
A structured design-thinking approach to improve  
youth mental health in Kentucky

StAMINA’S  
YOUTH MENTAL HEALTH 

IDEATHON



StAMINA puts organizational emphasis on  
engaging key stakeholders—particularly students— 
as program and policy design partners.

Elevate student 
perspectives and 

insights to improve 
youth mental 

wellbeing, readying our 
generation for school, 

work, and life

 Engage students 
as program design 
& policy partners. 

Cultivate youth mental 
health leaders

Decrease stigma 
surrounding mental 

health & increase 
effective mental health 
education, prevention, 

and treatment  
for KY youth

Over the course of a year, StAMINA conducted 
a qualitative research study about mental 
health attitudes, capturing voices and insights 
from Kentucky youth, parents, and healthcare 
professionals. Over 1200 minutes of interviews 
revealed a wide range of pressing opportunities  
to engage both students and their parents/
guardians to address youth mental health.

Coping 
Mechanisms

Positive:  
self-care, consulting  
friends, having fun

Negative:  
avoidance, substance  

use, self harm

Barriers to 
Resources

Stigma

Mental health literacy

Privacy

Low resource awareness

Cost and logistics

Drivers of 
Stigma

Family and peers

Community culture

Heritage

Lack of education

Student 
Attitudes

Desire to help

Interest in better education/ 
stigma reduction

Appreciation for  
discussion platform

Contributing 
Factors

Students are overwhelmed  
and stressed

Time pressure

Expectations

Identity and future

Home life

StAMINA’s Mission



StAMINA’S YOUTH MENTAL HEALTH IDEATHON
A structured design-thinking approach to improve youth mental health in Kentucky

Held in September, 2018, the Ideathon was a public event bringing together community stakeholders  
to design signature advocacy projects based on the findings from StAMINA’s research study. 

IDEATHON TEAMS WERE PRESENTED WITH THE FOLLOWING CHALLENGE: 
How might we educate and empower families to prioritize youth mental health?

FEATURED SPEAKER: 

Attica Scott,  
Kentucky State 
Representative

State Representative Attica Scott serves  
Kentucky House District 41, and is a  

member of the following committees:  
Education, Local and State Government,  
Elections, Constitutional Amendments, 

Intergovernmental Affairs, and Transportation. co
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27.3% 25.8% 

21.2% 

9.1% 9.1% 7.6% 

10.6% 

30% 
age 15-24 26% 

age 25-34

20% 

age 35-44

5% 

age 55-64

15% 

age 45-54

4% 

age 65-74* some particpants fit into more than one cateogry

PARTICIPANT 
BACKGROUNDS *

DISTRIBUTION  
OF AGES



DEFINE
Articulate the design 
challenge based on the 
perspectives of the user. 
The problem statement 
is often phrased in a 
question that begins with 
“How might we …”

The StAMINA Ideathon used the framework  
of design thinking to guide participants through 
their solution generation process
Design thinking is a human-centered creative problem solving 
process leveraging empathy, prototyping, and experimentation  
to solve complex “wicked problems”—challenges hard to define 
and involving multiple levels of organizational complexity. 
Companies such as IDEO use the design thinking methodology to pioneer innovative solutions: 
from more ergonomic children’s toothbrushes to an immersive, student-centered cafeteria 
experience to the world’s first all-in-one, wearable breast pump.

StAMINA’s user research provided the 
foundation for the first two steps of the  
design process. The Ideathon focused primarily 
on ideation and an initial round of prototyping. 
StAMINA will prototype, refine, and implement 
solutions generated during the Ideathon.

IDEO’s 7 Rules  
for Brainstorming

 1 Defer judgement 

 2 Encourage wild ideas 

 3 Build on the ideas of others 

 4 Stay focused on the topic 

 5 One conversation at a time 

 6 Be visual 

 7 Go for quantity 

IDEATE

PROTOTYPE

TEST

EMPATHIZE

Solicit feedback from 
users on the prototypes. 
Use this information to 
refine the solutions.  
This may involve 
returning to a prior step 
of the design process 
based on new insights.

Create models of the ideas to be used for 
gathering user insights. Don’t be precious 
about the prototypes; a key principle of 
design thinking is to “fail fast.”

Brainstorm compelling 
solutions to the design 
challenge. This is a time 
to “flare” the thinking—
consider all ideas, 
including those that seem 
impractical or obscure.

Understand the user’s needs,  
behaviors, and tendencies through 
ethnography, interviewing, and research

DESIGN THINKING  
comprises five nonlinear,  

often recursive, steps



AGENDA
Teams discussed the StAMINA research 
report using the following prompts:

1. What in StAMINA’s research resonated 
most with you? This could be a quotation, 
statistic, anecdote or general theme.

2. What areas of investigation do you think 
were missing from StAMINA’s research 
study that you wish you had more insight 
about? Why?

3. What are the five greatest challenges 
families face in prioritizing mental health?

4. Mental health is not the only difficult 
subject to get parents and/or children 
to open about. What are some other 
challenging subjects that families discuss? 
Why do these conversations succeed  
or fail? What are some lessons we can 
learn as they apply to discussions about 
mental health?

Teams were advised to consider the 
design challenge statement, “How might 
we educate and empower families to 
prioritize youth mental health?” through 
the following lenses:

• Is the solution a program, a physical 
product, or a digital product?

• Though all solutions should benefit 
families, is the solution primarily 
youth-facing, parent-facing, or some 
combination thereof?

• Where does the solution fall on 
the spectrum of educating versus 
empowering families (or some 
combination thereof)?

• Does the solution focus on preventive 
skills building (for example, resilience)  
or treatment?

To encourage divergent 
thinking, teams spent 
the first 15 minutes of this 
brainstorming session 
individually generating  
ideas. They then spent 
the next hour comparing 
notes, grouping the ideas 
into categories by topic, and 
winnowing down to one idea  
for team prototyping.

Welcome

Attica Scott,  
Kentucky State Representative

Overview of  
StAMINA Research Report

Team Icebreakers

Introduction to  
Design Thinking

Team Discussion of  
StAMINA Research Report

Design Session:  
Ideation

Design Session:  
Idea Development and  
Presentation Building

Team Pitches

Community Voting

Closing Remarks & Group Photo

Ideathoners were divided 
into 7 working groups,  
each comprising a diverse 
mix of youth, parents, 
educators, and mental 
health professionals.  
During the icebreaker portion 
of the event, teams worked 
together to generate a list  
of 10 attributes all team 
members have in common.

Each team presented their 
prototyped ideas. Some teams 
opted to perform a skit, others 
presented a slide deck, and others 
provided a demonstration of a 
physical or paper prototype. 



Key Insights From All Ideathon Teams

Next Steps

StAMINA and the Kentuckiana Health 
Collaborative will implement the  
winning ideas, harnessing insights  
from across all Ideathon teams.

Successful youth mental health solutions should 
put students in the driver’s seat. Students should be 
equipped to start conversations with their own family 
members around mental health.

There is a profound need to replace or augment the 
mental health curriculum provided in schools—both 
to make the education more robust and to ensure 
learnings translate into the home.

Youth mental health solutions will be more effective if 
they leverage platforms and environments with which 
families are already familiar: schools, faith-based or 
community organizations, preventive visits in physician 
offices, and digital apps

Gamification—incorporating elements such as rules of 
play, levels of difficulty, and incentives into solutions—
may make a complex subject like mental health more 
approachable.

BRAIN WAVES: 
A for-youth-by-youth podcast exploring mental 
health resources and innovations 

*Voted first place

MENTAL HEALTH MATTERS: 
A mobile application to augment in-school mental 
health education 

*Voted second place

OCEAN—BUILD YOUR  
MENTAL “MUSSELS”: 
A deck of conversation cards to facilitate dialog 
within families about mental health 

*Voted third place

BUILD-A-CARE: 
An in-school wellness program combining an 
educational app with a physical resource package 
students would receive three times a year

WELLNESS 101: 
A workshop teaching educators how to work with 
students experiencing mental health challenges

CONTIN-YOU: 
An educational mobile application providing 
students and parents with resources for navigating 
mental health struggles

EVERY MIND MATTERS: 
A resource toolkit for schools to implement 
programs focused on mental health

Ideathon Pitches



Partner with StAMINA 
Let’s work together to equip youth, families, and communities  

to prioritize and invest in youth mental health.

@KYStAMINA  |  staminaky.com   |  kentuckystamina@gmail.com



Student Alliance for  
Mental Health Innovation and Action


