
During Phase 2 of the Metacurriculum 
development, we are using a design 
research method in classrooms called 
contextmapping. It is “a procedure for 
conducting contextual research with 
users, where tacit knowledge is gained 
about the context of use of products”  
(Sleeswijk Visser, et al., 2005).

The ThinkPlus Research Journey Map

Contextmapping 
Study

We are currently using participatory design to develop the Metacurriculum. This means that young learners and educators are partners in the design research process. 
Their active involvement aims to ensure that the outcome will meet their needs and be usable.

 
Phase 2 and 3 are guided by the principles of our Immersive Design Research model.

To give young learners the confidence to know they can think through anything.
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•	 Use a number of exercises 
to deepen the insights about 
the topic.

•	 � Map context to best 
understand the experience 
surrounding usage.

•	 Generate rich experience 
information.

•	 Evoke tacit and latent 
knowledge, dreams and 
feelings to build creative 
understanding.

D R E YL

•	 Use communication 
techniques to 
convey pieces of 
experiences, e.g. 
semi complete 
action posters.

•	 �Use prototypes to  
illustrate learnings.

Communication 
serves to improve 
idea generation, 
concept development 
and further product 
development. It can be 
worthwhile to reuse 
the same experts by 
letting them evaluate 
the designs.
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•	 Determine what 
we want to learn.

•	 Capture our 
preconceptions.

•	 Conduct 
preliminary 
research.
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Preparing Sensitising Workshop: making, saying,  
and discussing

Analysing Communicating:  
visual and 

verbal tools

Outcomes 
and outputs

Small playful exercises 
assist young learners 
and educators to 
observe and reflect on 
their experience and 
gradually build up  
their awareness.

D R E YL

•	 Immerse yourself  
in the data.

•	 Clarify  interpretations.
•	 Give it some time.
•	 Do it together 

(triangulate).
•	 Be surprised.
•	 Find patterns.
 
Analyse quantitatively – 
find patterns of similarities 
and differences (counting 
how often a certain issue is 
addressed).

Interpret and categorise.
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See more on page 27
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See more on page 36
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See more on page 38

ThinkPlus is a metacurriculum for growing Learnable Intelligence for implementation in years Prep to 12. ThinkPlus fosters the development of growth 
mindsets and good thinking dispositions, and provides learners with the practical tools for collaboration, problem solving and creativity. 

The key to the ThinkPlus metacurriculum is the idea that intelligence can be grown with effort.
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