
Lesson Title and Summary: Empathy

Materials

In this lesson, the learner will:

Vocabulary: 
Assumptions; (Biases, Judgement) Design
Principles, Empathy, Identify, Immersion.

Stanford Design School’s five chairs exercise encourages
learners to learn how to develop design principles for a
user profile. Learners will consider user needs (this
sets the design principles) and develop ideas on paper
and create 3D prototypes of their designs. This activity
encourages learners to iterate on their designs and
practice using different materials.

understand empathy in design
develop critical thinking
build, test and iterate design ideas grounded in a
user’s needs
practice group work
work through design challenges collaboratively

Worksheet: User Profiles
Worksheet: Empathy Map
Paper
Scissors
Crafting Materials 3D prototyping e.g. cardboard,
tape, modelling clay, match sticks, toothpicks, lollipop
sticks 
Tape / Glue 
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Activity 1 Developing design principles from user profiles (10 mins)

1.Divide learners into groups of 2-4 and give each group Worksheet: User Profiles.
2.Learners will read through the profiles in their groups and underline key information on each user.

Activity 2 Developing paper designs (15 mins)

1. Ask each group to select a user from the worksheet they want to design for and identify two needs 
       (design principles) they see in the description.
   2.  Use Worksheet: Empathy Map to have a discussion and note-taking session in groups on the 
        selected user.

            • Did you identify the design principles required for your user?
            • Did you make any assumptions about your user?
            • Did you discover any biases / judgments about your user that you might have?

   3. Based on the discussion, design a chair for their selected user on paper.

Activity 3 Develop a 3D prototype (25 mins)

    1. Using the paper design as an initial guide, build a 3D prototype using the materials  
        provided. Make sure to include at least two design principles (user needs) into the prototype.
    2. Encourage groups to add one more design principle - to reflect their own style as designers.

This lesson is a foundational skills-building lesson. The process can be transferred to any project as
part of an empathic design process. Using the empathy map -  See additional activity in the extension
box, which can extend this key skill. 
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Three things they feel they have learnt from the tasks
Two things they found most interesting and would like to explore more 
One – their opinion they have about the tasks

Rather than Post-its you can set up a mentimeter poll to gather feedback www.mentimenter.com 

REFLECTIVE EXERCISE: 3-2-1 (10 mins)

Activity Instructions 



MEDIA BOX: (materials, online video links, extra resources, case studies etc)

Video: The importance of Empathy [3:30 mins] https://www.youtube.com/watch?v=UzPMMSKfKZQ

Video: Empathy not Sympathy [2:30 mins] https://www.youtube.com/watch?v=HznVuCVQd10
 

Video: What is an Empathy Map? [5:36 mins] https://www.youtube.com/watch?v=QwF9a56WFWA

EXTENSION / REDUCTION ACTIVITIES

Local Trip / Expertise / Additional Work and Assessments

Learners identify a local values-led organisation and make contact to request an interview and
prepare interview questions about the values of their chosen organisation. 

Linked learning:  
Supporting Skills: Interview skills
Media Communication module to develop a media project task. 

Reduction: For a shorter class, complete Activity 1 & 2 only. Complete Activity 3 in the following
lesson.

Extension: For a longer class, develop a discussion task after Activity 3 using the following
prompts. These prompts can also be used as an out-of-class reflective writing task.

What was it like to build your chairs using the design principles you identified?
What was it like to create different iterations of your design?
What did you change along the way? What did you learn from your prototypes?
Did anyone get stuck at any point? What was that like? What did you do to get unstuck?
Which material did you enjoy working with the most? Why?
Which material did you like the least? Why?
Which material best expresses the essence of the chair your drew?
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https://www.youtube.com/watch?v=UzPMMSKfKZQ
https://www.youtube.com/watch?v=HznVuCVQd10
https://www.youtube.com/watch?v=QwF9a56WFWA
https://www.muinincatalyst.com/s-projects-basic
https://www.muinincatalyst.com/courses-1


THINK AND FEEL

WHAT DO THEY SAY
AND DO

What really matters to them?
What do they think about?
What are their worries, dreams or aspirations?

What other things might your user do?
What other things are they interested in?

H
E

A
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Where does your
user get information?

Who might your user
listen to or be
influenced by?

What sort of things does
your user hear / listen to?

S
E

E

When do they use the
town and what do the
see  
Do they walk, cycle or
drive through the
town?
What might they
notice?

What does your user see?

What does your user think and feel?

Lesson 5: Empathy Map

Understanding
Your User



LESSON 5: USER PROFILES 

ORIGINAL 5 CHAIRS CHALLENGE CONCEPT: STANFORD DESIGN SCHOOL

https://dschool.stanford.edu/resources/the-5-chair-challenge

