


ram GUIA MANUAL

“PUESTA
EN 1. Cada Participante toma una nota
o : LeeCOH l(:tsg;ggerente al suyo. y
A re con "PORQUE+AN- \
pas g . SWER". “AGRUPAR-
3. Escribir en el RECTO de una nueva ”»
nota adhesiva del propio color del LOS
1. Cada participante tiene su participante una pregunta
propio color dei nota adhesiva. "PORQUE +RESPUESTA", donde
2. Cada participante toma y RESPUESTA vi
escribe su primera nota: v1e::giddeo-la PRGOS i 1. Agrupa todas las PREGL_JNTAS
> Anverso/ Recto: 4. Escriba en el VERSO de su propia similares en determinadas
"POR QUE + PREGUNTA" nota la respuesta a su propia categorias, en torno a 4-6
> Reverso : pregunta "POR QUE". categorias.
"PORQUE+RESPUESTA " 5. Coloca las dos notas (la suya + la del 2. Establezca prioridades entre
3. Poner en el centro de la otro participante) en el tablero WHY. las categorias mas importantes
mesa una vez terminado.

Y vuelve al paso 1y realiza el BUCLE y las menos importantes.
durante 4 VECES.

“" ‘u
G RAN 1. Elija la tarjeta "GRAN PREGUNTA".
2124 0]\ BPLY 2. Escribe tu gran pregunta en la hoja

How can we «
en blanco. {goal) ....?

Ej: ¢Como podemos + (objetivo)...?
) Y

PROTOTIPO

“CREACION
“BUCLE” “EVALUAR”

“ORGANIZE”
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“‘PRESENTE
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“PRIMEIR
IDEIA”

=

“LOOP”

e

“AVALIAR”

“INICIO”

1. Cada participante tem a sua
propria cor de notas autocol-
antes.

2. Cada participante pega e
escreve a sua primeira nota:
> Frente/ Frente e Verso:
"PORQUE + PERGUNTA"
> Verso/ Verso:
"PORQUE + RESPOSTA "

3. Colocar no meio da mesa
depois de terminado.

3.

“GRANDE

1. Cada participante toma uma nota
com uma cor diferente da sua,
2. L& o VERSO com "PORQUE +
RESPOSTA".
3. Escreve no RECTO de uma nova nota
autocolante da cor do participante
uma pergunta "PORQUE + RESPOSTA",
em que a RESPOSTA vem da nota que
escolheu.

4. Escrever no VERSO do seu préprio
bilhete a resposta a sua propria
pergunta "PORQUE".

5. Coloca as duas notas (a sua + a do
outro  participante) no quadro
PORQUE.

E volta ao passo 1 e faz 0 LOOP duran-
te 4 VEZES.

Escolher a carta "GRANDE
PERGUNTA".

PERGUNTA’ 2. Escreva a sua grande questao na

pagina branca.

Como podemos + (objectivo)...?

“ORGANIZAR”

“HISTORIA”

“FINALIZAR”

“GRUPO”

1. Agrupe todas as PERGUNTAS
semelhantes em determinadas
categorias, cerca de 4-6 catego-
rias.
2. Estabelega prioridades das
Categorias mais importantes
Para as menos importantes,

How can we «
(goal) ... 7

“APRESENTACAQ”

ot
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"Teamwork is the ability to work
together toward a common vision, the
ability to direct individual
accomplishments toward organizational
objectives. It is the tuel that allows

common people to attain uncommon
results.”




Interrdicral, Jape Gesgion

Context :
e MULTICULTURAL BACKGROUNDS

e Develop innovative ideas
e USING DESIGN THINKING

During this time the participants :
e work in team
e generate ideas
®* create prototypes
e present the solutions
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& HOW TO EXPLAIN DESIGN 7

COMBINE FORMS AND PICTURES
TESTING POTENTIAL OPTION
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Human-centred design
Dasign i the crastive process of
Placvitig and develoging effective
» BoUNIoNs that consider funcionalty,
h Bestheticy, and user exporionce.

What is design for you 7

3"‘3% dot )
S, NS )

e




WHAT IS DESIGN ?

Uncertainty [ patterns / Insights Clarity / Focus

Creativity |— \ S ( : Innovation

Research | Concept Desiagn |

Technical
Knowledge

\
!y ol design

Thinking

Design is the creative process of
planning and developing effective
solutions that consider functionality,
aesthetics, and user experience.

Color chart

change

Set

What is design for you?

ACTION GUIDE
DAY 1

: Choose the user

1 "What could be their life like ?"

: Share the ideas with the other participant

: Projection in the user shoes

Insights

: Empathy map

: Big question

: Why questions

: Presentation

: Discution

: Classification

: Big question and problem statement

* Prototype

IDEATION
1: choose the ‘Random word’

2 : Create the relation between the “random
word” and the topic.

3 : Share your idea.

4 :"Make” your idea.

5 :“Make” and explain your idea.
6 : Group your ideas.

7 : Evaluate your Ideas

8 : Choose and combine the best category

DAY 2

1: Create a story board

2 : Organization to create prototype

3 : Create protoytpe

4 : Test & Feedback

PRESENTATION
DAY 1

A3 Poster

O Title

O Context

O User persona or empathy map
O The problem statement

O Selected idea during the ideation phase

DAY 3

AO Poster
Title
Context
User persona or empathy map
The problem statement
Selected idea during the ideation phase
Developed prototype
Scenario board
Feedback of prototype
Summary of the workshop



Tool kit

Innovation et
Durabilité




JWWM

DAY 1

Morning :

e Welcome game (10 min)
e What is design ? (10-15 min)

Afternoon:

e |deation phase (3h55)

1. Collage to generate ideas
2. Grouping the ideas

3. Generate Problematic

* Concept generation
4.Collage

5.Criteria cards

6.Template card

/. Prototype generation template

8. First mute presentation

DAY 2

Morning_:

e Class by expert (30 min)
e Workshop tour (3h)

Afternoon:

e Filling Prototype template
e Prototyping and test phase
in workshop (4h)

DAY 3

Morning:
e Finish prototype (1h)

e Prepare presentation (2h)
1. Hand made poster

Afternoon:

e Presentation of the project
(10 min)
e Cleaning (1h 30)



Objective:
to understand one another by
identitying their problem solving skill by

answering the answer

@ 10 minutes

” 3 - 6 peoples

"\




WELCOME GAME

DURATION: 10 MINS

Participants
will be ask
to pick a
random tool
which the
name of the
tool written
on a piece of

rolled paper

Individu action

Raise the
hands ‘if
you like
the tool’

group action

Go and
talk to the
other, and

trade to
find the
tool you
like!

Individu action

Learn why
some
people
wants/do
esn’'t want
totrade
the tool

Individu action

Which
one is the
favorite
tool ?

group action




r@w GUIA MANUAL

“PUESTA
EN
MARCHA”

1. Cada participante tiene su
propio color de nota adhesiva,
2. Cada participante toma y
escribe su primera nota:
> Anverso/ Recto:
"POR QUE + PREGUNTA"
> Reverso:
"PORQUE+RESPUESTA "
3. Poner en el centro de la
mesa una vez terminado.

1. Cada Participante toma una nota
con color diferente al suyo.

2. Leer el VERSO con "PORQUE+AN-
SWER",

3. Escribir en el RECTD de una nueva

nota adhesiva del propio color del

participante una pregunta

"PORQUE+RESPUESTA", donde

RESPUESTA viene de la nota que ha
cogido.

4. Escriba en el VERSO de su propia
nota la respuesta a su propia
pregunta "POR QUE",

S. Coloca las dos notas (la suya + la del
otro participante) en el tablero WHY.
Y vuelve al paso 1y realiza el BUCLE
durante 4 VECES.

“AGRUPAR-
LOS”

1. Agrupa todas las PREGUNTAS
similares en determinadas
categorias, en torno a 46
categorias.
2. Establezca prioridades entre
las categorias mas importantes
y las menos importantes.

1. Elije la tarjeta "GRAN PREGUNTA".
2. Escribe tu gran pregunta en la hoja How can we +
en blanco.

(goal) ... ?
Ej: ;Como podemos + (objetivo)...?

¥ “PRIMERA
IDEA”

“FINALIZAR”

“CREACION

nte en una
» .




" (EMPATIA

iparite pogs « 8
primein pots

J 3 1. Cada participante tiene su
4 A A g propio color de nota adhesiva, |
L Verso Verso: ' ~ 3 - o 2. Cada participante toma y
cronouE + Asssotia . | I POR ¢ % X St escribe su primera nota:
3 Cototar no meto do mesa € volta 80 pasza 1 0 far o LOK o r i .
dagniv do tecanrada. t0 4 VEZES. 3 > Anverso/ Recto:
"POR QUE + PREGUNTA"
PERGUNTA",

> Reverso:
¥ Estrova a sun grande Questio no

. . ~ K ! B 1 3 "PORQUE+RESPUESTA "
i g ! i oty A @ . Poner en el centro de
Focs A tnier g - ! s 4 n mesa una vez terminado.
Ex: Como podemos + (objectivo)...? ‘
“CRIA |
& 2 |
1 - Tooos
et Irrerent steps
ik de papet
I-muwomm:::nm.

Eacolber 2 carts “GRANDE

“GRAN
PREGUNTA

teristicas: da ey
matenials,
3. Desanhar todas uy
-le Mm l:’ﬂ ot ﬂ;‘lﬂ‘ﬂfl.n &
mwmda:hmw_y
= Lntrads; AMARELO

~1i08£40 de st porte; VERDE

]
"APRESENTACAQ” . 5,3- °.

' Tarjota COMBINAR:
[ 4 ge DOS ideas.

pe y COMBINALAS,
J “PRIMERA J
IDEA” &

ER
3. Escribir en el RECTO de una nueva
propio coler del

pregunta

1, Agrupa todas las PREGUNTAS
similares en  dete s
| categortas, en tormo a 46

5. Colocalas dos notas (1a suya + La del
otro participante) en el tablero WHY.
¥ vuelve al paso 1y realiza el BUCLE

1. Elija Lo tarjeta "GRAN PREGUNTA",
LAV QY 2. escribe tu gran pregunta en ta hofa

en blanco,
Ej: :Como podemos + (objetivo)...?

I

“ORGANIZE” /
/
@ By iy LTodos los partcipantesasi
CUENTO e
Sola fioja de papei.
1. Elige la tarjeta "Prototipo de organi- 2Escribir la funcion principal y las carac-
EXcln, teristicas del componente, asi como los

2. Sigue (as instrucciones de los pasos. '
123, Los participantes pueden hacer la 3. ibuja todas L~ conexiones para conec-
organizacién escribiendo en papel A3. tar este componente a los otros componen-
tes del prototipo en 3 colores:
Interactiv (electricidad/informacién/...
y - Entrada: AM)
Elige UNA idea, imagina un % “salida: ROJO
e - A ~Conexion de soporte: VERDE
adaptads 3 esto LUGAR/ ey

intentar construir todo el sistema
os 1y compro-
0.

1, Escoge un papel AD en blanco que pueda sel
combinacion de 4 AZ)
2. Elija la tarjeta *POSTER AQ".

3. Reproduzca la estructura en la hoja de papel

4 D (4 de A2).
4. Rellene las zonas con el contenido creado
hasta el momento y ‘m también el PROTO-
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Objective:

to introduce the design ecosystem that
focusing the user needs which is
reflected in the process of how the
designer solve the problem and the
consideration to evaluate the solution
before helping the participants in the
workshop

@ 30 minutes

Flip book
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EMPATHY
PHASE

PAIN | GAIN

Empathy map
& persona cards




EMPHATY PHASE
Credle Clhapacter

To help the participants to empathize
with the target audience and see
things from their perspective and have
better understanding about their

needs, behaviors, and motivations.

@ 45 minutes

3 - 6 peoples
Post- it
Pen

il Ll e e Cards &

& 5O @

wnlm Empathy map



EMPHATY PHASE )» '
W W Object (12)

TOOLS: IDENTITY SYMBOL CARDS (20)
DURATION: 35 MINS

Group (5)




Objective:
To explore ditferent perspectives,
generate creative ideas, and develop

solutions for specific problems.

@ Th 25 minutes

‘% 3 _ 6 peopl
. - 6 people

e Post- it
Pen
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JWWM

DAY 1

Morning :

e Welcome game (10 min)
e What is design ? (10-15 min)

Afternoon:

e |deation phase (3h55)

1. Collage to generate ideas
2. Grouping the ideas

3. Generate Problematic

* Concept generation
4.Collage

5.Criteria cards

6.Template card

/. Prototype generation template

8. First mute presentation

DAY 2

Morning_:

e Class by expert (30 min)
e Workshop tour (3h)

Afternoon:

e Filling Prototype template
e Prototyping and test phase
in workshop (4h)

DAY 3

Morning:
e Finish prototype (1h)

e Prepare presentation (2h)
1. Hand made poster

Afternoon:

e Presentation of the project
(10 min)
e Cleaning (1h 30)



CLASS BY EXPERT

Issue and Stakes : 1 Person representing the groupe Technical aspect : Workshop tour
Ecological / Social / Politic All of the team
& Economic How to make a prototype 7



Objective:

creating a physical representation of
the potential solution that was
generated in the previous phase that

can be used for testing and refinement.

@ 5 hours

‘% 3 _ 6 peopl
‘ - 6 people

m Figma / Wood / Paper
/ Fimo paste ...
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STORYBOARD

STORYBOARD

PROBLEM
What |5 the problem ¥
Describa the obstacie that prevanting the chazacter tn raach

STORYBOAR

DESIGN
How the obstacie can ve ressivad 7
Introduc the product/service/system

—STORYBOARD

‘ STORYBOARD

¥ "D’! the solution *

STORYBOARD

Story board

Prototype &
render

O Title

O Context
O User persona or empathy map

O The problem statement

O Selected idea during the ideatic phase



-----------------------------------------------
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PROTOTYPE
CHECKLIST

Chek list

List of components and the relations.

To folow
basic steps

Big question
reminder

Create the steps.

Divide the job.

Individual work:
Create the first version of the component,

Group work:
Build the whole system and check the errors.

N - W e e



Finish the prototype Prepare pitch &
and prepare the presentation Hand made poster



JWWM

DAY 1

Morning :

e Welcome game (10 min)
e What is design ? (10-15 min)

Afternoon:

e |deation phase (3h55)

1. Collage to generate ideas
2. Grouping the ideas

3. Generate Problematic

* Concept generation
4.Collage

5.Criteria cards

6.Template card

/. Prototype generation template

8. First mute presentation

DAY 2

Morning_:

e Class by expert (30 min)
e Workshop tour (3h)

Afternoon:

e Filling Prototype template
e Prototyping and test phase
in workshop (4h)

DAY 3

Morning:
e Finish prototype (1h)

e Prepare presentation (2h)
1. Hand made poster

Afternoon:

e Presentation of the project
(10 min)
e Cleaning (1h 30)
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Evaluate
the idea

.
- e e e e e e

- e U
Sustainability *
Is the idea is good for the environment, society, and the economy. ?

[A)

User-friendly

N€ldea Is easy to use and understand for the people who

ﬁost—effective

the idea 1s affordable and doesn't takes too much time ?

rough the designer
perspective

Inclusive

S the 1dea works w

ell for people of different backgrounds Low

aqae 3 i a5t itiec ?
i and abilities 7

Functional

l0es what it is supposed to do and solves the problem ?

User needs

unt what people actually need ?

3. Ay
Sustainability Ly
|5 1ne icea is good for the environment, sosisty, and the aconomy 7

S,

User-friendly =>-

14 the ides 15 casy to use and undarstand for the peaple who

will be using W7
8 2’8'
Cost-effective =%
|= the idea {5 atforaable and doesn't ks 100 much time?

Achieve Inclusivity
Sustainability &
Functionality

(7 -

Inclusive .
15 the 10ea works well foe people af different bacl
oged, end abilibes ?

1

Functional
[ the idea doos what 1 in supposed to da

R,

User needs o
15 the \daa taki account &
T
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Learning how to make a support for a methological tool to work

with people : potential user or coworker from another field

Learning different communication skills & how to help people

generate ideas without drawing

Learning to compromise and to explain ideas in different way to

help people understand our point of view




