COLLABORATORY

in the Learning Environmerpl;{



CEFPI is a Registered Provider with The American Institute of Architects Continuing
Education Systems (AIA/CES). Credit(s) earned on completion of this program

will be reported to AIA/CES for AIA members. Certificates of Completion for both
AlIA members and non-AlA members are available upon request. This program is
registered with AIA/CES for continuing professional education. As such, it does not
include content that may be deemed or construed to be an approval or endorsement
by the AIA of any material of construction or any method or manner of handling,
using, distributing, or dealing in any material or product.

Questions related to specific materials, methods, and services will be addressed at
the conclusion of each presentation.
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Problem Solving & Collaboration in the Learning Environment

Learning Objectives

1. Have familiarity with problem solving in the learning environment.
2. Know significance of Design Thinking as'a problem solving method.
3. Understand organizational strategy of collaborative problem-solving spaces.

4. Understand Ciriteria for designing a Collaboratory.
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Karl Popper
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What is a Co-Lab?

process of value creation that traditional
structures of communication and teamwork
can’t achieve

Michael Schrage, No More Teams!

a facility that provides controlled conditions
in which research and experiments can be
conducted using an employed methodology
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Critical thinking and

problem solving. . '

- E
Collaboration across ﬁ. E

networks and learning
by influence. ¢¢

Agility and ability. :@ .7

Effective oral and
written communication. '

Accessing and

analyzing information.

Curiosity
and imagination.

Initiative and
entrepreneurialism.

Tony Wagner, The Global Achievement Gap: Why Even Our Best Schools, et al., New York: Basic Books, 2008.



Ability to plan, Ability to Ability to Ability to

Technical Proficiency  Ability to create Ability to sell
organize and communicate obtain and analyze knowledge with computer and/or edit and influence
prioritize work.  verbally with process quantitative related to the software written reports. others.
people inside/  information. data. job. programs.

outside of an
organization.

National Association of Colleges and Employers (NACE) Survey, 2013.



_ The T-Shaped Person

workers should possess a
depth of expertise in at least
one area but a horizontal
breadth of knowledge in a
broad set of related areas,
allowing them to solve
problems with colleagues
across disciplines



__The Integrative Thinker

Analytical Thinking Contextual Thinking 6 Integrative Thinking 9

...t0 not only rely on analytical processes, but also exhibit
the ability to see all of the salient - and sometimes

contradictory - aspects of a confounding problem and

create novel solutions that go beyond and dramatically
improve on existing alternatives
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WHAT IS A THOUGHT LEADER?. FORBES, MARCH 2012.
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EFFECTIVE
WORKPLACES
BALANCE

FOCUS &
COLLABORATION

FACE-TO-FACE ENDURES

A study by MIT researchers
was able to predict 35% of a
team’s performance simply by
measuring the number and quality
of face-to-face interactions
between team members.

Balanced Workplaces
Are More Creative,
More Innovative

Percentage of employees who
rank their company highly.

M Not Balanced

52046
46% 450/,

40% 40%
CREATES HAS LEADERSHIP ENCOURAGES HAS CLEAR
CLIMATE OF CREATIVE ENCOURAGES BREAKTHROUGH STRATEGY FOR
INNOVATION THINKERS INNOVATION IDEAS INNOVATION

2013 WORKPLACE SURVEY. GENSLER ©2013.



HOW CAN WE
DEVELOP A GULTURE
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_ Problems Typologies
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Problems Typologies

1 can be solved in a linear fashion using straightforward, reductionist,
repeatable, sequential techniques.

2 is amenable to traditional project management approaches and
they introduce limited/known/manageable consequences and no
unintended consequences.

3 is well defined, its solution is clear and can be given to a designer to
create detailed specifications and project manager to implement.



Problems Typologies

complex

1 tends to be non-linear, difficult to understand and their solutions can
lead to other problems and unintended consequences.

2 is not always solved by traditional analytic and project management
techniques.

3 is not solvable by reductionist or sequential approaches.



Problems Typologies

1 has no definitive
formulation.

2 is hard, maybe
impossible, to measure
or claim success.

3 has solutions that can
be only good or bad, not
true or false.

4 has no template to
follow when tackling.

always has more than
one explanation.

is a symptom of
another problem.

does not have a
definitive scientific test
to prove success.

is often “solved”
through a “one shot”
design effort.

is always unique.
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Troubleshooting
Diagnosis-Resolution Problems
Strategic Performance

o
COMPL EEETENSTRUCTURED

Jonassen, Learning to Solve Problems.



------- Algorithms - - - - - - -

Story Problems

LR R

= = Rule-using/ Induction Problems -

Troubleshooting

~ — Diagnosis-Resolution Problems -

(R i ——

----- Strategic Performance - - - -

Policy-Analysis Problems

-=L__r

Jonassen, Learning to Solve Problems.
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METHODS



LINEAR METHOD

Problem

Solution

Time




DESIGN THINKING

Problem

Solution

Time




DESIGN THINKING PROGESS
Understand Create Deliver

Understanding ends in insight. Creation ends in ideas. Delivery ends in reality.




DESIGN THINKING PROCESS

Divergent Thinking

= Generating lots of ideas.

Convergent Thinking

-

= Judging options,
making decisions.









Driven Approach

Industrial Design Industrial Design
Graphic Design Experience Design
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DESIGN THINKING PRINGIPLES
4 Empathy | Creativity 4

- ideate > |
- synthesize complexities

- 360° understanding
- reframing the problem
- visualize solutions

- disciplined process - prototype, test,

and tools and execute




DESIGN THINKING
SOLVING WICKED
PROBLEMS







“But to today’s innovative
4 worker, collaboration is
what work is all about. In
the oldway of thinking,
employees make themselves
valuable through what they
know. But in the new way,

people make themselves
valuable by seeking
opportunities to work with
other and tapping into

the expertise that others
possess.”

Collaboration Without Boundaries, Enabling Innovation, Changing the
Workplace, et al. White Paper, June 2008.
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COMPONENTS OF A COLLABORATORY

COLLABORATION

FACILITATION

SHARED
PARTICIPATION

ACCOMODATIONS

MEDIA &
TECHNOLOGY

A problem solving adventure.

An unbiased neutral leader who assists the collaboration to
achieve their goals and aid the decision making process.

Participation of people who are willing to share and
engage in various sized teams and groups.

Varied spatial, social, functional and psychological
features that support the collaboration’s goals.

An array of features that can express and enhance the
validation and accommaodations of the participants.
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_Cisco-Meracki Headquarters
San Francisco, California

2013
O + A Architects







_Harvard innovation lab

Harvard University
Allston, Mass

Opened Fall 2011
Shepley Bulfinch, Architects




_Bloch Executive Hall for Entrepreneurship & Innovation

Bloch School of Management
University of Missouri - Kansas City

Opened Fall 2013
BNIM and Moore Ruble Yudell, architects and JE Dunn Construction PR






K-12 STUDIE



_Center for Advanced Professional Studies
Blue Valley Schools
Overland Park, Kansas

Perking & Will PR



Q&A

THANK YOU.




