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Activity #1 Post-It

Form a group (at least 4 members) with common research interests or current project

team or just thinking a new idea in research. Think aboutONE BIG project related to

the interests. Discuss about:

1. Problems need to be addressed

2. Current progress toward solving the problems

3. Advantages of the current solutions

4. Potential new solutions
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Activity #2 Paper Prototype

Based on the problem identifies, discuss on how to materialize your idea. You are

provided with papers, pencils, glue, scissors, marker pens, and manila cards

1. Decide what platform will be used to the solutions

2. Use the card boards as the platform and papers as the screen

3. Design the user interface using marker pens (or sharpie)

4. Present your prototype to potential users (can do video recording etc)

5. Improvise






