
K8 CHILDREN’S SYMPOSIUM PROGRAM  

The challenge of the K8 Symposium is to imagine and build the best 2060 Brisbane city ever… 

Over two days, student teams will raise the existing city idea to ground zero, imagine all the great things cities 

could be, think about the challenges, form councils to make the rules, then begin building the dream… 

The Symposium culminates in a presentation of a model of the re-imagined new world city of Brisbane 2060 to 

current civic and design leaders and decision makers. 

PROGRAM  

DAY ONE PROGRAM ACTIVITIES Design thinking*: Inquire, Ideate, Implement, 
Evaluate 

8.30 – 
10.30 

Orientation  
Vision 
Council 1 
 

Introduction and set-up 
Speed dating for teams. 
Appointment of Mayor 
City Visions session. 
What makes a great city?  
“What-if” scenarios. 
Sharing the real-estate. 
Drawing up the blueprint. 
Meeting the designers. 
5 student councils 
convene to make the rules 
for: greening; transport; 
density; food and water; 
energy… 
Mayor proclaims the 2060 
targets. 

INQUIRE 
What is a good city? Learning that poses open 
questions and invites the creative collaboration of 
students.   
City of Ideas.  
Design Minds and K8 envisages learners who are not 
merely consumers of content. In this program, 
students are encouraged to re-think received ideas, 
imagine alternative futures and collaborate in a 
process where good communication and ideas are 
the only currency.  
Kids Council: In this project, all students are leaders. 
They need to negotiate contested values, consider 
the ethical implications of decisions and find 
effective compromises without sacrificing their City 
2060 vision.  
EVALUATE 

10.30-11.00am MORNING TEA 

11.00 – 
12.30 

Prototype  
Build 1 
Wild card 1 
Tech City 
lab 

Design challenge: multi-
level speed building 
workshop. 
Teams apply their new 
skills creating the built 
form. 
Re-calculating...Wild cards 
demand answers to new 
questions and new 
challenges. 
Teams apply simple digital 
technology to create an 
interactive city. 

IDEATE  
Good ideas happen when imagination takes flight.    
“What if” scenarios and speculative fictions turn 
learners into characters in their own developing 
story.  
COMMUNICATE. Operating collaboratively allows 
students to work with the strengths of the team. 
Communicating ideas rapidly and effectively is a key 
skill in K8.  It can be achieved through a scribbled set 
of dot points, a diagram, drawing or model.  Each 
team member will have a skill to express, an idea to 
bring to light. 
EVALUATE 

12.30-1.10pm LUNCH 

1.10 – 
3.00 

Build 2 
Wild card 2 

Back to the build; teams 
develop their sites. 
Recalculating again. Wild 
cards send everyone back 
to the drawing board. 
What have we forgotten?? 
Design-led recovery. 

COLLABORATE. Student Teams will visualise and 
prototype creative solutions in each stage of the 
program. Each individual will have a role in decision 
making and an equal vote on big ideas.  Teams must 
recognise individual skills and make the most of 
collective power. Ultimately, all teams are part of a 
bigger city story, and all need to build bridges, (real 
and metaphorical). 
EVALUATE 

  



*Design thinking is not a curriculum framework, nor is it a linear process and it has no pre-scripted content; it 

focuses on the thinking skills that encourage innovation.  Design Minds programs and resources are closely 

aligned with ACARA’s common curriculum elements and cross-curriculum priorities 

 DAY TWO 

8.30 – 
10.30 

Re-vision 
Council 2 
People 
power 
Interactive 
Design 
Build 3 

Roadmap: where we have 
been, where we need to 
get to. 
New mayor accepts 
commission from previous 
mayor. 
5 new councils appointed. 
Councils meet to make 
“people power” rules. 
Time out for caring: 5 big 
ideas for a happier city. 
Resuming the build with a 
refreshed brief. 

Prototype. Design involves rapid prototyping to test 
concepts and materialise abstract ideas. Good design 
taps into “embodied” and “emergent” thinking. A 
considerable proportion of K8 time will be spent 
immersed in materials and construction; improvising 
solutions to build challenges, working collaboratively, 
testing structures, assessing spatial relations, 
constructing, inventing, handling, playing, 
organising… 
INQUIRE 
Empathise. “Human-centred” design asks the 
designer/learner to think about the user experience 
by becoming that user.  If a happy city means happy 
for others as well as for self, then walk the city in a 
stranger’s shoes or see the city through a stranger’s 
eyes. 
EVALUATE 

10.30-11am MORNING TEA 

11.00 – 
12.30 

Build 4 
Wild Card 3 

Speed build session. 
Teams assigned additional 
specialist roles:  
The Fun Commission;  
The Patents Commission; 
The Waste Commission; 
The Bridges Commission; 
The Poetry Commission, 
etc. 
Mayor proclaims the new 
targets 
Final Wild cards announce 
a secret mission for each 
team. 

IDEATE 
Disrupt 
Metaphorical thinking: connecting apparently 
unrelated ideas is a key design thinking tool, eg. a 
bird’s claw inspires the design of column supports; 
houses on stilts inspire a new skyscraper design. 
Inversion and disruption: What if the solution 
creates a new problem? How do we shift gears from 
tech solutions to people thinking? How do we inject 
fun into the hurry and create communities from 
crowds?  
Recalculating: Wild cards are designed to derail one-
dimensional thinking, making teams see problems 
from unforseen perspectives.   
EVALUATE 

12.30-1.10pm LUNCH 

1.10 – 
3.00 

Big Ideas 
Build 5 

Building resumes. 
Teams pitch big ideas to 
the  “Eindhoven” patents 
commission. Big Ideas 
stamps are completed. 
Charge to the finish line –
the city must be 
completed by 3pm. 
Designers and mentors 
provide feedback and help 
celebrate city 2060. 

IMPLEMENT 
Teams constantly communicate and update their 
thinking about the city challenge. Teams submit “big 
ideas” and innovative city concepts to the “City 
Patents” commission. Ideation and problem solving 
is celebrated through reward cards and a growing 
honours board of city patents. 
The program allows learners to materialise and test 
ideas, receive feedback from community 
stakeholders and design mentors in a supportive 
non-competitive environment. The final city design 
will be a great representation of design minds 
working together. 
EVALUATE 

3.00 – 
4.00pm 

Presentation of Brisbane 2060 model to 
civic and planning decision makers. 
Guests and parents view model. 

Awards and official opening of Brisbane 2060 


