype, etc. 
The final scores can reveal a “winning” project. This is an opportunity to award the projects participants 
and possibly reward the high school students. As mentioned, DWR donated products for the winning 
project. Having this reward creates a friendly competition and rigor for the program. 
 

 

Figure 3. Exhibition and jury scoring sheet example. 

2.6. PRE-PROGRAM TRAINING AND PLANNING WITH VOLUNTEERS (3 MONTHS OUT) 
Beginning three months prior to the kickoff of the outreach program, organizers should hold a series of 
planning and coordination meetings with the program volunteers. Two meetings are suggested. The first 
meeting should take place after professional volunteers have been recruited and have committed to the 
program. The purpose of the first planning meeting is to introduce the professional volunteers to the 
organization team and familiarize them with the theme of the program, the overall schedule, and the 
participating high schools and instructors. During this meeting, the professionals should also begin to 
identify design opportunities within the theme established. Like a good design brief, the more 
investigation direction and constraints that can be scoped prior to the outreach kickoff, the greater the 
likelihood the high school student teams will be able to begin the design process, rather than spending 
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time “figuring out what to do.” Given the program only lasts three weeks, smart constraint of the design 
scope is important. 
 
A second meeting should take place that brings the academic (college) students into the mix. At this 
meeting, the volunteer teams should be set (1 professional with 2 academic students), so the teams can 
begin strategizing, the professionals can set expectations and roles with the academic students, and in 
the case of multiple high schools participating, assign specific teams to work with each school. The 
program schedule should be reviewed with the volunteer teams. At this time, the class schedule of each 
high school must be known, so appropriate commitments by the academic students can be made. The 
goal of this second meeting is for each volunteer team to be fully ready for the program kickoff. 
 
2.7. INTELLECTUAL COLLATERAL / PROJECT MATERIALS (1 MONTH OUT)  
It is highly important to develop printed materials to guarantee the success of the program. These printed 
materials include but it is not limited to develop the following: 1- a program identity, 2- advertisement 
materials, and 3- handbook. A program identity will create a professional credibility of the program 
especially from the public sector and including parents. It will also create a unanimous and identifiable 
effort for the program.  This identity will facilitate the creation of promotional materials including postcards 
and posters. Postcards both digital and physical can be easily distributed among organizations and 
institutions for a further outreach. The postcards and posters should have clear information about what is 
the program and key dates especially involving public exhibition locations and times. 

 

        

Figure 4. Advertisement materials: Program postcard. 

Having a handbook will allow participants to refer to important information about the program including 
due dates, task, participants etc. It is crucial to proof this documentation, as it will become the “Manual” 
for the program. This handbook is not only used by the participants but also followed by the parents to 
understand their children activities and access contact information if needed.  
 
Through the handbook, participants are informed about the design discipline, the design process, the 
details and expectations of the program. Components for the handbook should include the following: 

 Title page with identity 

 Information about the program  

 Acknowledgments of sponsors 

 Information about the institutions involved (colleges, high schools, organizations) with maps 

 Organizers information, including titles, contact information, etc. 

 General design parameters and expected outcomes 

 Team formation information and contact information for each 

 Program schedule by week including daily activities, due dates, locations, and participants 

 Program launch (kick-off) information 

 Professionals information including pictures and short bio 

 Blank pages for notes. 
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Figure 5. Program handbook sample pages 

 
Blank pages in the handbook are very important. Participants will use these pages to take notes, track 
progress. Documentation of the project and work-in-progress is strongly encouraged. These pages will 
serve as a canvas and journal for students to document their projects. 
 
2.8. Executing the Outreach Program 
This section briefly discusses general oversight of the program in progress, details the three major 
milestones: Kickoff session, mid-project review, and post-program presentations, and discusses support 
capabilities. 
 
Program oversight 

The role of the program organizers during the outreach program is to ensure smooth running of the 
charrette. They should be available troubleshoot any issues that may arise, provide clarification of 
program goals and deliverables, support the professional volunteers as needed, and be good stewards of 
IDSA’s code of ethics. They should be present at all outreach program-related events, and be willing to 
attend any high school class session as needed. The organizers should make available their contact 
information to the teams and parents, as well as set limits as to when and how they may be contacted 
(i.e., no phone calls after 9:00pm). 
 
Kickoff session 
The outreach program kicks off with a general introduction session, lasting approximately 2 ½ hours. This 
session is held in the evening and all participants (organizers, professional, academic, high school) are 
required to attend. It is critical that the scheduling of the kickoff session is communicated to the high 
school students and their parents as early as possible so as to mitigate scheduling conflicts. The first 30 
minutes of the session is an introduction dedicated to welcome, overview of the program to come, 
introduction of sponsors and volunteers, and review of the program schedule. The program organizers 
conduct the introduction session. Then, the attendees break out into their project groups for 
brainstorming, problem identification, and initial project ideation for approximately two hours. We have 
attempted to conduct the entire kickoff session in only two hours, but have consistently found the teams 
wanting more time. At the end of the kickoff session, the teams should have created a clear set of design 
goals, program direction, and basic schedule to allow the team to move forward and from which the 
academic students can facilitate. 
 
The authors have conducted the kickoff meetings at venues located both at the participating high 
school(s) and at Georgia Tech. We have found the university venue ideal for this session, as greater 
breakout space is available, and the organizers have better control over reservation and coordination of 
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facilities. Additionally, exposing the high school students to the university studio space serves to reinforce 
the learning goals of the program. This also provides an opportunity to introduce parents to the studio 
education model and research facilities associated with the School of Industrial Design (more details in 
the “Parent Involvement” section, below). 
 
Kickoff sessions will require materials for facilitation. These include (but are not limited to): writing and 
drawing instruments, paper (large format and 8.5 x 11), post-it notes, etc. Additionally,  
 
Mid project review 
A review session is scheduled midway through the program, with the exact date at the program 
organizers’ discretion. This session is held during class time of the high school students. Professionals 
(team leaders) are required to attend and use this opportunity to check in on design progress, re-set team 
expectations and offer constructive feedback. Under guidance of the team leader, the project teams 
should refine the design goals and schedule in order to meet the program deliverables. This is the only 
session where professionals are required to commit time during regular business hours. 
 
Final project presentations 
At the conclusion of the three-week charrette, the high school teams are expected to give a brief 
presentation discussing their projects. This provides and opportunity for high school students to 
showcase their work beyond the classroom and gain confidence speaking to professionals and large 
audiences in a non-classroom format. Our experience has shown that students are eager to do this and 
are actually comfortable in such settings. 
 
Program support 
There may be capabilities in fabrication and design required beyond what the high school can support, or 
where universities and/or design firms can contribute. These may include: digital fabrication for 
prototyping, design shop for building prototypes, or site visits to conduct research. The program 
organizers, working with the professionals, should identify where these additional capabilities may reside 
and if/how they are accessed.  
 
Additional event support items such as food for participants, directional signage and other supplies should 
also be planned for. 
 
2.9. Parent Involvement 
Involvement of the parents of the high school students is key not only to the success of the outreach 
program, but it also plays an important role in the long-term goals of the program. The outreach program 
presents an opportunity to educate not only high school students but also parents about the discipline of 
industrial design. Parents will be more likely to support their children’s decision to pursue an education in 
design, or even encourage them to do so.  
 
After receiving feedback from parents from the first year outreach program, the organizers developed 
content specifically for parents that were installed in the second and third years of the program. During 
the kickoff session, while the student teams broke out and began brainstorming, a 30-minute presentation 
was given specifically to the parents about the industrial design profession, education and the realm of 
design in general. This presentation is followed by a question-and-answer session and then a tour of 
university facilities, including studio spaces, research and design labs, model shop and academic student 
work. 
 
Parents are also very willing to contribute to the outreach program. This contribution has come in the form 
of event setup, food for events, and encouragement of their students. It is important that the integration of 
parent-centric content be developed alongside the major student-focused initiatives in order to maximize 
the benefits of an outreach program. 
 
2.10. ASSESSMENT 
It is recommended that a survey questionnaire be conducted to assess the overall performance of the 
program. The goal is to have data to assist in the refinement of future Outreach programs in the local 
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area. The survey questionnaire should be delivered at the end of the program. The survey questionnaire 
should be delivered to program participants including the professionals, the academic students and the 
high school students where organizers should be excluded. This survey can be built with free online 
survey engines such as SurveyMonkey (http://www.surveymonkey.com) or Google Docs Surveys and 
delivered through email addresses from participants. 
 
The survey questionnaire should be kept simple and short (10 questions) so is to be completed in a short 
period of time (maximum 10 minutes). Questions should be geared in understanding the efficacy of varied 
aspects for the program, including: 
 

 What are your overall thoughts on the Outreach program?  

 Would you do this program again? 

 Do you think 2 1/2 weeks was an appropriate length of time? 

 Do you think the team size was appropriate? 

 Do you think the program was well structured in terms of milestones? 

 Can you rate your experience with the program? (Program organization, space settings, materials 
and resources, etc.) 

3. CONCLUSION 

This paper presented a framework for developing a high school outreach program intended to expose 
high school students to the discipline of industrial design. This paper is a follow-up to a submission in 
2011 discussing the successes and improvements identified from the first year of the program’s 
implementation. The program has seen success in generating interest as more high schools are reaching 
out the organizers to bring the program into their classrooms and more professionals (in multiple 
disciplines) are seeking to engage with involvement and sponsorships. Additionally, showcasing the 
students’ work at local museums, showrooms and company galleries has sparked further interest in the 
program and the ID discipline in general. As such, the authors discussed lessons learned towards 
detailing guidelines for a successful implementation of an Outreach program.  
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