
Teacher Resource (grades: 3–12) 

Tiovivo 
Whimsical Sculptures by Jaime Hayon

Through November 27

Designed by internationally renowned artist-designer Jaime Hayon (Spanish, born 1974), Tiovivo 
whimsically interprets the familiar shapes of animals or objects, such as a pig or a bell, in ways that inspire 
playfulness and joy. Loosely inspired by the fanciful forms found on a tiovivo (carousel) and hand crafted 
from wood, these colorful sculptures transform the Sifly Piazza into an architectural landscape. Hayon 
blurs the lines between art, decoration, and design to create intricate, finely crafted objects. His art has 
been displayed in solo exhibitions around the world and at major galleries and art fairs. Use this resource 
to explore how Hayon’s sculptures connect to teaching and learning objectives in your classroom.
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Use Hayon’s Installation to Explore the Design Thinking Process

1. Empathize: Learn about your audience.
 • Whom do you think Hayon designed these sculptures for?
 • How might Hayon have learned about his audience?
 • What about his audience do you think he took into consideration when designing this installation?

2. Define: Create a point of view based on the user’s needs and insights. 
 • What are the user’s needs?
 • What evidence indicates that Hayon took his audience into consideration?
 • The sculptures are made of wood. Why do you think he chose this material instead of metal?

3. Ideate: Brainstorm.
 • How might Hayon have brainstormed ideas? What kinds of materials do you think he used to do this?
 • What might have inspired these sculptures? What do you think these inspirations looked like?

4. Prototype: Build a representation of one or more of your ideas.
 • Why do you think Hayon created a prototype?
 • What do designers learn when they create prototypes?
 • Do you think Hayon changed anything about his design after making the prototype?

5. Test: Share your prototype with the original user.
 • Hayon shared his prototype with curators from the High Museum. Why do you think he wanted 
  feedback from others?
 • How might the design thinking process help artists generate or refine ideas?

Additional Resources: 
 • Design thinking: http://dschool.stanford.edu/dgift/ 
 • Jaime Hayon: http://www.hayonstudio.com/ 
 • Key images PowerPoint presentation: http://www.high.org/Educators/Teacher-Resources/tiovivo
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