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Check your
name is
correct

Use Gallery
Mode in Zoom

mute when not
speaking

Share your thoughts
in the Chat but feel
free to open the
mic!

Camera on...
let us see that
smile!

ISLAND



Your
facilitators

Hi again from the
team that will
facilitate and
conduct these
sessions where you
will are the main
actors
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PROGRAM OVERVIEW

You are here!

~

Personality Profiling
Six Working Genius

Practical application on a business related project.
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1.DO.A.R.R.T

Intention

no
Desired Outcome
Agenda agenda’

Roles
Responsibilities
Time

Essential tool to efficiently manage

a meeting or group process,
establishing the purpose, attenda!

structure and expected results.

Respecting the time and attention of others
Honor our own time and attention



.DO.A.R.R.T

ntention |dentify and explore problems worth solving

Acquire an understanding of tools, techniques to be innovative and
how to create a high performing innovative team.

esired Outcome

genda See next page

les Take the time to be present during the whole session / speak up /
u feedback is a gift / listen actively
esponsibilities Participate actively, share

ime 3 hours



AGENDA FOR TODAY

13.00 Welcome & check-in

13.30 Stinky Fish

13.50 Categorizing Complexity
14.40 Break

14.55 Decision Making Approaches

15.50 Check-out




TALKING ABOUT IT
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Stinky Fish is a
metaphor for ...

What-we-carry-but-it's-
Difficult-to-talk-about-and
-the-more-time-we-hide-
the-worse-we-get.




A Stmky
Fish is
something

that cause$




What's your 'Stinky o
Fish' -’

When you think of /ﬁfﬁ WNKW

your current role (as

trainee / buddy) %b TSH?



STEP #1

INDIVIDUALLY | 3 min

7 TNy

FIsH 2
Each design a @
Stinky Fish and

write them down



STEP #2

10 min - 2 min PER PERSON

Share in
groups of 5

- Show your drawing
- Share what you wrote
- Listen attentively




STEP #3

Share your
reflections

- How was it?




[REFLECTIONS ON THE ACTIVITY]

%‘QWNW Is an exercise of

“I" trust and
vulnerability




' But, what truly
IS
» vulnerability?

There’s strenéth invulnerability.




Vulnerability is feeling
uncertainty, risk and
emotional exposure

Being human means
being vulnerable.

HYPER ISLAND

BRENE BROWN



From vulnerability
comes creativity,
innovation and
transformation

BRENE BROWN



OPENNESS
AND TRUST
SPIRAL

By investing in each other we

create an open space.

More openness means more trust and vice versa.
But this virtuous spiral requires courage. Opening
up and exposing yourself requires courage, but
openness generates trust and so on.




OPENNESS AND TRUST

SPIRAL

DEPTH OF
RELATIONSHIP

Source: Anders Wendelheim, Stockholm University

openness

COMPLEXITY
OF TASK



OPENNESS AND TRUST

SPIRAL

DEPTH OF
RELATIONSHIP

Source: Anders Wendelheim, Stockholm University

openness

openn

courage

COMPLEXITY
OF TASK
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“Courage: the most
important of all the

virtues because without
courage, you can't practice’'
any other virtue
consistently.”

- Maya Angelou
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Inclusive
iInnovation
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ishey Learning Journey

UNCOVER - EXPLORE THE UNLOCK - IDENTIFY UNLEASH - SCALING &
PROBLEM SPACE CREATIVE SOLUTIONS STORYTELLING
INNOVATION PRINCIPLES | INNOVATIVE INSIGHT TO IDEAS /| THINK OUT OF THE AGILE INNOVATION / EXPLORING
TEAMS / IDENTIFYING OPPORTUNITIES / BOX / SOLUTION SPACE /| PRETOTOYPING IMPACT / ETHICS AND CONSEQUENCES /
RESEARCH HACKS STORIES AND INFLUENCE

Future Foresight

Applied empath: Sensemakin Mapping & Networked
and Trends 212 L pathy 9 Pp 9 . Influence and
; & Curiosity for and Research Selecting Ideas - Innovation - .
Driven . B . . Storytelling
. innovation Assumptions How, Now, Wow Scaling Ideas
Innovation
Inclusive Introduction to the Toast - 1% - Constant A
X L ) Beautiful Questions . Strategic Fit and
Innovation for agile innovation ] ) Storyboarding Improvements
X R and Brainstorming ) . . Idea Development
Disruptive ideas process. experiences in Innovation

Creating Culture for
Problem Low Fidelity Rapid constant Building
Statements - Prototypes experimenting & successful Pitches
How Might We learning

High Performing
Innovation
Teams

CX Tools, journeys,
personas day
parting

-

m ivi Creativity ili

E ':'hhnw;hg Rapid - Ag& ty
rou

r Rapport i -

E Mattering PP Innovation Adaptability
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Fall in love With
\e problem

Not the solution.




THE TEN
FACES OF
INNOVATION

2

TOM
KELLE

Jonatnen Lettran

HYPER ISLAND

The anthropologist can observe
behaviors; how people interact
with products, services and
experiences. With curiosity,
empathy and intuition; the ability
to "see" things that have gone
unnoticed.
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OBSERVATIONS



ISLAND

HYPER




HYPER ISLAND

OBSERVATIONS INTERPRETATIONS

NEEDS IDEAS
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M\ ) Manchester News MEN e

EN | @MENnewsdesk

Asda's 'quiet hour' for autistic shoppers was so
good that EIGHT other stores are doing the
same

Asda held its first quiet hour for autistic and disabled shoppers - and now eig...
A superstore opened early for a ‘quiet hour' to help autistic and disabled people.
mancheszerevenmgnews.co‘uk



lection 2017 Voices Indy/Life Business Sport Tech Culture Subscribe

News » UK > Home News

Tesco trialling a 'quiet hour' to help
autistic customers do their shopping

'The often busy, loud and unpredictable environment of supermarkets can be disorientating and
overwhelming,' says National Autistic Society spokesperson

Maya Oppenheim, Katie Forster | @mayaoppenheim | Sunday 12 February 2017 18:15 GMT | (35 comments

HYPER ISLAND

Shhh...

Autism

To accommodate the needs S
of our shoppers with Autism, Sa‘\.U\’day
temporary changes have

been made within store 9_1 oam

during this hour.

Please ask at Customer
Services for more details.

@ Autism Parent Empower

~ A NDW GENTRATION STAXTS NOW
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Quieter Hour
Every Saturday

NEW QUIETER,HOUR’ N’ ALL STORES

Enjoy a calmer/shoppingttripjevery Saturday from.9-10am
We are making all stores a calmer and

quieter environment every Saturday
between 9am - 10am

Home | News | Lotestnews | X0/

Sainsbury’s leads the UK’s supermarkets in
pledging support to Autism Hour



HYPER

Asda rolls out ‘Quieter Hour’ and trains over 85,000
colleagues to better serve customers with additional needs

Additional News

Free From bargains at Asda
this Coeliac Awareness

LS R

May 11,2022

Living on the veg! Say hello
to Asda's showstopping
vegan summer BBQ range

Asda launches national food
drive

May'5, 2022

Asda has announced it has carried out extra training for over 85,000 colleagues to

help better serve disabled customers through the Hidden Disabilities Sunflower
Scheme. To coincide with Purple Tuesday, Asda has also announced the rollout of it’s
new ‘Quieter Hour’ in stores which will see store noises diminished to aid customers

with certain disabilities.

ISLAND



Fall in love With
\e problem

Not the solution.
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INVISIBLE PROBLEMS

That problem that we no longer consider a problem,
because we've gotten used to it, that we no longer
see and don't reflect on how we can do things
differently/better



Disability

@

Personal
Health
Condition

HYPER ISLAND

Disability

Mismatched
Human
Interactions
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The insight is in the
adaptation

When experiences don't serve people the
way they should, people adapt.

Sometimes in astonishing ways that the
designers never intend. We can try to
imagine how a person with a given set of
abilities would use an experience, but we
can't imagine their emotional context, what
gives them joy or frustrates them.

Insights come when we understand those
adaptations, and from what's shared across
everyone's experiences.




HYPER ISLAND

‘I think Henry Ford once said: If | had
asked consumers what they wanted,
they would have said 'a faster horse!'

People don't know what they want
until we show it to them”.

Steve Jobs



HYPER ISLAND

‘I think Steve Jobs once said that
“Henry Ford once said: If | had asked
consumers what they wanted, they

would have said 'a faster horse!' People
don't know what they want until we
show it to them” But maybe they are
showing us what they want all the
time”.

Tim Lucas
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https://docs.google.com/file/d/10lbrh3Mcdy5Eh_x04U4aJ5OJS-OB_nFy/preview




PERSONA
SPECTRUM

AR08

BBBBB

Permanent Temporary Situational



0 CONANE! myself like everyoneels
_



https://docs.google.com/file/d/1y2IQMuVoEmHfMcUeoTKZ1NLwlrH2dQ64/preview
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Sara Montes - 2nd = IKEA
Global Customer Experience at IKEA

4 ISEG - Lisbon School of
Talks about #marketing, #cocreation, #innovation, #femaleempowerment, ¥ Economics & Management
and #strategicforesight

Malmg, Skane County, Sweden - Contact info
1,810 followers - 500+ connections

f‘é Sabryna Alsfasser [ela/ella/she], Jesper Rhode Andersen, and 2 other mutual connections

" /7\

HYPER ISLAND

"People used to hack IKEA
products and we would take
them to court.

That was a mindset shift for us.
Learning to apply empathy for
the experiences our customers
really wanted from our
products and working with
them."
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The problem for most companies is not
where they look for new ideas, instead is
where they don’t

The stakeholders that you don’t connect
with are the ones you are not listening to.

These are your blind spots
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idean x Cards for Humanity About

i, 65
Lucia, ® t
is always upbed

Cards for
Humanity

A practical tool for inclusive design

Deal cards

We’ll deal you two random cards, a
person and a trait. Your challenge: work

out how you can meet their needs.




@eq[} X Cards for Humanity

Verla McPeters, 95
is disorganised

o
Cards for v
A

Lo

How can you meet their needs?

Deal new pair

and is not very
confident when using a
computer

About

ideaq X Cards for Humanity

Consider

Some people forget key
information and can easily get

confused.

Some people may not necessarily

have key information to hand.

Deal new pair

HYPER ISLAND

How can you meet their needs?

Consider

Some people may have someone

helping them use a computer.

They may be much more

comfortable accessing a service

via a phone or a physical location.

About



How might we create a more inclusive and accessible event HYPER ISLAND
experience for Disney....an activation in a shopping mall

idean x Cardsfor Humanity How can you meet their needs? grou

Afton Slovak, 60
is very impatient

‘N
.
é~ 3 Deal new pair
~
&
.
. an x Cards for Humanity How can you meet their needs? Zosu]
P
and is blind
Consider Consider
Some people want things done People who are blind probably use
immediately and get frustrated if an accessibility aid like a screen
that’s not possible. reader or have someone helping
them.
Some people may experience time
differently, eg because of illness. . Visual content needs to be
Deal new pair
described in text for the screen
reader.
=
Cards for In 2012 there were 285 million visually
Humani ’ impaired people in the world, of which 246
ty V\ million had low vision and 39 million were

blind. - World Health Organization












Psychological Safety

Team members feel safe to take risks and
be vulnerable in front of each other.

_
| e

GOOGLE

Projeto Aristoteles




Tuckman’s Team Development Model

Task Behaviours

3

< establishing base level
expectations
< identifying similarities

K3

<+ agreeing on common goals

3

.

identifying power and control
issues

gaining skills in communication
¢ identifying resources

3
o3

3

K3
<

achieving effective and satisfying
results

< members find solutions to problems
using appropriate controls

Performing

o<

» members work collaboratively
members care about each other
» group establishes a unique identity

3
<

< members agree about roles and
processes for problem solving

<

Norming

Storming

Forming

2y

< making contact/bonding
< developing trust
% members are dependent

3

K3
¢

expressing differences of ideas,
feelings and opinions
reacting to leadership

o

K3
o<

o
&

* members independent/
counterdependent

.

<+ decisions are made through
negotiation and consensus
building

Interpersonal Behaviours

Remember

e Each step builds on the previous one

e Each step prepares for the performing stage

o Attempting to skip any step affects performing negatively
o With every new challenge, the process repeats

TUCKMAN'’S

Team Development Model



Foundation: Day 1

Ex: Successful project Ex: Failed project

CONTENT CONTENT

PROCESS .- PROCESS

Source: Method kit



https://blog.methodkit.com/the-walnut-explains-how-you-as-a-group-functions-c10f1c67eb69

— What

How

HYPER ISLAND



The Content and Process Model
BY SWEDISH DEFENCE UNIVERSITY / JARL SILFVERBERG

CONTENT

What will we work on?
What competence do we need?

Assignments & Tasks

WHY WHERE TO
gt g PROCESS e e

How will we work together

toward our goal? When have we achieved?

Goal

Work Processes & Models

HYPER ISLAND



Tool #1

Crafting our Team Purpose



HYPER ISLAND

Simon Sinek
"Start With Why"

SIMON SINEK

How Great
Leaders
Inspire
Everyone to
Take Action
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Golden
Circle
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Reasons —> Conclusions WHAT

Emotions — Actions
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WHAT

Great leaders communicate
inside - out
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Activity

Looking at the journey ahead work on the
why for your Squad.

It is a starting point for developing a high
performing Squad.



Popcorn Style

Share one key
learning or
insight you want
to take with you
+

checkout
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