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Image from
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In November 2019 Erin Landry-Fowler’s class of 7 advanced drawing students
and 12 gifted and talented art students from Scarborough High School
participated in Adventures in Art, a multi-day workshop that centered around
DesignInquiry: Futurespective an exhibit at the Institute of Contemporary Art at
the Maine College of Art that shows how collaborative design non-profit
DesignInquiry considers their own past and the history of design in order to
envision new possibilities of what design can be. The exhibition places a large
emphasis on process over product and highlights the benefits of collaborative
inquiry as a means of stretching creatively. I believe that these core beliefs can
help high school artists see beyond the stereotype of the artist as an independent
genius, and encourage a collaborative problem solving approach to art making.
In order to make my lesson approachable I decided to focus on drawing (a
medium that all of the students were comfortable with), but frame it within a
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design thinking problem based framework that was a radical departure from the
art making practice that the students were used to. The design thinking
framework is an iterative process that cycles through empathizing, defining,
ideating, prototyping and testing in order to encourage innovative thinking
through collaborative inquiry and troubleshooting. Through a pre-visit lesson at
the students’ classroom at Scarborough Highschool and a gallery visit and
workshop at MECA I guided students through the design thinking process as
they responded to the prompt, “How might we design an innovative drawing
tool?”. Students developed their designs from out of the box (and sometimes
wacky) ideation concepts to functional prototypes of drawing tools.
Since I was teaching a highly motivated population I embedded differentiation
into my lesson plan by structuring all aspects of the workshops around
collaborative and independent inquiry, enabling students to stretch their ideas as
far as they desire. Furthermore, I intentionally overplanned the workshops by
packing in a variety of tasks for students to work on simultaneously so that fast
working students remained engaged.
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Pre-Visit Lesson
1.1.

Project Description

Before the visit to MECA and the ICA, students participated in a 75 minute
workshop in their art classroom at Scarborough High School. Students are
introduced to the Design Inquiry show at the ICA and the design thinking
framework. Students begin their task of designing a new drawing implement by
walking through the empathize, define and ideate phases of the design thinking
framework in order to create sketches of possible designs. An emphasis was
placed on collaborative ideation and openness as a means to develop novel
ideas.

1.2.

Essential and Provoking Questions

EQ - How might we use design thinking to develop and
refine novel ideas?
PQs What does a designer do?
How many ways can you think of to ....?
How might we design an innovative drawing tool?
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Maine Learning Results and Formative Assessments

Maine Learning Results

Lesson Objectives:

Assessment
Criteria:

1.
A3 Students compare the
effects of media and their
associated tools, techniques,
and process, using
elements, principles, and
expressive qualities in art
forms and genres.

1.
Students identify the pros and cons
of various drawing tools in order to
inform their designs.

1.
Media, Tools,
Techniques, and
Processes.

2.
E5 Students demonstrate
positive interpersonal skills
and reflect on the impact of
interpersonal skills on
personal success in the arts.

2.
Students show emerging
understanding of design thinking as
a collaborative process by building
off of each other's ideas to create
unique solutions.

2.
Interpersonal Skills

3.
Students will use the design
thinking framework to create
sketches of innovative drawing
tools.

3.
Application of
Creative Practice

C. Working as a team.
3.
C1 Students apply and
analyze creative problem
solving skills to improve or
vary their own work and/or
the work of others.

Assessment
A3 Formative - Pair Share
During the empathize phase students will take notes on their partner’s feelings about
what makes a good drawing tool.
E5/C1 Formative Reflection
During our activities did another person’s idea help you come to a thought that you would
not have otherwise? If so, describe what happened. If not, do you think that it is helpful to
talk to others when you are coming up with ideas? Why/why not?
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Direct Instruction

Activator: Teacher leads introductions and “15 ways to split a paper in two” icebreaker
activity. Students will discuss what a designer is/does. Teacher introduces students to
DI and the design thinking framework. 15 min

Empathize: Students define
empathize. Students partner
up. One student spends one
minute sharing features they
like/dislike in a drawing tool
while the other takes notes.
They then switch. 5min
Define:
Students share out responses
from the empathize phase.
Students will record their
ideas on large craft paper
sheets with markers. Students
identify common threads in
responses and begin to define
“What elements make up a
drawing tool?” and “What
features are important in a
good drawing tool?”. 5min
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Ideate: Teacher reminds students of the “Yes and…” mentality. Students break into
groups of 3-5. Each group will receive a large piece of craft paper which they will use to
begin to brainstorm ideas for drawing tools as well as create sketches of those ideas.
15 min
Students will take some of their favorite concepts and flesh them out. Students may
continue to work in groups or may break into smaller groups/pairs or work alone.
Students will make larger drawings and may desire to annotate elements such as
materials, specific functions of the tool and color. 20 min

Wrap-up: Teacher will remind students that design thinking is an iterative process and
it is often useful to return to previous steps as you move through the process. Teacher
will lead a formative reflection on collaborative inquiry and the design thinking
framework. 5 min
Teacher will explain that the students will bring their ideas to the ICA and they will
continue to refine them and eventually move on to the prototype and test phases in
which they will make models of their tools and use them to make drawings. 5 min
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Student concept sketches
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Gallery Game
2.

Gallery Game
2.1.

Overview

Students explore and discuss the DesignInquiry: Futurespective exhibition at the
Institute of Contemporary art in order to gain a greater understanding of design as a
process of collaborative inquiry. Students will begin to connect the idea of a
futurespective and looking back to move forward to the design thinking framework.
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Direct Instruction

9:30 Meet/welcome students in the MECA lobby and review gallery rules. Teacher
walks through ICA and give students a brief overview of the show.
9:35 Gather by a semicircle of stools in the rear gallery near a projector with the
slideshow. Pass out name tags and markers. Students and teacher will define
FUTURESPECTIVE. Teacher lead a discussion about the use of existing designs to make
something new. Tie this back to “Yes and…” thinking and the design thinking
framework. Teacher will lead students in an ideation exercise to help them get into the
design thinking mindset. How many things can you do with a spoon? Explain gallery
game. Students will break into groups of 3-5 and search the gallery for examples of
items being used for things other than their intended purpose.

9:50 Students explore the exhibit independently. Teacher will circulate the gallery and
gauge student interest to determine which pieces the class will talk about when they
reconvene.
10:00 Students reconvene and to share out examples they found during their gallery
search. Based on student interests gather around a piece from the show and encourage
students to consider the processes that DesignInquiry may use to create their work.
Connect these ideas to the drawing tool design challenge. What designs for drawing
tools already exist? What can we learn from them/ incorporate into their designs? What
designs for non-drawing objects could we incorporate into our drawing tools? Lead
students out of the gallery and into the workshop space. 15 min
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Workshop
3.1.

3.
Overview
Project Description

During the workshop students will refine their drawing tool concept by building
prototypes and testing their tools by making drawings with the prototypes.
Students will engage in an iterative process of design by troubleshooting their
concepts and models. Finally students will envision how they might implement
their drawing tool while reflecting on how their process reflected the beliefs of
design thinking.

3.2.

Essential and Provoking Questions

EQ - How might we use design thinking to develop and
refine novel ideas?
PQs The drawing materials we use were all designed by somebody. How do you
think those people came up with those ideas?
How can we look to the designs of existing drawing tools to generate ideas
for a new one?
How might we design an innovative drawing tool?
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Maine Learning Results

Maine Learning Results

Lesson Objectives:

Assessment
Criteria:

1.
B1 Students choose multiple
suitable media, tools,
techniques, and processes
to create a variety of original
artworks=

1.
Students will consider and evaluate
the properties of drawing media as
they choose suitable media for
their drawing tools.

1.
Media Skills

2.
E5 Students demonstrate
positive interpersonal skills
and reflect on the impact of
interpersonal skills on
personal success in the arts.

2.
Students will draw on each other’s
ideas and knowledge as they
design and troubleshoot their
drawing tools.

2.
Interpersonal Skills

3.
Students will use the design
thinking framework to build and test
prototypes of the drawing tools
they envisioned during the previsit.

3.
Application of
Creative Practice

C. Working as a team.
3.
C1 Students apply and
analyze creative problem
solving skills to improve or
vary their own work and/or
the work of others.
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Summative Assessments

Assessment
Summative - Design Notes As students work on their prototypes and drawings they will
complete a series of design notes that tie their decisions and process back to the design
thinking framework.
Summative - Elevator Pitch Share Out Describe the process of creating and testing
your prototype using the design thinking framework. Based on what you have learned
through prototyping and testing your design describe how you would implement a

Dylan Fruh 2019

Scarborough HS

3.5.

15

Learning Environment

The workshop space evoked a makerspace mentality to encourage creative problem
solving in the development of the students’ prototypes. The space centered around a
central materials table that featured a wide range of non-traditional art materials as well
as a selection of traditional drawing materials to act as a creative catalyst for students’
designs. Specific hot glue and cutting stations helped to keep those activities localized.
A range of prompts on white boards, table toppers, and screens helped to set
expectations as well as provide prompts.
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Direct Instruction

10:30 Introduction: Ask students to recap what they did in the previsit. Define
prototype, test and implement. Review protocol for workshop. Students may work in
pairs or alone. Students will create a prototype, a series of test drawings, one large
drawing that shows of the features of your drawing tool, and a series of design notes
that reflect on their process.

10:40 Prototyping: Students will create working models of a new drawing tool using
the ideas they came up with in the previsit. Remind students that if they are facing
difficulties it might be useful to move to one of the other phases of the design thinking
framework.
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Testing: Students will create drawings using the tool they designed using their
prototypes and troubleshoot their designs. Students will revisit the steps of the design
thinking process as needed. Once students are happy with their tool they will make a
drawing that highlights what is special about their drawing tool.
11:50 Clean up.
12:00 Present: Students will give one minute elevator pitches in which they introduce
their prototype, discuss the process of developing the prototype, and share what a
finished version of the tool would be like.
12:30 Dismiss students to bus.
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Exhibition

4.

Gallery Game
4.1.

Overview

Following the visit to MECA and the ICA student prototypes, drawings and sketches
were displayed at the mid-term art show at Scarborough High School. The exhibit
evokes the mentality of DesignInquiry by making the students’ process visible.
Prototypes are displayed alongside test drawing, ideation sketches and student
reflections to help illustrate the paths that led students to their designs. An interpretive
label next to the exhibit provided context for Adventures in Art, DesignInquiry, and the
students work.
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Student Work
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Appendix
Resources and Materials

I.
II.
III.
IV.

Exhibition Interpretive Materials
Table Toppers and Station Signs
Design Notes Assessment Printouts
Pre-visit, Gallery, and Workshop Slideshows
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Adventures in Art at the Maine College of Art

DesignInquiry
How might we design an innovative drawing tool?

Adventures In Art is a program run by the Master of Arts in Teaching
program at the Maine College of Art. Art teacher candidate Dylan Fruh
led a group of art students from Scarborough High School in a series of
workshops and a gallery visit surrounding DesignInquiry:
Futurespective, an exhibition that explores both the history and the
possibilities of design at the Institute of Contemporary Art at MECA.
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Students used the design thinking framework, which uses six phases
(empathizing, defining, ideating, prototyping, testing and implementing)
to encourage out-of-the-box thinking and creative problem solving.
Before the visit to MECA students brainstormed concepts based around
the prompt - How might we design an innovative drawing tool? S
 tudents
were encouraged to build off of each others ideas and to accept even
the craziest ideas in order to develop novel designs.
The students then visited the DesignInquiry exhibition at MECA and
explored how designers draw from ideas from the past to develop new
ideas. After discussing the exhibit students participated in a workshop
where they prototyped and tested the designs for drawing tools that
they developed during the previsit. Students continued to reflect on the
design thinking framework in order to troubleshoot their designs and
work towards implementing a finished version of their drawing tool.
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