
Making 
Design
Visible

Presenter Notes
Presentation Notes
Facilitator notes: 
Welcome everyone to this year’s professional learning event entitled ‘Making Design Visible’ in Post Primary Art Education. 
We have designed a day which will give you the opportunity to meet and work collaboratively with other teachers from your locality and share practice. 

Background information -------------------------------------------------------------------------------------------------------------






Learning Intention

Engage with a design thinking process as a learner

Integrate the theme of sustainability into learning 

Presenter Notes
Presentation Notes
Facilitator notes: (30 sec)
Welcome back, we have just engaged in an activity to help us to explore the purpose of design education. Now during this session, we will 
Engage in a design thinking process 
Integrate the theme of sustainability into learning

Background ----------------------------------------------------------------------------------------





Ways of Working 

Help Hinder 

Does anything further need to be considered? 

Presenter Notes
Presentation Notes
Facilitator notes: (2 mins)
During this session we will be engaged in co-operative and collaborative practical activates to engage in a design thinking process. 
But before we do that let us reflect on our ways of working from this morning, 
Question: How have they supported you as we worked through session 1? 
Feedback: oral
As we will now be working in a practical space  
Question: Does anything further need to be considered? 
Feedback: oral and recorded on the flip chart

Background ----------------------------------------------------------------------------------------
Materials : A2 flip chart paper & Markers




‘Design Thinking is a human-centred, collaborative 

approach to problem-solving that emphasises 

creativity, iteration and practicality.’
Adapted quote, Tim Brown, President and CEO, IDEO 

Presenter Notes
Presentation Notes
Facilitator notes: (30 sec)
As I just mentioned we will be engaging in a design thinking process as a learner, but what is a design thinking process…. 
‘Design Thinking is a human-centered, collaborative approach to problem solving that emphasises creativity, iteration and practicality

Background ----------------------------------------------------------------------------------------

https://www.quora.com/What-is-the-difference-between-design-thinking-and-design-process



Design Thinking Models  

Stanford D. School 
Design Thinking Model 

British Design Council
 Double Diamond Model 

IDEO Human Centred
Design Model 

IBM Design 
Thinking Model

Presenter Notes
Presentation Notes
Facilitator notes: (30 sec)
As you can see from the slide there are a number of design thinking models, today we are going to engage with the Stanford Design School’s model. 
Background ---------------------------------------------------------------------------------------------------------------------------------------------------------------------------------
Why Stanford Model? 
Problem identification is part of the creative process that allows the student to frame their inquiry. 
Systemic way of working through the design thinking process 
Transferable nature, Use problem solving in other complex situation�While both Stanford’s D.school design thinking model and IDEO's human-centered design thinking model share the fundamental principles of empathy, iteration, and user-centricity, there are some differences in their approaches and frameworks:
Stanford D.School Design Thinking Model:
Stanford’s D. School model typically consists of five stages: Empathize, Define, Ideate, Prototype, and Test.
It emphasizes a structured process for problem-solving, starting with empathizing with users to deeply understand their needs and experiences.
The process encourages interdisciplinary collaboration and rapid prototyping to explore and refine solutions.
It provides a clear framework for teams to follow, with each stage building upon the insights gained in the previous stages.
IDEO's Human-Centered Design Thinking Model:
IDEO's human-centered design thinking model is also centered around empathy and user needs but often involves a more fluid and adaptable approach.
It typically involves three main phases: Inspiration, Ideation, and Implementation.
The Inspiration phase focuses on understanding and empathizing with users, similar to the Empathize stage in the D.School model.
The Ideation phase involves generating and exploring a wide range of ideas, often through brainstorming sessions and rapid prototyping.
The Implementation phase focuses on bringing ideas to life and testing them in real-world contexts, similar to the Prototype and Test stages in the D.School model.
Overall, while both models share common principles and goals, they may differ in terms of terminology, specific stages or phases, and the emphasis placed on certain aspects of the design process. However, both emphasize the importance of putting the user at the center of the design process and iterating through rapid prototyping and testing to create innovative solutions.



Adapted from the Interaction Design Foundation

Presenter Notes
Presentation Notes
Facilitator notes: (1.30 sec)
While we can see that they are all human centred, the Stanford D. School’s model not only provides a structured systematic way of working through that problem it also supports students in identifying the problem through its first phase of empathy to frame their inquiry and can sustain them through the creative design process. 
There are 5 stages in this model Empathise, define, ideate, prototype and test. Today you will get to experience a flavour of all 5 stages. 

Background-----------------------------------------------------------------------------------------------------------------




Double Diamond & Stanford D. Model

Adapted from the Interaction Design Foundation

Presenter Notes
Presentation Notes
Facilitator notes: (1 min)
You may already be familiar the British Design Council’s Double Diamond which places emphasis on divergent and convergent thinking that is depicted by the two diamonds.  
You can see from the adapted graphic we have created, how the Stanford D. School’s design thinking model aligns with the notion of divergent and convergent thinking while providing a structure systemic way of engaging in the design process. 
So, what is design thinking…. (click next slide)
Background-----------------------------------------------------------------------------------------------------------------
The Stanford D. School model offers a scaffolded process for students to develop their fundamental design thinking skills, providing a phased approach that is user friendly
Enabling students to identify the development within their work and in doing so students become aware of the ways in which they learn. This model encourages collaboration and supports student’s reflection throughout the process. 

. 



Design Thinking starts with thinking 
about people: what they need and what 

they want.

Design Thinking starts with empathy…

Adapted from the Interaction Design Foundation

Presenter Notes
Presentation Notes
Facilitator notes: (30 sec)
Design Thinking starts with thinking about people. What they need. What they want.
Design Thinking starts with empathy …
Background-----------------------------------------------------------------------------------------------------------------




Presenter Notes
Presentation Notes
Facilitator notes: (30 sec)
The first stage in this design thinking process is to empathise. This is where we begin to understand a problem, typically through human centered research
Background-----------------------------------------------------------------------------------------------------------------
Empathy is critical to design thinking; it allows us to set aside assumptions about the world and gain insight into the people we are designing for. 




List the first three words that come to your 

mind when you hear the word 'empathy’

Empathy

Presenter Notes
Presentation Notes
Facilitator notes: (4 min) * (this brings us to the break if it was 11am) 
But before we can empathise, we must first come to a shared understanding of what empathy is.  
We will begin by engaging in a Menti.
Activity: list the first 3 words that come to mind when you think of empathy. 
What happens next: facilitator asks participants to open menti on their devices using the menti.com or QR Code  and enter the code and input their 3 words. Facilitator changes shared screens to the Menti page where feedback is populated by participants. Facilitator give participant time to reflect on the words generated by the menti. 
Feedback Question: Is there a word that appeared that surprised you? Is there a word you expected to see that isn’t there? 
What happens next: Address the difference between sympathy and empathy. Before changing back to slides take a screen short of the word cloud and paste into slide 30 (next slide)
Facilitator to change back to presentation screen 
Background-------------------------------------------------------------------------------------------------------------------------------------
Prompt questions : 
What does empathy look like? feel like? sound like? 
How do we show empathy?
What are the essential elements of empathy?
What is not empathy?





In your group define empathy

6 minutes

Nominate a person to record and feedback

Defining Empathy

Presenter Notes
Presentation Notes
Facilitator notes: (8 + 4 mins = 12 mins) 
Activity : Using the Menti data gathered discuss and collaborate to define empathy and nominate a person to record the definition and feedback to the main group, you will have 10 minutes for this activity. 
What happened next : Facilitator reminds participants of the ways of working and suggest rotating roles (facilitator, timekeeper, speaker and scribe). 
Feedback: Nominated person is invited to share their definition with the whole group. 
Question: How did you come to an agreement on the wording of your definition? 
Where did the thinking go?
How did you decide on what wording to use?
What were the conversations at the table? 
Did anything surprise or challenge the group during this activity? 
Background  ------------------------------------------------------------------------
Materials : A2 flip chart paper & Markers
Oxford Dictionary : empathy (noun)
the ability to understand and share the feelings of another
Oxford Dictionary : sympathy (noun)
feelings of pity and sorrow for someone else's misfortune
Sympathy VS Empathy
sympathy separates you from the person struggling. Sympathy puts the person struggling in a place of judgment more than understanding.
Sympathy is more of a feeling of pity for another. Empathy is our ability to understand how someone feels while sympathy is our relief in not having the same problems. 
https://www.psychmc.com/blogs/empathy-vs-sympathy#:~:text=Sympathy%20is%20more%20of%20a,own%20their%20emotions%20and%20feelings.
https://www.designkit.org/mindsets/4.html






Empathy is often defined as understanding 

another person’s experience by imagining 

oneself in that other person’s situation
Hodges and Meyers, 2007, Encyclopedia of Social Psychology

Presenter Notes
Presentation Notes
Facilitator notes: (30 sec ) 
Thank you for your feedback, following on from our discussions I would like to invite you to consider what Hodges and Meyers have defined empathy as;  Empathy is often defined as understanding another person’s experience by imagining oneself in that other person’s situation.
Facilitator: asks participants to take a moment to reflect on the definition from encyclopaedia of social psychology and the definition they created as a group
Background  ------------------------------------------------------------------------
Oxford Dictionary : empathy (noun)
the ability to understand and share the feelings of another
Oxford Dictionary : sympathy (noun)
feelings of pity and sorrow for someone else's misfortune




Leaving Certification Specification

In developing empathy… learners gain an 

understanding of the needs of their own communities... 

that help them to address issues they may be facing. 

They will be enabled to respond in a way that can be 

aesthetically and visually appealing but also meaningful.
Leaving Certificate Art Specification p.8 

Presenter Notes
Presentation Notes
Facilitator notes: (30 sec)
We have just engaged in an activity that helped us to gain a shared understanding of empathy but why is it important that we as teachers support students in developing empathy skills? Our spec tells us ….
In developing empathy… learners gain an understanding of the needs of their own communities and the knowledge, skills and understanding of the values that help them to address issues they may be facing. They will be enabled to respond in a way that can be aesthetically and visually appealing but also meaningful.
So how can we support students in doing this? One of the ways we can do this is through the first stage of design thinking process, where we take a human centred approach to understand the problem and needs of the user persona. 
Background  ------------------------------------------------------------------------




Modelling Empathising with a User Persona 
Name: Naaol Murphy
Age: 13 years old
Occupation: 1st year student

Background information: Naaol has attended a small 
rural primary school and is now attending a large urban 
post-primary school with over 1,000 students. He is 
worried about navigating the school environment, 
organising himself, and keeping track of his schedule, 
assignments, and personal belongings. He is 
particularly worried about the number of books and 
equipment that he needs to bring to school every day.Image source: Canva AI Image Generator

Presenter Notes
Presentation Notes
Facilitators notes: (2 mins) 
Now that we have a shared understanding of empathy why we as teachers should support students in developing empathy skills? we will be inviting you to engage in an activity that will support us in developing empathy and develop a point of view of a user persona, to understand their needs. 
But before you do that in your groups, we will collectively investigate a user persona together. 
Click: Meet Naaol: 
Naalo has attended a small rural school and is now in a large urban post-primary school, with over 1000 students. He is worried about navigating the school environment, organising himself, and keeping track of his schedule, assignments, and personal belongings. He is particularly worried about the number of books and equipment that he needs to bring to school every day.
To gain a deeper insight into Naaol, we will use an empathy map to establish a point of view and better understand his perspective. (click next slide)
Background  ------------------------------------------------------------------------




Timetables, books, equipment 

“It is hard to sort all my 

school stuff “

“Don’t forget your books, 

be on time “

Naaol a nervous 1st year student 

Rushing around 

Be prepared for class

Confused Organised

Modelling How We Better Understand Users' Needs    
Using an Empathy Map

Presenter Notes
Presentation Notes
Facilitators Notes: (4 mins) 
Now let us consider how we can use the series of questions in the empathy map to scaffold our thinking
Who are we empathising with? As we know from reading the user persona we are empathising with  Click: Naaol, who is a nervous 1st year student 
Question: See: What might Naaol see; in his immediate environment? perhaps I can take one or two answers from the room 
Feedback: all questions will take oral feedback before answers appear on screen
We can imagine Naaol sees in his environment Click:  Timetable, books, equipment etc
Question: Hear: What can we imagine Naaol hearing (facilitator takes oral responses from the room)
Click: Don’t forget your books, be on time
Question : Say: What can we imagine Ayo saying (facilitator takes oral responses from the room)
Click : “it is hard to sort all my school stuff”
Question: Do : What can we imagine Ayo doing (facilitator takes oral responses from the room)
Click: Rushing around
Question: Need to Do : What can we imagine him needing to do  (facilitator takes oral responses from the room)
Click: be prepared for class
Question: Thinks & feels : What can we imagine his pains and gains are? (facilitator takes oral responses from the room)
Click: (Pain – Confused) & (Gain – content)
Developing empathy enables learners to understand the needs at the root of a problem and make personal connections through their understanding.
As you might have identified, the user persona addresses social, environmental, and economic issues. This approach can be used to introduce sustainable education themes (SDGs) into units of learning. 
Background  ------------------------------------------------------------------------






Empathise with the User Persona 

Presenter Notes
Presentation Notes
Facilitator notes: (30 sec)
On your table you will find a copy of the blank empathy map and a handout with the user persona you will be investigating today. 
Background -------------------------------------------------------------------------------------------------
Material Required: user persona, empathy map and spare paper 
Name: Niamh Byrne 
Age: 41 
Occupation: Post Primary Art Teacher 
Background: Niamh has over 10 years of experience teaching Visual Art in an urban post-primary school. She recently attended a workshop on education for sustainable development, which affirmed her commitment to incorporate sustainability and reduce environmental impacts in her art room. Niamh has been reflecting on what this might look like. She has also been considering how she could make the art room environment more accessible, and inclusive for all students. 




Record your discussion

Nominate a speaker 

Empathy 

Consider the user persona 

Fill out the empathy map 

10 minutes

1 minutes

Presenter Notes
Presentation Notes
Facilitator notes: (1 + 1 +15 + 5 = 22 min)*
Activity:  As a group read through and consider the user persona on the handout
Collaboratively investigate the user persona using the empathy map to collectively to scaffold your thinking, establish information and draw conclusions. Record your discussion on an A2 sheet. You will have 15mins for this activity. 
What happens next: give each group an A2 paper and marker and large empathy map poster,  ask participants to recreate the empathy map on the flip chart paper and record their investigation. 
Feedback : Share the point of view of the user persona created by your group. 
Questions for feedback: 
How did you arrive at that point of view of the user persona?
What discussions came up at your table as you were developing the point of view? 
What insights about the user persona stood out to you and why?
How did the process help to develop empathy and understanding of the user persona?  
Are there any potential key points not included? 
Background -------------------------------------------------------------------------------------------------
Material Required : A2 flip chart paper, markers, empathy map, & user persona 





What initial visual research might be gathered in 
relation to the user persona, Niamh? 
We can….

Presenter Notes
Presentation Notes
Facilitator notes: (1 + 3 = 4 min)
I’m going to pause you there and now that you have developed a point of view and understanding of your persona we are going to develop our empathy research further. 
What research and visual research might be gathered related to the user person beyond the empathy map and as you can see from the slide, we are going to co-create what successful research might look like. Let us treat the art room we are in today as Niamh's art room. In this way, we can consider the room and its contents as our primary source. Based on this, what forms of research might we gather? 
Question: What additional research might be gathered related to the user persona beyond empathy mapping? 
Feedback: Oral recorded on the flip chart
What will happen next: Facilitator will record the feedback on an A2 flip chart paper. 
What does …… look like  
Data gathering (primary and secondary)
Visual (tools, representation) 
Research (types of research – designers etc)
Person (questioning, context) 
What tools will you use?
Background -------------------------------------------------------------------------------------------------
Materials : A2 flip chart paper & markers
Learning Outcome
1.2 recording and documenting : record visual information through a variety of sources and media  



Assign roles: facilitator, timekeeper, speaker and scribe

Gather and document your research. 

Document your research, physically or digitally 

10 minutes

Research 

Presenter Notes
Presentation Notes
Facilitator notes: (1 + 20 = 21mins)
Remind participants of the ways of working and suggest rotating roles (facilitator, timekeeper, speaker and scribe). 
We will invite you now to engage in gathering additional research. You can record your additional research using the materials provided and on the Padlet. You will find a Qr code and a tinylink on your table, this will bring you to your group section of the Padlet where you can record, your additional research. You will now have 20 mins to collaboratively gather your research. 
What happens next: Facilitator hands out materials, reads through instruction, provides support with accessing online platforms and demonstrates using the Padlet, and reminds participates of the success criteria they have created on the flip chart and the ways of working. 
Padlet Section links: Each section link will allow groups to work and input on their section of the Padlet. They will not be able to access other sections but will be able to view that section in real time.  Each link below has a printed QR code, and a tinylink printed on a page, one for each table. 
Background -------------------------------------------------------------------------------------------------
Material Required : A2 flip chart paper, codes for the table, and a range of art materials on the side table 
  



Presenter Notes
Presentation Notes
Facilitator notes: (30 sec) 
We have just engaged in the first stage of the design thinking process; Empathise. 
And now we are going to engage in stage 2 of this process; 
Define; which means to articulate, refine and set a clear direction for the investigation.  
Background------------------------------------------------------------------------------------------------------------------------




Modelling Defining the Problem

Naaol Before 
classes At his locker

He has lots of 
practical 

subjects and 
equipment

As a result, 
he gets 

confused

Struggles to 
organise his 
equipment

Problem Statement 
Naaol struggles to organise his equipment before class at his locker as he 
has lots of practical subjects and equipment. As a result, he gets confused. 

Who is affected 
by the 

problem?

When does the 
problem 
happen?

Where does 
the problem 

happen?

Why does this 
problem 
happen?

How does the 
problem 

impact the 
person?

What is the 
source of the 

problem?

Who What When Where Why How

Presenter Notes
Presentation Notes
Facilitator notes: (3 min)
With that in mind you will now engage in an activity to develop a problem statement, with a view to set a clear direction for your investigation. 
As you can see from the slide, we are going to use the 5W and a H approach to formulate our problem statement. 
This will be in response to the empathy map and research we have just carried out in the two previous activities. 
But before we do that, we are going to model the approach. 
(hand out the empathy map generated from the modeled example for reference)
Who: Who is affected by the problem?
Click: Naaol
What: what is the source of the problem?
Click: Struggles to organize his equipment 
When: when does the problem happen?
Click: Before class
Where: where does the problem happen?
Click: At his locker
Why: why does the problem happen? 
Click: He has lots of practical subjects and equipment 
How: How does the problem impact the person? 
Click: As a result, he gets confused
By answering the questions, it will support you in identifying what to consider in the problem statement. To address one problem area.
For example, our modelled…. 
Click: Problem statement 
Naaol struggles to organise his equipment before class at his locker as he has lots of practical subjects and equipment. As a result, he gets confused. 
Background------------------------------------------------------------------------------------------------------------------------




Defining the Problem 

Answer the 5W’s and a H questions 5 minutes

3 minutes

Define the problem 

Nominate a speaker to feedback

Presenter Notes
Presentation Notes
Facilitator notes: (1 + 5 +3 + 5= 14 mins)
Now that we have modelled the activity, you are now going to work in groups to identify a problem based on your investigation of the user persona Niamh. 
You will find the 5 W’s and a H questions worksheet on your table, with space to record the agreed responses from the group. 
Activity: Using the worksheet answer the who, what, when, where, how questions. Then define the problem in a statement using these responses. Nominate a speaker to feedback to the main group. 
Feedback: Oral, share the problem your group has identified.  
What happens next: Facilitator reads the user persona and asks the nominated speaker to share the problem they have identified. 
Question: What does the problem statement address? 
By understanding the specific problems people are encountering, you can formulate a concise and broad problem statement that addresses the core issue. 
Background --------------------------------------------------------------------------------------------------------------
Materials : A2 flip chart paper & markers
This statement can then be transformed into "How might we" questions that prompt thinking, creative brainstorming and problem-solving.



Problem identification is part of the 

creative process that allows the student 

to frame their inquiry. 

Junior Cycle Visual Art Specification p.21

Presenter Notes
Presentation Notes
Facilitators notes : (30 secs)
So why is this important?.... These first two stages of process support our specification which outlines… 
Problem identification is part of the creative process that allows the student to frame their inquiry. Junior Cycle Visual Art Specification p.21
Background --------------------------------------------------------------------------------------------------------------
So why is this important?.... By gaining insights into the user persona using the empathy map this supports us in identifying, reviewing and defining a specific design problem to ensure it meets their needs…  to ensure It viability or confirm its potential. 




Design Thinking 

Adapted from the Interaction Design Foundation

Presenter Notes
Presentation Notes
Facilitator notes: ( 1 min)�As a group you gained insight into the assigned personas needs to pinpoint the design problem that could be addressed. 
Then as a group, you generated a design problem statement to establish a clear direction and focus for the design problem you aim to solve. 
At this point of the journey, you will now delve into the ideate stage.

Background------------------------------------------------------------------------------------------------------------------------




What approaches do you take to support students in generating ideas? 

Presenter Notes
Presentation Notes
Facilitator notes: ( 1 + 3 = 4 mins) 
In simple terms, the ideate stage refers to generating a diverse range of creative ideas and innovative solutions to address your design problem statement.
Click: Question: What approaches do you take to support students in generating ideas? 
In person feedback: oral 
Possible answers: 
Brainstorming/ mind mapping
Rapid sketches
Crazy 8’s 
Scamper 
Heuristics 
Reflective questioning prompts (5why’s) 
Peer discussion 
Prompt questions: 
What approaches/methodologies to do use to support students when they are struggling to produce an idea? Or move on from just one idea. 
After feedback link to next slide: To form our thoughts, before we begin visually representing our ideas, we may ask ourselves how might we address the problem. 
Background------------------------------------------------------------------------------------------------------------------------




Modelling - ‘How Might We’ Questions  

Naaol struggles to organise his equipment before class at his locker 
as he has lots of practical subjects and equipment. As a result, he gets 
confused. 

How might we design a product for Naaol in order to organise his 

practical equipment?

How might we design __________ for _____________(user persona)
 

in order to ___________________(change what) (what)
 

Presenter Notes
Presentation Notes
Facilitator notes: (2 mins) 
In the previous activity, your group developed a problem statement to identify a specific area for further investigation. Next, we will create 'How might we' questions based on that statement.
To support us in forming our thoughts, we might begin by reflecting on the design problem statements that we created. 
Click: Naaol struggles to organise his equipment before class at his locker as he has lots of practical subjects and equipment. As a result, he gets confused. 
By applying the ‘how might we’ method (closed sentence), it can help us to translate the problem into actionable questions. This can be used to prompt us in our thinking and to support us in interpreting the problem to generate multiple solutions. 
Click: How might we method appears: How might we + intended action + for + potential user + so + Desired outcome
Question: What might an example of a 'How might we' question in response to the modeled problem statement?“
Feedback: Oral from the group (take one or two responses)
Click: An example of how might we question could be:  How might we design a product for  in Naaol order to organise his practical equipment
Background-------------------------------------------------------------------------------------------------------------------------------------------------------------------------
https://www.nngroup.com/articles/how-might-we-questions/  
Alternative
Problem : Ayo is unclear how to find his way around the school when going from class to class  in the school corridors as the corridors are busy, and winding and he gets lost and is late to class. How might we :  design an app for Ayo in order to guide him from class to class. 



Create ‘How Might We’ Questions for Niamh's persona 

based on your problem statement  
5 minutes

How might we design __________ for _____________ in order to ___________________

‘How Might We’ Questions  

Presenter Notes
Presentation Notes
Facilitator notes: (1 + 4 = 5) 
Now in your groups….
Activity: Review your design problem statement, generate “how might we questions”, and consider what aspects of sustainability does your how might we question reflect? 
Click: you will have 5 minuets for this activity. 
Background-------------------------------------------------------------------------------------------------------------------------------------------------------------------
Materials : A2 flip chart paper & markers
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