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Why? SPACE, PLACE, AND MEANING ELAME
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https://sec1geography2015.wordpress.com/2015/02/11/space- Photo: Marc Godon, VRT Innovation, 2019
place-and-meaning/
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The Double Diamond

Developing

Problem Ideas
Finding Prototyping
Solutions

Service Design Academy: The Double Diamond
https://youtu.be/mRd70VmiyZw via @YouTube

Discover Define Develop Deliver


https://youtu.be/mRd7OVmiyZw

The Double Diamond

Thinking

broad.ly, Generating
observing, Solutions
talking

Focusing

Service Design Academy: The Double Diamond
https://youtu.be/mRd70VmiyZw via @YouTube

Critical and
. down,
analytical .
thinking getting
feedback

Discover Define Develop Deliver


https://youtu.be/mRd7OVmiyZw

Service Design Academy: The Double Diamond

https://youtu.be/mRd70OVmiyZw via @YouTube

The Double Diamond

User
.Interviews

Discover Define Develop

Deliver


https://youtu.be/mRd7OVmiyZw

Service Design Academy: The Double Diamond
https://youtu.be/mRd70OVmiyZw via @YouTube
Day 1: Tutorials
A & N N

Day 2: e Diamond

* Presentation with examples
and hands-on

. _(Igompetition WO
+ Teams
A & &= - W A ;éq A obﬁ

Day 2: Day 3: . Day 4:
* |like, | wish, | wonder « Continue Hacking Show
* Projectideas * Maquette . * Trials

« Hands on

 What did we learn?
« Show and Tell
Winners

« Diverge/Converge
*  Model Millennium
Square
«  Experts consult
+ Flame Patterns
Design Brief (5WH)
Paper prototype interaction
* Vision Poster (A1 sketch note,
USP)

- A

Day 2: Start the hacking
Discover Define Develop Deliver



https://youtu.be/mRd7OVmiyZw
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Urban Hacking Studio (90’) ELA

* Reflect via: | like, | wish, | wonder.

* 5 minutes individual (post-it). 10 minutes in team. Collect post-it and cluster.
* Extract project idea.
* Diverge/Converge to develop idea.

* Use the Model Millennium Square to enrich your scenario. Talk to the experts, users. Check the
flame patterns.

* Deliver:
* Design brief: what, when, where, how, who and why?
* Paper prototype interaction.

° Vision poster (Al sketch note) to pitch. Contains: title, USP, name studio and members, rich
colorful Sketch on 5WH.
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I like, I wish, I wonder

Framework for providing constructive feedback

A Akshay Kothari https://medium.com/@akothari/i-like-i-wish-i-wonder-ab25a6d5090f
@ Oct 18,2013 - 3 min read



https://medium.com/@akothari/i-like-i-wish-i-wonder-ab25a6d5090f
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Here’s an example of an email I sent to our lead designer recently, after seeing FLH[T (:
some high fidelity mocks:

+ I like the layout of the new xyz feature

+ I'really like the animations of going from main page to xyz
- Iwish the text size was slightly larger for better readability
- Iwish the blue color was less bright

? Iwonder how we will get more people to discover xyz

? Iwonder how xyz metrics will affect abc

Over the last couple of years, I've realized how you communicate your ideas To
can end up being more important than the idea itself. This simple framework

gets team members in the habit of communicating positively, which leads to

more productivity and less conflict.

https://medium.com/@akothari/i-like-i-wish-i-wonder-ab25a6d5090f
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https://medium.com/digital-experience-design/a-guide-to-paper-prototyping-testing-for-web-interfaces-49e542ba765f
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https://www.google.com/search%3Fsafe=off&q=paper+prototyping+with+post-it&tbm=isch&source=univ&sa=X&ved=2ahUKEwiu7azPuvLiAhXUesAKHbicCV4QsAR6BAgAEAE&biw=1222&bih=649
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Encourage open feedback I Like..., | Wish ..., What If? ELAME

* Designers rely on personal communication and, particularly, feedback,
during design work.

* You request feedback from users about your solution concepts, and you
seek feedback from colleagues about design frameworks you are
developing.

e Qutside the project itself, fellow designers need to communicate how
they are working together as a team. Feedback is best given with |-
statements. For example, “I sometimes feel you don’t listen to me”
instead of “You don’t listen to a word | say.” Specifically, “I like, | wish,
What if” (IL/IW/WI) is a simple tool to encourage open feedback.

e https://dschool-old.stanford.edu/wp-
content/themes/dschool/method-cards/i-like-i-wish-what-if.pdf
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https://dschool-old.stanford.edu/wp-content/themes/dschool/method-cards/i-like-i-wish-what-if.pdf

https://uxknowledgebase.com/prototyping-part-1-e7d606cde30b
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