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https://www.youtube.com/watch?time_continue=28&v=jTageuhPfAM&feature=emb_title

UNLOCKING LEARNING SPACES - an examination of the relationship between the design of learning spaces and pedagogical practices



https://www.researchgate.net/figure/The-interaction-between-making-telling-and-enacting-in-co-designing-Source-Brandt_fig21_338044292
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https://dribbble.com/shots/5090405-Creative-Toolkit

Session Goal (LSP)

Develop a tangible service prototype (LSP model)
Articulate the service story: What happens throughout the experience?

Work through at most important barriers, each paired with an initial service
design solution



1.TASK (LSP)

KEY TOUCHPOINT

map the key touchpoints of your service with the

core experience:
- What happens at this key touchpoint?

- Which user does this touchpoint target - Which challenges occur?



,BEFORE" and ,,AFTER"

How do users enter the key touchpoint?
What is their interactions or impressions?
How is the user guided out of?

What do they take away (insights, mindset, actions)?



3. TASK

KEY IMAGE AND CLAIM

What is the core moment or element you want to visualize?
How does this image communicate the value of your service at a glance?
Formulate a clear claim to accompany your image

What is your service promise? Why should someone use it?
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STORY SHAPING

Persona
Matching persona empathy? Other personas as a contrast?

Narrative perspective? Authenticity : Objectivity

Design solution
Where and how is the problem best shown in the story?
Which emotional theme / experience triggers the design solution?
How is the internal problem represented in an external storyline?

How does the persona solve the problem with the help of technology?



Challenge Storyboard

D\Rda\cu

Bild 1:

Person in leerer Industrie- Halle mit

Riicken zu Zuschauer, die mit Kopf
hin und her nickt.

Kamerafahrt von Totale auf
Halbtotale.

Sprechertext: Weiblich

Sound: Raum-Ambience, in der
Ferne hort man ein Atmen

Bild 2:

Person schreckt Hand zur Wand
und tastet sich im Raum vor. Es
entsteht der Eindruck, dass

Halb-Nahe: Kamer statisch

Sprechertext: Weiblich: Die Wand
als Wald, die im Echo zu Dir hallt....

Sound: Ambiente in Mix mit Musik

Bild 3:

Person im Raum, mit Ruicken zu
Zuschauer, nickt mit Kopf hin und
her.

Grosse, Kamera statisch

Sprechertext: Weiblich: Dreh mich
um, und ich summ....

Sound: Ambience: Klicken der
Knopfe, Deckel schliesst sich....



SHOW - DO NOT TELL



