IDBM INDUSTRY
PROJECT

Project Framing

Dr. Ville Eloranta, University Lecturer,
Aalto University, School of Business,
Dept. of Management Studies (IDBM)

A! IDBM

Aalto University Design, create, lead.



The idea is to start project planning today.
But we don’t know everything yet.

How to start?
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Let’s start with something that gets us
moving.

Let’s start with something we have tested.

But if you have already a good method,
use that one!
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The agenda of this session

1. Designing an IDBM industry project
2. Workshop

3. Interteam feedback

4. Summary
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Planning the timeline
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eNGAGEMENT

Connecting the dots and building relationships
between different citizens, stakeholders and partners.

DESIGN
PRINCIPLES

1. Be People Centred
2. Communicate (Visually & Inclusively)
3. Collaborate & Co-Create
4. lterate, Iterate, Iterate

/
A Y
CHALLENGE

-

METHODS
BANK

Explore, Shape, Build

Creating the conditions that allow innovation,
including culture change, skills and mindset.

LEADERSH\P
A! Design Council ﬂDBu
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January - February

Design Exploratory Phase
Phase Define Opportunities
Learning —-'::Diverge Converge

e T

Field FOV
Process h D work D
shop

researc

Learn about the Refine and focus
audience for your guestion
whom you are based on your
designing insights

Nurmi, 2018



WEEKS 3 -9

EXPLORATIVE RESEARCH PHASE

O @ O

DESK RESEARCH OBSERVATIONS INTERVIEWS

DATA ANALYSIS & VISUALISATION




Point of view
(POV) workshop

user + need + insight

Defining the RIGHT QUESTION to
address in the ideation sessions.

The workshop involves reframing
your design challenge into an
actionable problem statement.

Schedule your workshop time that
works for your client ASAP from the
doodle calendar found in
MyCourses. Nurmi, 2018
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Design
Phase

Learning

Process

January - February

March — April: DESIGN SPRINTS

Exploratory Phase Concepting Phase Prototyping Phase
Define Opportunities Develop Hypotheses Test Hypotheses
Diverge Converge a‘f:lo)iverge ECOnverg;_:‘:- '~',':I')iverge iConverg;:;-

Se

Brainstorm and come up
with creative solutions

Iterative design sprints |
D s D

§~ '
“e

Build a representation Return to your
of your idea to original user
show others group for testing
and feedback

Nurmi, 2018



There is going to be a dedicated session
about design sprints.
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Key idea of design sprints in 4 bullet
points.

- Divide your challenge into parts

- Ideate, iterate, test, learn (in sprints).
- Adjust the big picture.

- Then take next part.
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WEEKS 9 - 16

B AT

=
S5
Understand

Draw insights
from your
research data

Sketch

Brainstorm
lots of ideas

The Design Sprint

N

Decide

Rank
solutions,
pick one

Prototype

Create a
minimum
viable concept

b

Validate

Test and observe
what is effective
for users

userbrain.net



January - February March — April: DESIGN SPRINTS
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s e e PR o gala
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Transdisciplinarity
in Practice




WEEKS 7 - 20

MARKETING

FOOD &
DRINKS
D, BOOKLE >PONSORSHI
: TEAM




Best practices
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BEST PRACTICES

- Send agenda and materials to the client 3 days before the meeting

- Prepare for the meeting well and make sure that the team is on the same page of all the topics discussed
in the meeting

- Arrive on time to the client meetings

- Write a memo of the meeting and send it to all participants

- Manage the scope of the project with the help of your supervisor
- Clarify with the client what deliverables will not be part of the project

- Agree with your client and supervisor how you will keep them up to date of project progress
- What is the best format for communications: email, shared document, news letter...?



The agenda of this session

1. Designing an IDBM industry project
2. Workshop

3. Interteam feedback

4. Summary

Aalto University

lllllllllllllllll



Let’s start project planning.

Let’s start with something that gets us
moving.

Let’s start with something we have tested.

But if you have already a good method,
use that one!
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1 STAKEHOLDERS

STAKEHOLDER

Emorpie: Supotvises, théveraiy Lok Frassesors Cloat mpeaeantatvs Py W h O a re t h e p roj e Ct Sta ke h O I d e rs ?
* |In what ways are they involved?

e \What are their needs?
e What value do we aim to create to
them?

ROLES & NEEDS

* How can we engage them in research /
prototyping / validation?
* Map out actions that needs to be taken.

ENGAGEMENT

ow do 0 engage our stakeholders? Map out specific actions that need to be taken
Example: Set up biweekly meetings, weekly briefings, compensate with movie fckess

ASSUMPTIONS

What assumptions do we have aboul
Example: Specific expertise area, del

Theresa Berg (IDBM)



2 GOALS & OUTCOMES

 What are the main goals of the project?

 What value do they create?

 How can the success of each outcome be
measured?

* What are critical success factors? Consider
skills, relationships, technology, spaces,
communications, timing, that help ensure

. success.

- * Identify constraints and limitations that
directly affect the project activities or the
deliverables (e.g., budget, laws,

e | e | S regulations). Consider if there are any ways

L T around these constraints.

Theresa Berg (IDBM)



3 TIMELINE
& ACTIVITIES

MILESTONES External

External dates and events Non-flexible

B EXTERNAL MILESTONES
interna (not flexible)
R e | List the key dates and
events that frame the
overall project timeline.

Finish report layout

PRIMARY
STAKEHOLDERS

nuee,, | INTERNAL GOALS
(flexible)

Map out the main goals.
What are the steps and
activities required to
achieve these goals?

Theresa Berg (IDBM)




I'Jr,l TEAM FORMAT

4 TEAM AGREEMENT
In what way do we as a team take decisions? Based on consensus, expertise, votes in the team?

e List the team members and discuss their
roles and responsibilities in the project
* Agree decision making, time
management, communication practices,
and the code of conduct
 What values are important in your
team?

Team Values:
What values are &

Theresa Berg (IDBM)



Get a canvas set. Find a good place to
work with your team. Back here 15.30.

Not everything has to be completed today!

Prepare to present the results of your
work to another team, and give feedback.
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The agenda of this session

1. Designing an IDBM industry project
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3. Interteam feedback

4. Summary
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Combine two teams into one.

Present the results of your work to each
other. Give feedback and comments.

10 mins for this.
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Next task

Creating and submitting the project plan. Instructions, submission
box and timetable in Mycourses.
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MORE INFORMATION

Dr. Ville Eloranta, University Lecturer,
Aalto University, School of Business,
Dept. of Management Studies (IDBM)
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