
SESSION PLANS:
WEEK 1  

ANTI THEFT BAGS & 
ACCESSORIES FOR 
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PA R T  4  o f  6

M A K E R I G H T  C O U R S E 
M AT E R I A L S 

MAKERIGHT 
DESIGN 

C O U R S E



Materials for learners:
• A3/A2 plastic folders for learners to keep all work completed
• Avery sticky labels (for name badges)
• Ball point pens
• Pencils and erasers
• Marker pens/Coloured sharpies
• A5 sketch books (these can be made by running a stitch down the middle 

of sheets of plain A4 paper (landscape) folded in half
• Post it notes
• Tracing paper/ layout paper/ isomestic paper

Materials for Textiles Studio 
(this list is not comprehensive and you may already 

have most of it):
• Masking tape/sellotape
• Medium weight calico for samples
• Textiles for use in final toiles (we were connected with a curtain 

manufacturer who provided us with large amounts of off-cuts for free, this 
could be a way forward instead of having to purchase new materials)

• Pattern card and pattern hooks
• Spot and cross pattern paper (roll)
• YKK zips of varying lengths
• Plastic clips, buckles and fasteners for use on bags
• Pattern masters
• Set squares 

Printed Materials: 
Please see each day of the Makeright session plan to get an outline of what 
needs to be printed prior to each day.

We have compiled a checklist of materials to prepare prior to 
Makeright starting. Please see below for a comprehensive list: 

Materials: Checklist
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INTRODUCTION 
TO DESIGN

WEEK 1 
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Overview:
Week 1 

MAKERIGHT 
DESIGN 
ACADEMY

This course has been designed to facilitate 
cognitive learning through activity based teaching. 
We suggest that you deliver this teaching week 
over 1 session per day (either AM or PM) to allow 
time for learners to reflect and carry out any in cell/
on wing development work in between sessions.

Project Team:
Prison delivery team
Design volunteer team

Week 1 Aims & Objectives:
• Learners gain knowledge about design 

thinking and the design process. 
• Learners will develop a persona to design for 

identifying key points in their journey where 
they may be a victim of crime.

• Learners will develop verbal and written 
communication skills through group 
presentations and the creation of a draft 
design brief.

• Learners will engage with 2D and 3D making in 
the form of initial ideas and paper prototyping.

Pre session requirements: 
• Facilitation team, learners and design 

volunteers are asked to bring an object/image 
that they feel represents them/their identity.

• You will need a projector and screen to show 
short films

• Ensure all handouts/activity sheets are printed.
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Session Time: 
2 hours 40 mins 
(Inc. 10 min tea break)

SESSION 
PLAN 1 DISCOVER

INTRODUCTION [15mins]: 
Led by facilitation team and includes design volunteers and learners.
Each person introduces themselves to the group using the image/object and explaining 
its significance.

This is followed by workshop boundaries, the project overview, the system model and its 
evaluation process, design license/terms of engagement.

INTRODUCTION PT2 [15mins]: 
Led by facilitation team
Introducing Socially Responsive Design and Innovation at Central Saint Martins [UAL] and 
the importance of the charity client.

WHY MAKERIGHT [10mins]: 
Facilitators to show short films: 
Makeright 2 mins, Stretch videos of Sam and Rachita.

ACTIVITY 1 [15mins]: 
Icebreakers. 
Everyone participates and working in pairs.
(Ideally mixed between staff/volunteer and learner).
Constant gaze portraits: 
  The aim is draw a portrait of your partner by only looking at them, not  
  looking down at the page and drawing with a continuous line (i.e.   
  not lifting your pen off of the paper). After everyone has had a chance to  
  draw 1 or 2 showcase to the group by introducing your partner through  
  your drawing. 
  

ACTIVITY 2 [15mins]: 
When have you designed before?
Use Handout 1 [frozen peas].
Facilitators to lead. Learners and design volunteers are asked to think about when they 
have designed before i.e. identified a problem and use creative means to solve it. For 
example, this could be as simple as using a peg to keep a bag of peas closed [image 
included on handout].
 

TEA BREAK

Team in session:
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DISCOVERSESSION 
PLAN 1

ACTIVITY 3 [10mins]:
The Lost Thing
Use Handout 2. 
Facilitators to lead. Learners and design volunteers are paired and use the handout to 
describe an event/tell a story to each other about losing something (or an event of theft) 
using the questions:
What happened?
Who did it happen to?
How could this of been prevented?

ACTIVITY 3 (PART 2) [10mins]:
Active listening:
Pairs present back to each other, seeing how well they can recall the story.

PRESENTATION AND Q&A ACTIVITY [10mins]:
Facts and figures [Handout 3]
Facilitation team are to explain why we are focusing on pick pocketing using the statistics 
and raising questions to the learners. Align these questions to the handouts statistics.
Talking amongst themselves they come up with answers.

QUIZ [10mins] :
Lost item quiz
Use Handout 4 and Answer sheet 1.
Learners to work individually and number items from 1 to 10 (1 being the most 
commonly lost item) on the handout. Facilitators to ask learners to call out answers 
highlighting the correct order. 

DISCUSSION [10mins]: 
Learners Lead 
Facilitators to ask learners what techniques they may know of/have seen for pick pocketing.
What specific aspects of pick pocketing can your bag protect the user against? 

ACTIVITY 4 [25mins]: 
Design Deconstruction: Who uses this bag?
(In groups of 4 or 5) Use handout 5.
Give each group a different bag. The task is to come up with an idea of the type of 
person that would use this bag (e.g. are they male or female? What job do they have?) 

REFLECTION/END OF DAY [10mins]:
Reflection and close:
Facilitators to lead reflection on the day’s activities and to introduce and handout 
sketchbooks to learners and explain their purpose: learners can use the sketchbooks to 
note down ideas, thoughts and reflections throughout the course. These are to be taken 
with them back to their cells/wing for further work and brought to each session.
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Team in session:
Session Time: 
2 hours 40 mins
(Inc. 10 min tea break)

SESSION 
PLAN 2

INTRODUCTION [10 mins]:
Reflection on previous session:
Facilitators to lead with prompt questions to facilitate learners to reflect on the “what 
have you designed before” activity.
 

PRESENTATION [20 mins]:  
What is design? 
[Use presentation 1]. - What is design?
Before presentation ask the group, what is their understanding of ‘what is design?’.
Use the presentation to discuss different avenues of design and to cover the design 
‘glossary’. What do different words mean? How does this relate to Makeright? 

ACTIVITY 1 [10 mins]:
Drawing the design process: 
Learners to work in small groups of 4. 
On flipchart paper to draw the design process and its stages.
What does the design process look like?
What ideas can you think of that you can map through the design process?
[Note: this could be a business idea also]

ACTIVITY 1A [10 mins] : 
Presentation:
Groups to present back their design process drawings and ideas that they have mapped 
to rest of the group.

PRESENTATION [10 mins]: 
A design process:
[Use presentation 2] - A design process
Facilitators and design volunteers to go over the stages of the design process. 
Facilitators to explain how this links to the group’s overall findings and mapped ideas.

TEA BREAK

DISCOVER
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DISCOVERSESSION 
PLAN 2

ACTIVITY 2:
Through the keyhole [40 mins]: 
Facilitators to use the persona cards pack and get the group working in pairs or small 
groups (including design volunteers) to:

 1.Looking [20 mins]: 
 Get each pair/group to pick a ‘persona’ card. Each pair/group to discuss what  
 they can see i.e. what kind of life does this person lead? What job? Are they  
 single? Married? Divorced? Etc.
 After about 10 minutes get each group/pair to pick a ‘home’ card and discuss  
 where does their character live?
 Discuss a ‘day in the life’ of that persona. What would it be like? 
 What would they do?
 Discuss what kind of bag might work for that persona.

 2.Feeling/experiencing and listening [20 mins]: 
 Role play your person (in pairs with a volunteer)
 Decide which of you will play the role of the persona. Your partner will ‘interview’  
 you to find out more about your daily routines and preferences. What does your  
 persona like/dislike? What do they do? Where do they go? 
 How do they get there? What Does Your Persona Carry? 

  
THE BRIEFING [20 mins]:  
Understanding the Design Brief: 
Facilitators to distribute handout 6 and learners are asked to to write down the key 
elements of their design brief.
Who is your bag for?
What functions does it need to have to meet the needs of your end user? 
(what do they carry)
Create your own personal design brief to design an anti-theft but user-friendly bag.
 

ACTIVITY 3 [15 mins]: 
Insight Wall: 
Each learner is asked to write 2 insights (or opportunities) from the looking, listening and 
feeling exercise on post it notes and place on an ‘insight wall’.

REFLECTION/END OF DAY [10 mins]: 
Reflection and close:
Facilitators to lead reflections on the day and its activities. What did learners find difficult 
to do? Why? What things have they learnt in this session? What things do they need to 
think about when designing for someone?

8





Team in session:
Session Time: 
2 hours 40 mins
(Inc. 10 min tea break)

SESSION 
PLAN 3 DEFINE

INTRODUCTION [10 mins]:
Where do you start when designing a bag?
Facilitators to lead and explore with learners key questions: How do you design a bag for 
someone else? What needs to be considered? How will you decide whom to design for?
How will you be clear on what sort of bag would work for them?

PRESENTATION [30 mins]: 
Introducing Personas:
[Use presentation 3] - Introducing personas. 
Facilitators to work with learners to understand what is a persona? (support from design 
volunteers to be utilised as they will have experience of creating personas within their 
design work)
How can you create one?
What should you include?

ACTIVITY 1 [45 mins]:  
Creating a Persona’s Universe:
Use handout 7: Creating a persona 
Facilitators to distribute the persona template to learners who are asked to create (in 
pairs with a design volunteer) a character to design for by filling in the key sections 
(personal info/likes/dislikes) and sticking printed images of clothing, items that are carried 
etc. to describe their world. Key questions/tasks for facilitators to ask learners:
What does he/she do for a job?
What does he/she do for sport/fun/hobbies/weekends etc.
Write/create a ‘day in their life’ to develop more of an in-depth story around the persona.

TEA BREAK
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SESSION 
PLAN 3

ACTIVITY 2 [45 mins]:
Developing a design brief for your persona.
Facilitators to distribute plain paper to learners (in pairs or small working groups with 
design volunteers). Learners are asked to identify: Who is their end user that they will be 
designing for? What do they carry?

REFLECTION/ END OF DAY [20 mins]:
Reflection and close: 
Facilitators to discuss creating a portfolio of work with learners for accreditation. Why it is 
important to keep all of your flat work? Where can they be stored?
Sketchbook work: ask learners to think about their persona, are there any changes 
they would make? Are there any more interests or likes or dislikes that could be added? 
Learners can make a note of any first ideas they may have for further development.

 

DEFINE

11





Team in session:
Session Time: 
2 hours 40 mins
(Inc. 10 min tea break)

SESSION 
PLAN 4 DEFINEPT 2

INTRODUCTION [10 mins]:
Thoughts on your persona:
What have you thought about your persona? 
Are there any adaptations you want to make? 

ACTIVITY 1 [20 mins]:
Introducing the 3 Whys:
Design volunteers are to ask each learner 3 questions about why certain characteristics 
are proposed? Why are the features the way they are? The purpose here is a ‘soft’ 
critique through constructive questions.

   Insight Wall: Learners are asked to choose two insights from the 
             wall that relate to their persona – helping to build the   
             characteristics of their persona.
 

PRESENTATION [10 mins]: 
Storyboard your Persona. 
[Use presentation 4] To take learners through the purpose of storyboarding and 
showcase examples of different storyboarding styles. Remember the purpose of creating 
a storyboard in this context is not to create a polished piece of work, but to map out the 
key stages of their personas average journey to work or throughout their day.
 
ACTIVITY 2 [20 mins]:
Storyboard your persona:
[Use handout 8]: Storyboard template
Learners are to use the template to map out/storyboard the average journey of their 
persona and to include ‘pain points’. These are the opportunities where crime could 
occur in the context of your persona.
Decide the context - where is their persona travelling to/from?
How do different elements that they have defined fit together into a mini story?
Learners should describe and note down 3 to 5 storyboard scenes, like a comic strip to 
bring together their personas characteristics. What kind of lifestyle do they have? What 
are they carrying? Where and when are there any challenges that their persona 
may encounter.

ACTIVITY 3 [15 mins]:
Role-play your persona:
(In pairs/small groups with a design volunteer). Each learner is asked to act out the 
scenarios they have drawn in their storyboards whilst being asked questions about the 
scenario. Does their scenario work? Are there any other opportunities for crime that are 
being noticed? 
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SESSION 
PLAN 4

TEA BREAK

ACTIVITY 4 [15 mins]:
Storyboard your Persona part II: 
Are there any adaptations learners wish to make to their storyboard after acting out their 
persona’s scenario?
Learners can amend/redraw their storyboards using [handout 8] storyboard template.
Learners are asked to identify 2 key moments/opportunities within their storyboard that 
they could use to design against or solve.

PRESENTATION [45 mins] :
Storybpard presentation:
Each student presents their persona and storyboards to their peers for feedback. 

ACTIVITY 5 [25 mins]:
Understanding the Design Brief part II: 
Have the learners design briefs changed?
What feedback and opportunities have arisen from the exercises?
In what ways do learners need to modify their briefs to to clearly state their design 
parameters? Does the functionality need to be refined? 
Have the safety features evolved?

REFELCTION/ END OF DAY [5 mins]:
Reflection and close:
Learners are reflect on their design briefs and use sketchbooks to make any notes of 
adaptations and to sketch any initial ideas for tomorrow’s session.

DEFINEPT 2
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Team in session:
Session Time: 
2 hours 40 mins
(Inc. 10 min tea break)

SESSION 
PLAN 5 DEVELOP

INTRODUCTION [30 mins]: 
Initial ideas:
What ideas have learners thought about in relation to their design brief? 
 

ACTIVITY 1 [30mins]:
Bag Typologies and Card association game:
Split learners and design volunteers into groups of 4. 
Facilitators to use deck of cards [print, cut and sort into colour groups from 
handout 9 - Deck of cards]. 
Each group should get 1 of each colour set (so 4 in total) which are shuffled together 
before playing. Each player gets 7 cards in hand with the rest placed in a pile face down. 
The aim of the game is to collect 7 cards of the same colour but each with a different 
bag ‘feature’. 
Going round the group clockwise, each player is to pick a card from the pile and discard 
one from hand (always having 7 in hand) until they collect a set of 7. The rest of the 
players then continue to play until each player collects a set. 
What sort of bag could be made from the ‘features’ collected during the card game?
Once a player collects a set they are to choose a bag outline [ALIGN TO HANDOUT 
NUMBERING] and drawn on the features collected. 

TEA BREAK

ACTIVITY 2 [15 mins]: 
Insight Wall: 
Learners can choose up to 2 cards from the insight wall to evolve your brief or develop 
your design ideas. 

ACTIVITY 3 [20 mins]:
Frankenstein bag collage:
Learners can develop their bag ideas using a collage of cut out images. Using the cut up 
technique, learners are asked to make a bag using features that they think answer their 
design brief.
[Use handout 10] - Function style and safety research
Learners are asked to evaluate the bag they have created by analysing its function, its 
style and its safety in relation to their design brief. 
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Team in session:

SESSION 
PLAN 5

ACTIVITY 4 [45 mins]: 
Build a Paper Prototype: Design Ideation
Hands on introduction to designing for your persona/context
 
Ask learners to think COI:
Challenge: From persona/context – “My persona rides a bike. They need to carry 
a lock.”)
Opportunity: What are you trying to achieve – “A way to carry a lock that means it is easy 
to access and doesn’t swing around or get in the way when cycling”
Idea: How might your design achieve this – “An external ‘lock loop’ that I can lock my 
bike into when it is being carried”
 
Learners to choose at least one challenge from each of the prompts – function, style and 
safety/security. In ‘review groups’ (groups of 3) each learner is asked to present concepts 
and get feedback from their peers.
                     
  

REFELCTION/ END OF DAY [10 mins]: 
Reviewing/testing your design brief:
Learners should now have an idea of what potential problems could arise from their 
design briefs and should ask themselves, “Is my brief up to the design challenge I set 
myself? With these key questions in mind:
“Does it define the specific problem I am interested in?”
“How does my design address function, style, and safety/security?”
This is is the opportunity to identify what might be missing from their design briefs before 
developing design ideas and prototyping. 

DEVELOP
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