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Assignment

We communicate with other people all the time. In conversations,
chats, meetings, posts, tweets and calls. The skill of
communicating is often taken for granted while in fact it's @ hard

skill to master.

Your assignmentf is fo design a learning experience for a family
member, friend or colleague that will enable them to improve their
communicative skills. In line with our theme “the human touch” we
want you to make your design personal and meaningful.

There are many different aspects of communication that you could
tackle. Here are @ couple of examples:

“My colleague has great ideas that often get overlooked. He would
like to be able fo express his ideas more easily.’

«Qur virtual feam meetings take 100 much time and we would all
like to communicate more offectively so we can get more work
done’

“Me and my kids use Instagram and whatsApp all the time and I'd
like their grandpcren’rs to learn how to use these apps ds well”

To get started pick a person you'd like fo design your experience
for. This is your learner. Now we are going fo take seven steps over
three days fo design a learning experience that will really make a
difference. These steps are on the next page.

Design labs

On Monday, Tuesday and wednesday there will be a Design Lab
focussing on onée part of the design process - Research,
Profotyping and Testing. These are a great opportuni’ry to ask your
questions, learn about the design process and guide you along the
way. We expect you do most of the work in your spare time.

Thursday you'll have the opportunity to finish your experience and
share it with us on Ixd.org (details on how to share will be inan
upcoming e-mail). On Friday - the conference day - we will look at
some of your uploaded work.




Step 1: Purpose
Think about what you would like your learner to get out of this experience. In other
words what is the purpose of this experience?

Tip: it's about the value and meaning for the learner, not what you think is
important.

Step 2: Person

experience.
Tip: talk to your learner to test any assumptions you make. @
Z

Step 3: Generate ideas

Tip: it's quantity over quality right now, so don’t hold back!

Step 4: Conceptualise

will go through the actual experience.
Tip: take pictures or make g video to capture what happens during the test.
Step 7: Improve

she learn? What did she (dis)like? Write down your findings and come up with ways

to improve your design. gs
/
Congratulations! You've completed your LX design sprint. {



