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expand cooperative models
to young people






innovation has to do with
emotions and the
management of emotions
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Analytical Design Intuitive
thinking thinking thinking

100% reliability 50/50 mix 100% validity
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thinking like a designer can transform
the way you develop products, processes,
services and even business

Tim Brown
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» understand the context
- empathize with the people for whom it is designed
» look for inspiration
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team work

understand your user/people

o min
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+ find the important problem
+ ask the right questions
+ redefining the challenge



9 re-fefing Juu ehall;

how might we..?
the design key

how might we make everyone understand a
co-op?

how might we share more information of
it success?

how might we want to create coop based
on its advantages ?

v e~ Hefinition of the



team work

re-define your challenge

) Min
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brainstroming

Jmit the time 20-90 min

4-5 pezgie is enough ! \
determine the
well but ever
its ok

have radical ideas

team work
generate 20 ideas to \5 m.m

resolve the challenge

telescopic method




+ explore the divergence of ideas
- find solutions for the challenge
» use tecnology to solve the challenge
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feam work
generate 20 ideas to

resolve the challenge |5 Min
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» covert tangibilize ideas
» build to think and don't

think to build
+ comunicate your idea



ur idea
LEGO SERIOUS PLAY is a process of fraw nd strates
transformation, innovative i
" . sl on research that has shmn:::f‘qu‘;;::}:‘:znl?t: bm: <
v carn an
&Q, a prototype is a Tes befter understand our envieonment, 1 characteristi
\Q\ experiment that allows us o pessibilitizs and potentialities
) collect, with the least possible

effort, the maximum amount
of information about its

po*enﬁcl clientsfusers.

¢
@0«@‘ RN o

x e
&,S\\“w




a prototype is a test/
experiment that allows us to
collect, with the least possible
effort, the maximum amount
of information about its
potential clients/users.



LEGO SERIOUS PLAY is a process of training and strategic
transformation, innovative and deeply experiential. It is based
on research that has shown that by playing, we can learn and
better understand our environment, its characteristic
possibilities and potentialities
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feam work
design your prototype .
10 min



team work
show your profotype

n 2 Min
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