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AT THE LIBRARY

Where Idaho Makers Meet

MAKING - AN EDUCATIONAL INTERVENTION



Why are you here?
What do you hope to learn?
Who are you serving?

Why MAKE?

Please write your thoughts on the flip charts around the
room as you eat and network.



Linking the Framework to Learning
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PURPOSE

What is your mission?

Why are you making?

How does making tie into your organization’s mission?

PEOPLE

Who is on your team?

What are their passions?

How can they help you build your program?

PIECES & PARTS

What tools do you have to work with?
e High tech
e Low Tech
e Recycled



MAKESHOP
Learning Practice

Practice Description

Inquire

Learners’ openness and curious approach to the possibilities of the
context through exploration and questioning of its material properties.

Tinker Learners’ purposeful play, testing, risk taking, and evaluation of the
properties of materials, tools and processes.

Seek & Share Learners’ identification, pursuit/recruitment and sharing of expertise with

Resources others; includes collaboration and recognition of one’s own not-knowing

and desire to learn.

Hack & Repurpose

Learners harnessing and salvaging of materials, tools and processes to
modify, enhance, or create a new product or process; includes
disassociating object property from familiar use.

Express Intention

Learners’ discovery, evolution and refinement of personal identity and
interest areas through determination of short and long term goals;
includes learners’ responsive choice, negotiation, and pursuit of goals
alone and with others.

Develop Fluency

Learners’ development of comfort and competence with diverse tools,
materials, and processes; developing craft.

Simplify to Complexify

Learners’ demonstration of understanding of materials and processes by
connecting and combining component elements to make new meaning.


Presenter
Presentation Notes
These are the learning practices of making that we collectively in the MAKESHOP have developed. We will give examples of these to better communicate what these are. As you engage in the activities today and reflect on instances of engagement, hopefully you will have a better understanding of these.

It is definitely worth mentioning that this is a perspective on learning that we have developed with the MAKESHOP staff to identify and track learning in our makerspace. However, there are other perspectives that one might take such as the tinkering studio’s dimensions of learning, the activation lab that has researchers from the Lawrence Hall of Science and the University of Pittsburgh 
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Presenter
Presentation Notes
Inquire is when a learner approaches the circuit blocks, stacks the circuit blocks, spins the fan of the circuit blocks.
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Presenter
Presentation Notes
Tinkering is turning the switch on and off. Tinker is banging a tube on a chair in the design challenge to see if it is tough enough to carry out your intended task. 
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Presenter
Presentation Notes
Seeking and sharing resources is asking for help or showing someone how to move a figure around in tinkercad. It’s important to note that this is not always a person to person activity and can include books, the internet, etc.
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Presenter
Presentation Notes
Hack and repurpose is using a paperclip as a switch. The soda bottle as an oxygen tank example. 



EXPRESS INTENTION
Learners’ discovery,
evolution and
refinement of personal
Identity and interest
areas through
determination of short
and long term goals;
Includes learners’
responsive choice,
negotiation, and pursuit
of goals alone and with
others.


Presenter
Presentation Notes
Deciding what to design in tinkercad
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Presenter
Presentation Notes
Developing a craft
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Presenter
Presentation Notes
Connecting component parts so they have meaning. 



Making-Based Discussions

Engage In the making activity
— Write down examples of engaging in the
practices

— Discuss



Presenter
Presentation Notes
Launch to the activity. 

In your discussion, among other things certainly consider the practices that you feel like you engaged in. Also, think about the practices you engaged in that are not listed. Try to reflect on the relationship between the framework elements that we talked about yesterday and the learning practices. In what ways do you see the people, pieces and parts and purpose supporting learning. 



5.
Evaluate

1.
State the
Problem

4.
Build the
Item

2.
Generate
Ideas

Solution
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