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To MEPLEXOPEVO AUTAG TNG TIAPOUCIACNG AVTLIIPOCWTIEVEL TIG ATIOYELG TOV/TNG SLYypaEa Kat sivat amokAELoTIKA SikR Tov/Tng gvBvvn. H Evpwnaiki Emitporn
HeV PEPEL Kapia VBUVN yLa TN XPFOT TWV TANPOPOPLWYV TIOV TIEPLEXEL
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1. Oswplia

Y€ autn TNV 0Ttadlo, Ba TPETEL CUVEXICETE VA XPNOLHOTIOLELTE TNV TIPOCEYYLON
NG oXeOLAOTLKNG OKEYNG
yla va avantugete AVOELS

pe Baon tnv dnAwon tou DESIGN THINKING
poBAnuatog Kat ye pdaon O

TIG YVWOELG KAl TIG Cpathize

TAnpoYopieg Tov Understanding Generating

people your ideas

anoktnénkav oto otddlo
NG evouvaiocbnong Kat Tou
KaBoplopovL. Oa mpeEMeL va

enave€eTAosTE TA O\ @ .Q/

anoteAéopata Twyv , g
, Define Test Prototype
OUVEVTELEEWV UE TOUG the proslem the prodct oxpenmentation
XPNOTEG KABWG
alomoleital Tn dnAwon
TOUL TPOBAARUATOC TOUG.
Ta otadlo tng napaywyng tdewv (kat eTAoyng) PmopoLV va bAomotndouvy Je ta

€€NG Brjpata Kat Kavoveg:

v Katatyiopég 16ewv (Brainstorming), otdxog n moootnTta; ano@uyeTe TNV
Kpion, Oev uTAPXOLV avONTEC N HNn PeaAlOTIKEG L&€eg, n Oladikaocia
Tagvounong 'n moodTnTa Tapdyel TolOTNTA" €pXETAlL apyoTEPQ.
EvBapplvete TIC "mapdfeveg” 10€eG KAl TOUG OUUUETEXOVIEC Vvd
a&lomoLnoouV TIG LOEEC TWV AAAWV

v H dwadikaoia emihoyng mepthapBavel tnv tavounon tTwy Woewv Kat tnv

TeAKN eTithoyn 1-2-3 1dewV yLa TNV KOLWVWVIKN TipOKAnon kdbe opadag.

To TEAIKO AMOTEAECHA QUTAG TNG EVOTNTAG €ival pia TO OAOKANPWHEVN
AUON/TIPOIOV TIOU OTOXEVEL OTNV EMIAUCH HLAG CUYKEKPLHEVNG KOLVWVLKNAG

T(POKANONG, N OoToia UTOPEL 0TN CUVEXELA VA HOKLUAOTEL e TILOavoUg XPNOTEG.
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2. 00nyisg
BrApa 1° - Katatyopog I6ewv (15 Aemtd)

20{NTATE CLVTONA TOV OPLOKO TOL TIPOPRANUATOC OAG KAl TA ATIOTEAECHATA TNG
XapToypdagnong evouvaiodbnong, kat oTrn CUVEXELA KAVETE KATALYLOWO LOEWV yla Tn
AUON TNG KOLWVWVLIKNG 0ag TiPOKANoNG.

Eival kaAo, eva pelog Tng opadag va dteukoAvvel Tn culitnon. OAeg ot 1d€eg
elval KaAEg, ol TapA&eveg, ol TPEAEG Kal Ol EKKEVTPLKES 1OEeC!

Katatylopog 1dewy, 0TOX0G N IocOTNTA. ATOPUYETE TNV KPLTLKN, SV LTIAPYOLY
avonTeg N Un PEAALOTIKEG 1O€eg, n dladikacia taglvopunong "'n moocoTnTA
avamapdyel Tnv moLoTNTa" €pXETaAL apyoTeEPa. Baoloteite oTIg 16€EC TWV AANAWV.

Kabe opdda napouvoidlel TI¢ 1O€eC TNCG yLa pia Avon n omoia ivat ypaupevn oto
epyaleio Tov Mind Map, Ta HEAN UTIOPOLV va TIAPOLGLACGOLY CUPTIANPWHATLKES
16e€q oTIg NON Mapovclacpeveg LOEEC 0TO PUAAO, €dv eival duvatov.

Brua 2° - Brainwriting (10 Aemta)
Omoleg 16€€g eival mMapoOPoLES, UTIOPEITE va TIC KATNYOPLOTIOLNOETE OE {la LOEa.
BrApa 3° - Emloyn tng 16€ag (10 Aemta)

MeTd TNV OAOKANPWGCN TOU KATALYLOHOU LOEWY, Ol CUPHPETEXOVTEG Ba agloAoynoouv
KaBe 16€a oupPwva pe Ta akoAovba kpttrpta: (i) okorupdTNTa TNG L6€QC, (i) OoXEON
KOOTOUG-anoTeAeoPaTIkOTNTAG TNG LO€ag Kal (i) moco opBoAoyLkn eival n 16€q, (iv)
MpwToTuTia TNG 16€ag. AuTo €ival To otadlo Omouv ol Weeg enavegetadovTal
TIPOOEKTIKA KAl CUAAOYIKA.

Na kdBe 16€a, Ol GUPHPETEXOVIEG WTOPOULV va amodwoouvv Babuolg yla KAbe
Kpttnpto, peow pag dwadikaciag avolktng wneowopiag: 1 edv n 16€a
BaBpoAoyeital TOAL AoYNUA yLA TO CUYKEKPLUEVO KPLTHPLO Kal 5 edv Babuoloyeital
TOAL KaAd. Avtr n p€Bodog Ba dtevkoALvel Tn dladikacia avadelgng Twv Ldewv ov
Ba mpEmMel va yivouv pwTtoTUTIEG AVOELG.
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‘Evag dAAog TpoTtog eAOYNG €ival va xpnotgomnolnoeTe TNV pEBodo Bingo.

O

Experience prototype

Bingo Selection

[ 1]

Physical prototype

-
Digital prototype

H e\ oyn pmivyko onuaivel 0TL apXi{eTe va okEPTEOTE TOLO £i60¢ MPpwWTOTUTIOL B
ATAv To KATaAANAOTEPO yla KABe pia amnod Ti¢ 16éeg oag. MapakahoLpe e€eTAOTE
OAe¢ TIC OuvatoTtnTeg, HMOPEiTE va  XPNOLUOTIOLNCETE TalXvidl poAwv
(service/experience prototype), online mpooyedio (digital prototype) rj xaptokiBwTia
fl AAAa puoikd vAKd (physical prototype)
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https://www.ideou.com/blogs/inspiration/7-simple-rules-of-brainstorming
https://www.interaction-design.org/literature/article/how-to-select-the-best-idea-by-the-end-of-an-ideation-session
https://www.interaction-design.org/literature/article/how-to-select-the-best-idea-by-the-end-of-an-ideation-session
https://www.interaction-design.org/literature/article/what-is-ideation-and-how-to-prepare-for-ideation-sessions
https://www.interaction-design.org/literature/article/what-is-ideation-and-how-to-prepare-for-ideation-sessions
https://www.ask-flip.com/method/73
https://hr.mit.edu/learning-topics/meetings/articles/brainstorming
http://www.website.com/
https://www.welfareproject.eu/

