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Thinking Processes – Problem Solving 

REASONING, PROCESSING  
AND INQUIRY CREATIVITY REFLECTION, EVALUATION 

AND METACOGNITION 

 

FISHBONE DIAGRAM 
How Does It Work? This tool helps you establish cause and effect when trying to solve a 

situation or problem. 

KKEEYY  EELLEEMMEENNTTSS  TTOO  TTHHIINNKK  AABBOOUUTT  

• State the problem in the form of a 
question. 

• Now brainstorm possible causes under 
each of the categories. 

• Brainstorm the main ‘categories’ that 
could impact on the problem. These 
‘name’ the diagonal bones. 

• This tool can be used to help identify 
causes and develop solutions. 

TASK 
Thinking about the work that you did in your first session on the toy design in your team, use the 
fishbone diagram to consider ways that you could use the ‘You Can Do It’ Keys to become a better 
team member. 

 
 
 

 

 
Bring all of my work from 
the last session with me. 

Don’t just give up if 
other people are louder 
than me.                           

If my first idea is not 
followed, keep trying with 
other ideas. 

ORGANISATION 

Have my pencil case and 
any tools I need with me. 

Listen REALLY carefully 
to what others say and 
ask them questions. 

Remember to ask others 
for their opinions/ideas. 

GETTING ALONG 

Be prepared to suggest 
something that may not be 
fun but is more practical. 

CONFIDENCE 

to be a 
better 
member 
of my 
team? 

PERSISTENCE

Say “Excuse me” and put my 
ideas forward.  Don’t just 
listen!

 
 
How 
can I 
use... 
 


